DREAMER TACTICA
By Steve (aka Karn)
Before we get right into things, I want to say a few things. The first is that I have a strange way of writing at times. I often write as if I am talking to someone or myself and I prefer to leave things in that format when possible. This is not to say I'm bad at conveying a message, information, or a point. Just that I do it in what some would say is a strange manner. But fear not! It is easily readable and it comes across as if I’m in the room talking straight to your face.

Also this is by NO MEANS the only correct look at the Dreamer and his crew. This is just my opinions and tactics garnered from my experience as well as others on the forums and at my local gaming group. I have taken advice and opinions from players of Dreamer and people who play against him to give you the best view of his I can. I consider it very important to take your opponents view into consideration at all times.

I am not trying to take credit for people’s ideas. Instead I mash everyone’s (mine included) into this document and don’t particularly take or give credit to anyone. Because of the nature of games and the wide view people have on them, I don’t think it is right to take sole credit or give sole credit for any ideas presented here. 


Lastly I like to keep this somewhat private. I do not mind if you share it with people you know, put please don't put this up on the internet without my permission. As always, I am looking for criticism of my work as well as feedback, but I do not want to make this truly public material yet.
Something to consider as you read this:
All this is written assuming average luck and draws. A lot of this is of course subject to really shitty hands and really amazing hands. So remember that when you see me say something, this is assuming the average hand and flips. If I say "Teddy has such a low defense he pretty much will always be hit" and then you flip a red joker on Df and the enemy flips an ace on attack, don't go "HA! You were wrong Steve!" It's all assuming the average and luck is a huge factor as always.

What I will be covering:
I will be reviewing the following models and their tactics with the Dreamer and add more models as they are released or I get around to it. But for now I am focusing completely on Nightmares as they are the supreme model of choice for the Dreamer. 
The following are all hyperlinks to the different sections of the document, ctrl + click them to navigate the document in Word.
Index:

· The Dreamer:
· Lord Chompy Bits:
· Daydream:
· Lelu:
· Lilitu:
· Lelu & Lilitu Together:
· Alp:
· Stitched Together:
· Coppelius:
· Insidious Madness:
· Teddy:
· Bringing it all together into one Mean Pile:
· Protecting Models with your melee range:

General Usage Notes:
I prefer to start things off by giving you a general feel for the master and the crews play style.

To start with I must say, next to Pandora this is the master that sets his crews play style the most. His abilities are amazing and what he can do with his Nightmares is nothing short of terrifying. But to get the full use out of him I believe 100% that you want as many Nightmares in his crew as you can get. You want Nightmares over any other type. The reasons are obvious as you look at his abilities and read what he can do and further on in this tactica. 

The Dreamer is a scalpel. This is to say he strikes at a very precise point and cuts it out. His abilities are 100% board and army control and his own offensive abilities are rather limited. Lord Chompy Bits (from here on out referred to as LCB) is his offensive form but it leaves him without any of his control abilities. So as you can see right off the bat you have the hard choice of Combat Prowess or Board Dominance. Don't get overwhelmed yet; I will address all this in time. But I want you to understand what you are facing. Dreamer wants to strike at one point and then withdraw. NIGHTMARES ARE NOT TOUGH. With the exception of Teddy they are very easy to take down for the most part. This means you can not afford to sit down and slug it out with anyone. Especially not the guild, who will make short work of you. You survive by retreating after your strikes and nullifying the enemy through special effects and defensive abilities. If there was ever an army that exemplified the motto Choose were to fight and the idea of Keep your enemy off balance at every turn, this would be the army (crew). Through careful use of the Dreamers abilities you can control the entire battlefield and keep your opponent playing catch-up each and every turn. Don't fight on multiple fronts unless it benefits you.
So you may be asking yourself, well Steve if the Dreamer is a Scalpel, wtf does that really mean? Well I'm glad you asked! What it means is he cannot fight a typical battle. His crew simply will not last (unless you’re very very lucky). While they can deal out some nasty damage, they cannot out DPS the Guild. You also don't have the numbers or the durability to trade models with the Ressurectionists etc etc. The idea is you need to fight on your terms. The Dreamer swoops in, drops off a whole bunch of Nightmares and then backs off. Don't leave him hanging and make sure to drop off just the right amount of Nightmares to get the job done. Dropping all of them at once seems tempting, but they tend to stumble over each other and things just get congested. Alternatively you could use the Daydream to drop off some Nightmares and then have the Dreamer pick them back up once they have activated. This model cycling is the key to victory with the Dreamer. Don't leave a model hanging if they are going to be in danger if you can help it. Try to lose as few models as you can each turn because you will need them. You can very quickly sweep through a flank and get your models out of there if you do things right. Strike and vanish. That is the Dreamer's style. Your entire crew can move a huge distance via the Dreamers abilities and you need to learn to capitalize on this each and every turn of every game. Sadly this is the one thing I can't really teach you how to do. I can give you advice (and I will), but you must figure out exactly how to do this for yourself. There are too many situations to cover so I will cover the basics and arm you with the knowledge to tackle the gnarliest situation with a little thought and some planning.
Note on the Nightmare Type:
Nightmares are not living models! This means they do not leave corpse counters. They are not subject to anything which states “living model”. They are also not undead or anything else. They are just Nightmares. This makes you really good against Ressurectionists as they can’t replenish off of you. Huzzah!
A note on burying:
A buried model is not in play and is thus not subject to the flow of the turns. Thus if they have any effects on them that would say, end during the Closing phase for example, they would not end until they were in play for a Closing Phase. This is VERY important to remember for getting the most out of some of the models and also if you want to, abusing one or two of them.

Also, if an enemy effect buries one of your Nightmares, you CAN unbury them via the Dreamer’s abilities and the Daydreams abilities. Proof is in Sketch’s words: http://wyrd-games.net/forum/showpost.php?p=165955&postcount=25 It will also be in the new Errata/FAQ soon to.
Crew Selection: 
For once I can say this is kinda obvious. If you look over the Dreamer and his abilities it becomes increasingly obvious that he wants to work with Nightmares! Luckily you have a really good selection of them and they cover all parts of the point’s spectrum. You've got your cheep but effective Alps and Madness, your midrange but hardy Stitched Together and Lelu and Lilitu who can really deal out some punishment and then you have your extremely dangerous and rather durable (for Nightmares) Teddy and the extremely dangerous Coppelius. The only thing he lacks so far is a big (11+ ss) model. But he sorta has on in LCB, or at least that’s how I view him. If I need to hit really hard, I send LCB in. But that's off topic; the focus here is on your crew selection. You want to try to get at least 5 Nightmares in your army so you can get you Cache up to 5ss which is great. Think of it as you get 1 ss off the price of each of your first 5 Nightmares, kinda nice. 

Now, you really do want ALL nightmares in your crew. Some non-nightmare models are ok for him, but he 100% gets the best bang for his buck from Nightmares. So I recommend nothing but the cute little guys. 

I would very rarely play a game without taking at least 1 day dream at the start of the game. In fact I recommend 2 as they are extremely useful for the Dreamer. They can unbury Nightmares for him so his AP isn’t tied up in it. They can pull LCB around the board for you, and of course the most critical thing is, YOU NEED DAYDREAMS TO TURN LCB BACK INTO THE DREAMER. Never forget this. 

Alps are one of my favorite models in his crew for the sheer pain in the ass they can be. With their evil little effects and the ability to spread slow to a good number of models and make them suffer for it, what’s not to love? Plus 3ss, great cheap models which help you get activation control (referring to activating models that aren't critical this turn to force the enemy to active his critical models first, letting you often strike without any return strike). So I prefer to go with 2-5 of them when I can. The rest of the models I base off the person I’m playing and what faction they are. For example, Coppelius is really good vs living and decent vs undead but not very good vs constructs. So I would avoid bringing him against a player who I knew favors Ramos etc. If you guys play that you konw your opponents master before crew selection, even better. You know exactly who to bring and who not to bring. But in general I like to bring at least 1 big model (Teddy or Coppelius) for some punch. But Lelu and Lilitu are in my mind a big model, since you really need both of them and its 14ss for the pair. But they are very hard to use correctly, they require a lot of finesse and are 100% not for every body. Ill go into much more detail on this later. 

So when selecting your crew, I recommend 2-5 alps and a smattering of other things based off what you think you will have to go against. But don't leave yourself with nothing that can hit hard enough to make a master worry or you may be in trouble when it comes time to deal with the enemy master. Yes LCB is very very capable at killing most masters, but some are a special form of pain in the ass for him (Lady J, Nicodeem, and sometimes Kirai). So just keep that in mind. If your ok with LCB being your only hard hitter, great! Go with a swarm of Nightmares and keep the special effects rolling. Madness and Alps make an amazing duo and can really dish out a lot of damage and evil effects. Coppelius just loves Teddy for his high Terrifying and the Alps for their Wp duels or your slowed and Madness for their ability to impede Wp duels (and thus Morale duels =D).

But above all else, make sure your happy with the crew your playing. If you don't enjoy playing a winning combination, don't play it. The most important thing is that you have fun playing. If you win while enjoying yourself, more power to you. But if you hate how you must play to win, then play to have fun and not to win. That is the best advice I will give you throughout this entire document, play to have fun and see winning as icing on the cake.
Advice vs opponent crew archetypes: A quick note before you read this, this is just a quick section. It is not meant to be all inclusive and just to be a few quick notes. I will probably fill this out more as time goes on, but for now this is all I got.

Vs Ranged: Remember your Dreamer tricks and keep the Dreamer safe at all times. That is the main advice for going against a ranged list. Use your incredible speed to lunge up field and drop Nightmares where you need them. This is the one instance where it is most likely ok to drop your entire army with abandon. Just make sure the Dreamer gets some where safe afterwards. Yes if he is near a nightmare he can't be targeted, but they can always kill that Nightmare and then kill you. Remember what I said about none of our Nightmares being to durable? Keep this in mind. Teddy is the best choice for something that will last a huge amount of time, either that or Lilitu for her Irresistible Beauty ability hopefully keeping her safe from a few hits. Just don't rely on this if you don't have to. It's best to just get of LOS and stay safe.


Vs Melee: You have a few ranged techniques but none are terribly powerful. The best things you can do is move around and stay just out of their reach and drop Nightmares in when you get a chance to pounce on an isolated model or two. But don't take on the main force all at once. Most likely you will not survive it unless you can get some tricks off (like mass Alp slows or Morale duels etc). But in general it's very risky to try and pull off. I prefer to use my superior speed to rocket into their flank and drop my biggest baddies and chew that flank apart. Leave a few Alps near their center to be a pain in the ass and then pull back if you can.

Vs Attrition: This can be Ressurectionists looking for a long corpse filled fight, or spiders swarming the heck out of you etc. But against any swarm you’re in a bit of a pickle. You have no AE's and you most likely can't match their numbers. The thing to do? Either pick the swarm apart little by little, using your speed to break it up. Or go for the throat and bum rush the master and kill him ASAP. Both are with their own risk and it's really all based on what your going against and who the master is. If it was vs say Nicodeme, I would just rush him and wipe him out. If it was against Spiders (Ramos) or Goblins, I would play games and take them out little by little. Bait them with models, then burry them and move to a whole new flank. They just flat out can't keep up with you.

Vs Defensive: This being armies that advance in a well formed block and rely on heavy armor and Wds to win by whittling you down against them. There sadly isn't a ton you can do against this as you don't bypass their armor. The best thing to do in some cases is Alp spam them and rely on their slow and damage based off slow to do the trick. Either that or just mass attacks. Go for sheer volume of attacks and just try to whittle them down 1 wd at a time (remember armor reduces to a minimum of 1 wd). The prime example of this is Rasputina who is one tough cookie. If you get a chance to take on the master, do it. Go right into them and go all out. These lists generally rely on one or two models to do the real damage and one of them is often the master. Just try to hold off engaging until you can get the best shot off possible then go all out against them.

The Dreamer:
Stats: Don’t get scared as you look at his stats, he’s got them where he needs them. His Wp is 8! That’s huge for a master. His Ca is also 7 Mask which is exactly where he needs it. He sadly only has a Wk of 3 and 3 wounds and Df 2… so very lack luster on the defensive note. But that’s ok! He is a spirit so that helps out his low wounds a bit, but the real kicker is his play style. Basically it boils down to this, if your opponent gets an attack off on him, you’ve done something wrong. More on this to come!

Weapons and Triggers:
· Twisted Reality: This weapon isn’t bad, good range and decent Cb of 6. The damage isn’t impressive but it’s not supposed to be, using his weapon is sort of a novelty with him. He has Gun Fighter with it, so he can also fight in melee if need be, but honestly you probably have better things you can do most of the time. It’s just something you can use when you need to provide some damage support. But please, don’t get into melee with this unless you have to. You really don’t want to be that close to the enemy ever =D
· All My Friends (Frightening Dreams): Yes it is misprinted in the book, but it’s kinda obvious what spell this trigger belongs to, plus the card has the correction on it. But this is how you bring in multiple Nightmares at once and what you will probably be going for every time you cast the spell. I recommend always keeping a low Mask in your hand (just high enough so you can cast it) for this spell and trigger. There will not be many times you only want to bring 1 Nightmare into play and if you want to do that, you are better off using your Daydreams for that any way.

Abilities:
· Ghost of Malifaux: Very fitting for him and one of the things that add to his survivability. He can chose to ignore any pulses and auras (including all damaging ones) but can only ignore damage from blasts. This is huge to remember because some masters (like Pandora) have a blast that don’t do damage. So always keep your eyes open for this, but otherwise feel free to keep him near his Nightmares, he is actually meant to be kept up with a group of them.

· Harmless: Harmless is always nice, but he sadly has no way to turn it back on. Also because of the questionable wording on it via the errata, it will go away as soon as you do anything but pass or Wk, so you may as well forget about this ability unless your group plays with a house ruling on it, because its heavily nerfed right now. You’ll probably lose it first turn, but no big deal.
· Master of Dreams: This is the answer to his 0 cache. He actually can get a cache of 0 – 5 depending on the number of Nightmares you take with him. Remember earlier when I said you should probably take at least 5 with him? This is why. Its just a cool way to get your cache and further reinforces your want to just take Nightmares with him.

· My Teddy Bear: You can have more than 1 teddy and they are nightmares with him! How great is that?! Teddy is a very feared and respected model and you can bring as many of him as you want! 
· FYI 2 Teddys seems to be the best way to go if you want to use a bunch of them, unless your playing in a big game. But otherwise, stick with 2 so you can bring some of the other useful little Nightmares to back him up. Teddy can’t do all the work by himself.

· Pleasant Dreams: You may be wondering at this point, why would I want to bury my models at the start of the game? Well the reason is so that they are all set up for your play style! The Dreamer’s primary tactic is burying his Nightmares and unburying them way up field remember? This lets you start half way their! Plus, it’s a ton of fun to put down 1 model for deployment and see your opponents face. 
· NOTE: I HEAVILY recommend you do not bury his Daydreams as they are truly critical to him during the game. Seriously, trust me on this one. I’ve tried it both ways a lot and I always regret burying them. 
· Release Nightmares: This assures that if the Dreamer gets killed, your crew can still come out to play. Some people even use this as a strategy, running the Dreamer up into the enemy crew and getting him killed. 
· NOTE: Lord Chompy Bits will unbury if the Dreamer is killed! So you don’t lose access to him.

· Shadowy Form: This is another defensive mechanism for the Dreamer and another reason to keep him near other Nightmares. But remember, there are two huge clauses to this. 
· 1) You have to keep the Dreamer within 3” of a friendly Nightmare. 
· 2) The Nightmare HAS TO ALSO HAVE BEEN TARGETABLE by the action. 
· So this means that you need to keep his escort out in the open and watch out for people trying to get odd angles at you. It’s interesting, because the Dreamer is at times, safer in the wide open then hiding around corners. Funky huh? But very nice when you have need for it. Think of it as a giant FU to Sonnia and Rasputina.
· NOTE: A model does not have to be in range of the protecting Nightmare to be able to target it. So if the Dreamer is standing there with a Teddy next to him and they can’t not draw LOS to Teddy, they can’t target the Dreamer. Even if they are only in range of the Dreamer, Teddy is still targetable. Targetable only relies on you being able to draw LOS to him and there not being some kind of effect up that makes that model untargetable.

· The following are links to 2 threads concerning ways to bypass Shadowy Form. Read them, know them. This is how people will kill you =D

· http://wyrd-games.net/forum/showthread.php?t=16579
· http://wyrd-games.net/forum/showthread.php?t=16600
· After reading these you can see, Shadowy Form is not full proof, so make sure you study the ways it can be broken through and commit them to memory (or to a cheat sheet =D).
· Shared Actions: This is one of his key abilities that make him and LCB function yet at the same time, also keep him from being over-powered. The gist of this is that between him and LCB, in a single turn they cannot use more then 3 general AP a turn. This applies only to the AP a model is granted each turn and not to special ap like Melee Expert or (0) actions each model has. So that means that the Dreamer can do his 2 (0) ap actions (because he is instinctual), do two 1 actions and then have LCB come out who can now do one 1 ap action, 1 melee expert ap, and one (0) action. Kinda neat huh? It can be a bit of a challenge to get used to this, but it’s not that bad once you do. Besides, they were constructed to work this way. 
· NOTE: This does not mean one of them can use 3 general ap. They still are limited to the 2 general ap a turn by the core rules.
· Instinctual: Another key ability of his because of the number of (0) actions he has. 6 (0) actions! That’s a lot, but don’t worry, he really doesn’t need to do all of them each turn. Just remember, you can’t do the same (0) action twice with this ability. But it’s not like you really need to with any of his abilities any way.

· (0) I Can Fly!: So if you were wondering how the Dreamer ever got up field, this is how! You will pretty much be doing this every single turn and 7 Wk with fly is awesome! That means you can cover nearly half the board in a single turn, that’s a lot of distance huh? 

· This is probably the key to the Dreamers real speed because without it, he is only moving a terrible 3”. So watch out for effects that can shut this down or remove it from you.

· (0) Night Terrors: This is a pulse, so it affects all Nightmares currently within 6” of you. So its great to do after you drop off your crew but before you move away or transform into LCB. Terrifying 13 is really awesome, it is second only to the rare 14 and can be hugely devastating to your enemy. Falling back is very very powerful right now and a bit over-powered, so this is almost always worth it. Just make sure you don’t waste the AP when going against Undead, Constructs, and other morale and Wp immune models. But when it does work… ohh you’ve pretty much won at that point.

· (0) Nightmare Friend: This is your main way of bringing out LCB as it’s a (0) action so it doesn’t take up one of your precious 1 ap’s. You bury yourself and out comes LCB who …. Ready for this? Immediately activates! Yes! You read correctly, he immediately activates and chomps away! 
· Remember Shared Actions though, so if you use a second 1 ap action with the Dreamer, you have only 1 general ap with LCB.

· (0) Unhinge: Auto-paralyze on Wp 4 or less model… this can be really nice. Remember, the target can even be immune to influence and be effect by this as there is no resist duel. Stubborn also doesn’t help against this either. While most models in the game have Wp high enough to be immune to this, there are a few nasty models (new gremlins!) that are in this Wp range. So always keep this in the back of your mind as Paralyze is very very powerful. It’s a turn of no actions… that’s awesome.

· (0) Inflict dreams: This spell …. Is amazing! This is the only spell the Dreamer will ever cast on an enemy also. But it grants the target a negative flip on Df, Ca, and Wp flips when defending against Nightmares! This means, no cheating while you attack them. No cheating in resisting the variety of nasty effects you have. You may be wondering, why casting also? Well look at Coppelius’s Hallucinations spell… funky huh? But this is a great spell and amazing against casters or any big powerful target you’re gearing up to take on. This also drastically helps against Lady J as she can be of the toughest masters for you to take down due to her good Df and nasty nasty trigger. Don’t forget about this spell! Seriously. Take the action to cast it on a target and let your crew do the work for one turn instead of bringing LCB out. Or have a Daydream bring out LCB instead. But it’s got great range, so you can cast it and still stay safe or move in and prepare to devour some faces.

· (0) Daydreaming: This spell should give you a clue to how critical Daydreams are to Dreamers play style and functionality. Sure you don’t get a SS break on gaining them through this spell, but what do you think we are? Dirty cheating Ressurectionists? Neh ;D

· (1) Calm Dreams: This is how you rebury your Nightmares. It’s an easy cast, only needing a 4. Just remember that the Nightmares you want to bury, have to all be within 6” of the Dreamer for this to work. 
· NOTE: This does not require LOS! It doesn’t state target, it just says any number within 6”. So you can bury Nightmares on the other side of walls and pull them out of a gnarly situation.
· (1) Frightening Dreams: This is your key spell and the one you should NEVER forget about. This is how you unbury your crew and do what you do best. Its really easy to cast (only need a 3), but there is something you should not forget. The Trigger All My Friends is actually for this spell. It was originally named Nightmare but the name change was missed during the final edit. So really you want a 3 Mask to cast this spell so you can unbury any number of Nightmares. Otherwise you can only unbury 1, but that may be all you need. So use the trigger when you need to. This is also a very good reason to keep a low Mask in your hand at all times, just incase you don’t get the second Mask. 
· NOTE: Via the Errata on Place Effects you MUST place the models completely within the 6” unless specifically stated otherwise (and since this doesn’t state otherwise, you must do it). But this is fine, so you can’t eek out a little extra bit of distance; it’s no big deal in the end. Just more fair to your opponent.
· (1) Rapid Eye Movement: So you may be looking at this spell a little strange as Flury takes 2 ap to use and most models don’t have fast or something to help them move up field. So how do you use this to it’s fullest effect? Glad you asked! The trick to using this spell is to unbury a nightmare via Frightening Dreams or some other models effect and THEN cast the spell on them. It can be extremely nasty. Though I do admit, this spell is probably the least used of his spells, but it’s nice to have when you need a little extra oomph. 
Some Key points:
The Dreamer and LCB maintain separate AP pools (except for the shared actions limit), Wd pools, etc. They are 2 different models and are not replaced by the other one. They are instead buried and unburied via each other and other effects, so always keep this in mind.

The Dreamer can be very hard to nail down, but my best advice to you is to stay out of LOS with him if you can help it. You can bury and unbury Nightmares without needing LOS, so I suggest you take advantage of this fact and never enter LOS unless you need to.

The Dreamer can cover a lot of distance very very quickly, so don’t be afraid to spend a turn moving into position if next turn you can strike more effectively. I often spend the first turn or two of any game just moving into position and keeping all my Nightmares but Daydreams buried. For more crew based strategy, check out the final section of this document, Bringing it all together into one mean pile.
Look after the Lord Chompy Bits section for some fun things you can do with this master and his big buddy. I put this section after LCB so I can cover his abilities to give you a better clue as to what I’m talking about.

Word of Warning: The Dreamer is the heart and sole of this crew. He is extremely important to the success of this crew as very few of the Nightmares are amazing on their own. They were all designed to function with the Dreamer’s bury and unbury tricks and thus may seem week at first glance. Don’t worry, they aren’t. They just don’t see their full strength till they are with their proper master.

>>> Back to Index:

Lord Chompy Bits:
Stats: His Wk and Cg are a little on the low side, but he has 3” reach with one of his weapons which generally makes up for this. Also as you will see as you read on, he rarely ever walks up to his enemy. Usually the Dreamer flies up field and brings LCB in right on top of your target. But just be aware he is not all that fast. He is also Ht 4! He’s HUGE! So make sure you remember that when trying to hide him behind terrain etc, he is bigger then most of it. This also means when someone shoots at a combat he is in, they are even more likely to hit his huge bulk
His Wp is on the low side of average which is a bit sad, but then again he doesn’t spend a lot of time on the field any way. Generally you will strike with LCB and then rebury him via a daydream. Plus he is actually better against models with Pitiful and Harmless. But he is weak to things like Pandora and other Wp duels to target that are not Pitiful and Harmless, so watch yourself here.

His casting is only 5 Mask which is all he really needs for his spell. It is also low enough not to give Samuel Hopkins and Sonnia bonuses against him, so very nice. 

His Df is 4. This is his big weak point and what I talked about before of all Nightmares being offense focused. He is a master so SS can help him out, but he is in a bit of a pickle against melee monsters like Lady Justice and McMourning. So do your best to avoid ever being struck at, which actually isn’t that hard ;D. He also has a nice number of Wds, 10. Which works out pretty well for him. Just be aware, you have no way to heal him right now besides using SS or through his Delight In Pain ability (which requires some doing to get healing off of, its not a reliable way to heal). So try to avoid taking damage if you can. Again this really means you need to foster the strategy of not staying for a long fight and lunging in and jumping out of combat as best you can. If you are hurt, try to go after a living model and just tear into them and heal through Delight In Pain. Just remember how hard LCB hits, he will most likely kill them in 2 hits.
Over-all, his stat line isn’t impressive, but that’s ok. He has it where he really needs it, his weapons and his other abilities. Just always remember, he isn’t terribly tough so do your best to make sure people don’t get a chance to strike at him.

Weapons + Triggers:
Both of his weapons are great! He has the usual mix of a short range, hard hitting, accurate attack and a longer range (3”!) slightly stronger and less accurate attack. BUT! He also has a ton of nifty abilities on the weapons. Plus he has 4 triggers, one for every suite in the game!

· Six-Inch Teeth: While only sporting a 1” melee range, they have a high side of average 6 for Cb and Poison 2! They also have access to 3 nasty triggers which give you plenty of options when making a strike with these pearly whites. As with any model with Poison, if you can get them to the point where the Poison will kill them, you can probably just leave them alone. Just beware of models that can use SS to prevent the damage and of models that can heal.

· Ten-Inch Claws: An amazing reach of 3” and paired, these weapons sweep over those in front of you to pluck out your real targets. With his staggering Ht 4 he can easily reach over models trying to block him and nail targets behind them. Like the Teath it has 3 triggers it can use, including the ever potent Flay. Because of Flay, this is his choice weapon for doing lots of damage immediately where as the Teeth will do nearly the same damage, but spread over time.
· Flay(Ten-Inch Claws): Flay as an amazing trigger for Neverborn and any model it appears on is always going to have the potential to be a damage machine. This makes his claws 4/6/8 damage! That’s HUGE! Go for this trigger when your pretty sure you can hit (ie your Cb and their Df aren’t more than a point apart) and you need to do a lot of damage. Flay also helps off set the effects of hard to wound by making whatever damage you do that much nastier.

· Disembowl(Six-Inch Teeth): This is a nice instant kill effect because you still get to cause the damage with the weapon! This means that even if they do have the cards to SS to discard, you can still inflict damage on them and poison! This is a great way to where down the enemy hand and put tough to kill masters at serious risk from a one hit kill (looking at you Seamus and Kirai).
· Onslaught(Both): This is such a great trigger. Don’t think your going to kill the enemy in a single hit? Well, just hit them again! This is such a nice trigger because it’s on both of your weapons so no matter what you’re hitting with, if you don’t think your going to get them in a single go for another. Just remember, the extra attack can only be against the same model and it has to be the same weapon. If the next strike doesn’t kill them, just do it again!

· All Done(Both): This is a very good trigger and way to easily over-looked. Yes it doesn’t do any extra damage or offensive goodness. But it does give LCB a way to get the Dreamer out. This is his ONLY method of getting the Dreamer out on his own. Otherwise he has to rely on a Daydream.
·  NOTE: Don’t forget that when the Dreamer is unburied or LCB is unburied, they IMMEDIATELY ACTIVATE if they can. This means, you can strike a few times, cause this trigger and then get out of dodge with the Dreamer. Nice huh?
Abilities:
· Delight In Pain: This is his one healing ability and while not amazing, does a good job of keeping him topped off. It’s not really meant to heal up huge amounts of damage, just to get rid of the stray wound here or there he would suffer. A big thing to note about this ability is that 1, he only heals from living models. 2, they have to be wounded by a melee strike, and 3, he can heal off one of his living models being wounded by a melee strike. While no Nightmare is living, this is good to remember incase you bring a few non-Nightmares every now and then with him. But I would still, completely recommend just using Nightmares with Dreamer
· Dreamer’s Revenge: This basically assures you if you lose LCB, the Dreamer will be coming back out. Because without this, the Dreamer would only unbury if LCB was buried. So this is a very good thing for the pair.
· One Master: This is probably his most important ability to understand and get every nuance and implication of this ability. Before you continue reading, I suggest you go back and read it several times just to make sure you have a grasp of what it says. The basics of this ability is that if LCB is buried, the dreamer is put into play. If the Dreamer is buried, LCB is put into play. Any time one of them is unburied, they immediately activate. This is hugely powerful and is really the key to using LCB to his fullest capacity. This also tells you that LCB begins the game buried, so you know what to do with him at the start of the game.
· Prey on the Weak: This is a fun ability that so nicely reflects this model’s fluf, I love it. So not only do you ignore the pain in the ass that is Harmless and Pitiful (haha to you Kirai!) you also do +2 dmg against them! Remember, a model that has already done something to no longer benefit from Harmless or Pitiful are still effected by this and you gain the +2 dmg. Combine this with Flay for +4 damage! Scarey huh?

· Shared Actions: Same as the Dreamer.
· Terrifying 14: Terrifying is always nice and one of my favorite abilities In the game and with reach 3”, that is a large area he can effect. This is a great way to force opponents to cycle through their deck and if it works, ruin a model or twos turn and even their next turn! Plus the negative flip on all their flips for a turn puts your squarly on the offensive. So never discount the use of terrifying. It may not always work, but it is something your opponent must always be wary of.

· Wicked: I love this ability. I love it on Lilith, I love it on this model. It’s just another bit of icing on the cake. Remember that during the strike, you can trigger your triggers, so this can be a good way to either maul someone, or get the Dreamer back into play.

· (0) Dreamer’s Daydream: This spell may not look like much, but Daydreams are really this critical to your strategy and they are the only way besides your trigger to bring the Dreamer out again. You don’t get a SS break or anything from the spell, which is fine. You will gladly pay 2 ss for a Daydream if you don’t have one left. Also notice that the Daydream is limited to just Walking and doing (0) actions the turn it comes into play. Don’t forget those limitations on the Daydream the turn it comes into play. Its so you can’t out-right abuse the game. I know, it’s sad ;D

· Melee Expert: A nice cherry on top and honestly needed for him since usually the Dreamer is activating first and LCB is the second one. It also means he can get a bone crushing 3 attacks a turn. Oh yeah, that will hurt.

Some Key Points:
LCB is a melee monster. He has a potential 3 attacks a turn with a huge threat range thanks to the Dreamer. There are a number of ways to bring him into play which I will talk about later but you should make a point of finding them all now if you can. 

You really want to juggle the Dreamer and LCB, bouncing them out of play when you need the other one and carefully limiting your enemy’s chance to strike back against either of them. Yes LCB is big, but he will die like everything else if someone decides to focus on him. So be careful with him. 

Remember he is a master and thusly has all the fun stuff that goes with it. He can use SS and is immune to those effects which state “except for master” or “non-master”.

Experience is the best way to learn how and when to bring LCB onto the field and when to pull him back. I will try to arm you with some of the knowledge as you read on, but honestly its to hard to explain. But some basics are rather simple. If you see a chance to strike and get out of the way without anyone getting a chance to go after LCB, take the chance if you need his power. Never use LCB when another Nightmare you have buried can do the same job. LCB should be saved for really big targets like masters, henchmen and the 9+ss models. When LCB wants to, he really can obliterate a model. Don’t leave LCB sitting their for return strikes if you can help it. He has a good number of wounds and is a master, but it’s better to avoid this if you can. 
Dreamer + LCB Strategies/tricks:
THE MOST IMPORTANT THING TO REMEMBER:  (Dreamer Shuffle) Read over LCB’s One master over and over again if you need to. But this is the key to making this pair work. Basically, only one of them can ever be on the field at once for any reason. Also when one of them is unburied, the other is buried. Or when one is buried, the other is unburied. So say, if a Death Marshal buries the Dreamer, LCB unburies right on top of him. Or if a Daydream unburies LCB, the Dreamer immediately buries. 

Also remember, that as soon as one of them unburies, they IMMEDIATELY ACTIVATE. This is huge! It lets you do things such as activating a Daydream, having them unbury a bunch of Nightmares (including LCB) and then the Dreamer buries. LCB Immediately activates because of one Master and gets to stomp around. Try to get your All Done Trigger off and then you bury him and bring in the Dreamer you also immediately activates. Crazy huh? You will need to get used to doing this and planning this out very carefully because it’s the key to using LCB to his fullest potential and it also helps him function at his best. I’ve dubbed this the  Dreamer Shuffle for reference throughout the rest of this document.

Unburying LCB: One thing to remember is LCB is a Nightmare and thus CAN BE UNBURIED BY ALL EFFECTS THAT CAN UNBURY A NIGHTMARE. What this means is, you can surprise people by nailing them with LCB when the Dreamer hasn’t even done anything. When the Dreamer unburies Nightmares with his spell, he can unbury LCB (though not a ton of point here unless your out of (0) ap), when a Daydream dies, it can unbury LCB, when a day dream uses magical extension to cast the Dreamers spells, it can unbury LCB. 

So I hope you see how this brings a whole new dimension of tricky and danger to this crew. LCB can pop out at times no one expects it and then easily get out of the way before they have a chance to deal with him. Mastering this style of play and all the odd ways you can bring him into play is the key to playing him to his fullest. Also, don’t forget he gets to immediately activate when he is unburied because of his One Master ability.
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Daydream:
Stats: While they may not have an amazing stat line, it’s rather good for a totem. Wk 6 with being a spirit and having float is really nice. It lets them cover a lot of distance without having to worry about terrain for the most part. Ht 1 makes them easy to hide but watch out for models with devour!

Their Wp is on the low side, but that’s generally not an issue. Their Ca is ok but gives them what they really need, the Mask. Plus most of the Dreamers spells are easy enough to cast for them, hovering around CC 11 Mask. Though Rapid Eye Movement is a bit of a challenge.

Df 5 is on the high side of average and means they can win duels decently often. 2 Wds is low but hey, they are a spirit totem so it’s not all that bad.

Weapon
· Twisted reality: This a nice little ranged attack with the very nice range of 12”. Plus having Gun Fighter with it lets they put up a fight in melee if they have to. All this being said, they don’t end up using it to often. But hey, it’s nice to have when you need it right?

Abilities
· Change into Nightmare: This is mainly a deterrent to make the enemy hesitant to kill the Daydream. But please note that it specifically states enemy attack or spell, so be wary of other effects which have the capacity to kill/sac a model. A neat trick to do with this is the same thing you can do with all of your unbury Nightmare abilities, Unbury LCB with it and he gets to immediately activate. Mean? Oh yes. Did they ask for it? Oh hell yes. Let this be a lesson to them, don’t fuck with the Dreamer’s playmates ;D
· Companion: Always a nice thing to have and since this model so perfectly complements the Dreamer, you will often be using this. They can assist him in a huge variety of effects and ways. 

· Dreamer’s Reality: They can each cast magical Extension twice a turn. That IS nice. Since they don’t have access to his trigger, this is how they bring out a bunch of Nightmares without sacing themselves. I know, looking at the Dreamers spell list you really really wish Inflict Dreams was a (1) spell. But it’s ok, we get by without it. I will admit, I don’t use this that often as I generally don’t have a need for that many spells. But every now and then, it can be nice to be able to unbury a Nightmare and give it Flury. Really, it’s just nice to have the capacity to do this. It does cost you a card, but on average you will have at least 1 junk card in your hand each turn.
· Dreams: Yeah, you can have 3 of these buggers. Don’t be fooled, this also means you can hire 3 of them as well. It’s another wording glitch (thank you editors) and I’ve confirmed this with a marshal. The intention is that you can hire and connect up to 3 of them. You want at least 1 of them in every army. They are critical, trust me on this. You’ll see why in a bit, but really they are. I usually bring 2 because I like to have more options available to me and with Twisted Reality they can make some nice (if weak) ranged support every now and then.

· (0) Calm Nightmares: This is your most reliable way of getting the Dreamer back onto the board. This is also the main reason for bringing at least one of these little guys. You need them to be able to transform back. You may be thinking, “But Steve, LCB has a trigger that can turn him back”. Well the problem with that is you have to get it off. It’s not 100% assured that you can do it and I won’t even get into the range restrictions on it etc. The point is, because the Dreamer is not a Nightmare this is your best way of turning him back. The range is short, 6”, so you gotta keep Daydreams near LCB to get it off. You should be keeping them near him any way and especially keep them near the dreamer. These little guys are great Nightmares to use for Shadowy Form. 

· (1) Disturbing Whispers: This is a very very cool ability but sadly the range is a little low. But hey! It’s a 6” AOE, that’s nice! The -1 Wp only applies to Defending in a Duel so sadly it doesn’t make them more vulnerable to Dreamer’s Unhinge. But it does make the other large number of Wp based effects we have that much harder to deal with. Plus with 6” Wk, that’s 12” threat on this ability. That’s still rather nice, especially since you don’t need LOS!

· (1) Call Nightmares: This is possibly the most dangerous ability on the Daydreams. It does require you to sacrifice them to pull it off (hence why I like 2 of them). But it’s a 100% assured way of bringing in multiple Nightmares. It does cost you 1 card per Nightmare after the first, so chose wisely. I often use this ability on the turn I’m going after the enemy caster. I have the Daydream move up from a flank, Sac it’s self and bring in LCB and another Nightmare or two. LCB immediately activates and well, you know how it goes. If your dropping LCB, always drop at least 1 more Nightmare and try to put them in a place to help him out/watch his back. Teddy or Coppelius work really well for this, but an Alp squad can work really well to. Just be careful with getting over aggressive with this and remember how fragile LCB and the Dreamer really are. 
· (1) Lead Nightmare: This is the second reason to always keep Daydreams near the Dreamer and especially LCB. You have them hover around 6 – 12” away. If you need to get out of combat, have the Daydream use this to pull him out of combat and then turn him back into the Dreamer. Then you can have the Dreamer fly away or reposition to turn back into LCB for another punishing assault! Remember, Push does not cause free strikes and gets around most effects in the game. So use it well as this is another tool in your kit for deciding where and when to fight.

· (1) Magical Extension: What can I say that hasn’t already been said? It’s a nice ability and the Daydream has the perfect Ca for most of the Dreamers spells. Rapid Eye Movements can be a bit hard to pull off (as you need a 13 tomes), but you can use SS with it so its worth a shot right? Mainly I use this for Calm Dreams and Frightening Dreams. I rarely ever cast Calm Dreams with the Dreamer and instead delegate the task to the Daydreams who aren’t stressed for Ap each turn. BUT REMEMBER, you can’t cast the Dreamers spells when he is not in play. So time when LCB in play carefully.

Some Key Points:
You really need to have at least one of these in your crew to do well with the Dreamer because otherwise it’s really really hard to turn back into the Dreamer from LCB. At the same time, you really want 2 to 3 of them because of how useful they are. Magical Extension alone makes them worth the SS because of how great they can be for manipulating your crew. Imagine the Dreamer moves up and drops off say 2 Teddies. The teddies activate and maul the enemy while getting a little bit of damage back. The Daydream then activates and bury’s them! The next daydream can then drop them off somewhere else. Nice huh?
The key to your crew is manipulating it’s position in relation to your enemy to make sure they never get a good chance to strike at you. Don’t stay and fight if you don’t have to and never fight if your going to lose unless you have no other choice. 

Two or more daydreams are very nice because you can flank the field and provide 3 sources for Nightmare spawning (dreamer and the 2 totems).  This can play havoc with the enemy’s battle plan as they are generally only able to fight one front at a time. Surround the enemy and drop in a swarm of Alps and Teddy’s, it’s just devastating. 

You need the Dreamer in play to cast Magical Extension, but you don’t need him in play to use  Call Nightmares. So if your in a real trouble spot and LCB is in play and you wont have the chance to turn him back, you can use that ability and bring out some help. The hardest thing you will have with these guys is getting the timing correct on all their abilities and learning when to use each of them. I’ve given you some advice on this, but just playing the crew will help you learn this quicker and better. So play and make mistakes, just make sure you learn from them.

Lelu:
Quick Note: This model wants to nearly always be brought with it’s other half, Lilitu. They were designed to be brought as a pair and function best when brought together. You can bring them alone, but they suffer greatly for it. So really, when you look at this model, your spending at minimum of 14ss because you want at least 1 of the other to bring as well. These guys also work well when you bring 2 pairs of them or even 2 of one type and one of the other.
Stats: Not a terribly high stat line, but at the same time it’s not a bad one. The stellar stat is their Wd’s which is a whopping 9. That’s huge for a 7ss model. 
They have a decent Wk/Cg but it is on the low side. But then again, with the Dreamer it’s not much of an issue as he can just drop them off. At the same time, his counter part Lilitu has Lure so that helps with this a lot.

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 high card AND a suite to cast his spells. But trust me, they are woth it and this really isn’t a huge issue for him.

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 is a big hint to who they work well with, Lilith, Dreamer, and Pandora. But more on that later.

Weapons and Triggers:

· Claws: Everyone loves claws! They have a good range of 2” and a lowish Cb with only a 5 but they are paired which makes up for this. Their damage is a nice 2/3/5 which is good damage for a 7ss model and couple that with the Flay trigger and you get 4/5/7, ouch! Plus they are have Poison 2 so this can greatly add to their damage, making one hit from them do a possible 7/8/10 damage over 2 turns! 
· This means that they can generally kill any minion with a single hit and deal damage almost on par with Teddy (which it’s very rare to find a model that can hit as hard as him). 
· Vampiric Bite: Yup, these guys bite. Short range but much more accurate then the Claws and also lower damage. They have a very interesting trigger which can heal them a decent amount and get around Spirit.
· 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 your 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, 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 it’s 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. Though with the Dreamer, they have very little isuses as far as getting to where they are going any way ;D But still, it is nice to have the ability to move easily on your own incase he can’t give you a ride.
· Regeneration 2: Very nice to have this kind of ability on them. 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 can be a very nice reason to keep these guys on the field at the end of the turn instead of burying them again. It’s a free, automatic, 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. So basically, every time this model is healed (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. This also means that when they are dropped off by the Dreamer, they have a terrifying 3 attacks! Awesome.

· (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: 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. Please remember, you heal the damage you inflict with this spell, so that’s before things like Armor and Spirit kick in! But the damage is slightly higher then the claws without the trigger and ignoring poison, and is a spell so another kick in the teath to spirits. 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. 
· NOTE: This is a Wp resist spell, so remember our friend Insidious Madness? They can help you easily capitalize on the use of this spell and provide another Wp duel source for Pandora!

· (1) Punish Me!:  Not a huge range on this spell, but then again most Nightmares don’t have a big range. 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 very very nice! It gets around the primary defense of the Ressurectionists (seariously, look at how many of their models have Hard to Wound) and get to damage duels you can cheat. Bypassing Hard to Kill is always nice to, especially since this model can deal out 7 damage from a single hit! You don’t want to have to attack again, you want them dead in one swing. Also this is again, Wp resist so Madness can help you out and Pandora will love you for it. Just be aware, you are a low Ca so expect this to get resisted often.

· (1) Summon Lilitu: Yes, this is a very high cast spell, you need a 13 of Mask or the Red Joke r to pull this off, so you wont 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 incase it dies, but NOT as a way to get one in play if you didn’t pay for one. Hense 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. But 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. Especially for the Dreamer. There is a good chance any way that when you lose one of them, the other won’t be far behind. Just keep them safe through the Dreamer’s usual methods and things should go fine for you.
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. So they will quickly earn a lot of attention once they rip apart their first model.

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 buried when they are not going on the offense and bring them out at their targets or in a position to do some solid harassment. Remember that Two Sided will affect them if their other half is buried! So don’t make the mistake of only burying one half and leaving the other out unless you must do this. They can survive without their other half for a while, but it does weaken them and makes them rather vulnerable.

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 your going to go with this style of play, just be careful of the backlash you will suffer for it. They will be able to maneuver un-impeded for the rest of the turn and if you leave these guys in play, probably kill them off without to much resistance. 

Like all Nightmares, you want to pop them in and out of play through your various bury effects and try to keep them out of the enemy line of fire when you can. This will take practice and I’ve tried to include ideas as to what Nightmares have the best chance of surviving if they have to be left in play and in danger. This is honestly not one of the ones you want to leave out if you can help it. If they have to stay in play, try to hide them from the enemy and get them out of trouble as best you can.

Look after the Lilitu section for a combined section of the pair to discuss how nasty they really can be when brought together.
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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 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. Though as a side note, this part of the pair favors Pandora over the Dreamer. This is not to say she can’t be good with the Dreamer, she is very very good with him, but she brings just a little more to Pandora’s Wp abusing crew.

Weapons and Triggers:
· Barbed Whip: Yes you read it right, 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 Mask and a Crow to essentially get this trigger off. But threat not! Lilitu has +2 Ca and Crow when casting Lure, so you golden there. This is 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 the Dreamer, Nekima does next to nothing for him he can’t get cheaper and better from a Nightmare.

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. Also she does not want to be in close most of the time, that’s what she has Lelu for. 

· 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. When it comes down to it, 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. 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. Plus Lure is Wp resist, so more Pandora love!
· 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 to jump in and screw with people. A target who is sitting in a Madness’s PE aura is going to have a hard time getting by this ability. Also, more Wp love for Pandora!

· 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 damamge 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: Healing! 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 then 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. The disengaging strike will also benefit from Sadist if applicable and triggers (if she had any on the whip).

· Casting Expert: Yup, this models primary role is as a caster. She has some good spells and likes to cast them often. Not much more to say on this ;D

· (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 effected 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. Also the “in duels” clause means the bonus only happens when your in a duel of some sort. Basically, this is only giving the bonus when your on the offense and only against the target of the spell. They pretty much also have to be only opposed duels where you’re the attacker. But that’s fine, 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 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. 

· (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 and the Dreamer to drop her off, that’s not much of an issue most of the time. It’s another Wp resist so another chance for Madness to come into use.
· 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. 

· 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 effect them, nor does disengaging strikes. This 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 ;D This is also the spell I use to feed models to my Lelu, reel them in with Lure, whip them once, and drop them infront of my Lelu for a nice snack. Plus, Wp resist! Even more Madness and Pandora love! 
· 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 is much more of a support model then a face eater like her other half. As with Lelu, she works best when paired with her other half as the combos they can pull off are frightening. Plus they nicely complement each other and compensate for each other’s weaknesses. 
She can provide some nice buffs in a few particular cases through  Emotionally Exposed and  Impure thoughts let her adapt to handle various situations. She can cause Paralyze which is always a huge plus and has Lure! Lure alone is a big reason to take her even without her trigger. Being able to drag a model away from their line and into range of your monstrosities is a very very nice thing. It’s great for clearing charge lanes, making room to drop off other Nightmares, and adjusting your own models. 

While she isn’t a damage machine, she can still cause a fair amount on her own. Her whip has a good severe damage and with Sadist, her chances of getting it are greatly increased. Her Impure Thoughts spell can also cause a LOT of damage depending on what melee weapons the model has. Remember though, the model also suffers any effects that the weapon has as well. For ex, you would get the positive flip that a Greatsword gives and if the weapon caused poison or some kind of other effect, they would suffer that as well! This is a great way to shut up Sonnia Crede by the way, hit her with her own weapon. Though you have to actually get the spell off on her >.> but still, it’s nice to be able to do.

For her points, she is well worth them. But your really spending 14ss on her as you always want to have her other half with her if possible 

Even though she can heal quite a bit with her other half in play, she still is only 7 Wds so be careful. Irresistible helps keep you safe to some degree, but you can’t always rely on that. So like all Nightmares, I recommend heavily that you keep her buried when you don’t need her in play at that moment. Keep her safe for when you really do need her. No sense in risking her for no reason.

But above all, don’t forget she is the support while Lelu is the real brawn behind this pair. She can do some good damage herself, but she wants to stay out of danger at the same time. Keep her at 4” from the enemy if you can and put Lelu in a position to protect her. Try to always keep your target(s) paralyzed if you can and don’t be afraid to take pot shots with Lure during the start of the game. Your whole crew is short ranged and loves it when an enemy is pulled away from their line and towards yours.

>>> Back to Index:
Lelu & Lilitu Together:
This section covers using Lelu and Lilitu in what I think is the proper fashion and how we designed them to work, together.
So first off is the basic roles of the two. Lelu is the brawn while Lilitu is the support. Lelu is much more damaging, and durable in combt then Lilitu. Though Lilitu is actually the harder one to actually hit due to her high Df and Irresistible ability. 

The most basic strategy is to use Lure and Double Take to drag the enemy into range of your whip and hopefully a very carefully placed Lelu from last turn or when they were dropped off. You then whip them and go for the Paralyze effect from Impure thoughts. If you still have an action left after getting them paralyzed (keep casting Impure Thoughts till you get paralyze to stick) go for the second effect of the spell and hit them with their own weapon. Hopefully this weakens them enough so Lelu can take though out with little issue and move into position for next turn.

If you’re intending on getting the pair into combat during a turn, its generally a good idea to use the bond and go with simultaneous activations for them. This assures that you can get off your one, two, three, punch without interruption and hopefully leave yourself with enough actions to clean up any mess that may have resulted from it. This makes for a very lethal Alpha strike.

Another way you can do things is have Lelu activate first and charge a target. If he fails to finish it off, have your Lilitu either lure the target away from him, or lure Lelu away from the target. But either way, get them apart (unless they are a ranged unit, in that case you want to sit on their head). 

Remember you have Twisted Thoughts from Lelu to clean up any targets that may have survived the two and Lilitu gives you some healing with Twitsted Thoughts (which if you use on Lelu, will also heal you thanks to Same Malignant force!).
>>> Back to 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. Plus they are 3ss which is nice. They are 3 wounds and 4 Wp,Ca, and Df so they are not really defensive. They aren’t terrible, but they certainly are not the best. But that is not the key to these guys as you will soon see.
Weapons + 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 right? Wrong! 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. That’s awesome. It’s a huge thing because its automatic damage that you don’t have to do anything for. 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 wont 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! You want to be close enough.

· 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 can not be effected by slow and as of my current understanding, this means that this ability will never effect 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 web 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 nasty 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.
· Tarnkappe: This is what keeps Alps safe from ranged attacks and as they need to move around the field while not buried by the Dreamer. Infact, they spend the most time on the field compared to the other Nightmares like Teddy and Copelius, so they really need this especially with their low Df. 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.
· (0) Blood Gift: Remember when I said you had no real way to heal your Nightmares right now? Well this is the some-what way you can do it. But often I do not think it is worth it. It brings the alp down to 1 wd (Oh no, a whole 2 wd loss! =P) and heals another neverborn within 4” a single healing flip. The problem with this and why I rarely use it is that the healing flip is never guaranteed to be good. It also leaves you with a weakened Alp. So this is incase of emergencies. Like say Coppelius or LCB takes a beating one turn and they don’t have the means to heal themselves this turn, the nit would be worth it. But for general booboo’s, not really.
· (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 its got good range and doesn’t need LOS but it’s a Wp v WP duel and Alps are only 4 sooo not always going to work. You can make it a little easier on you by having a Daydream or another Alp hose the targets Wp by 1 when they defend via  Disturbing Whispers. But this is more then anything, a cherry on their already mean cake of tricks. If it works, awesome! If it doesn’t, that’s ok, just slow them instead ;D

· (1) Disturbing Whispers: Yup it’s back again. This is another good reason to keep Alps close to each other, so they can help each other out with things like this. For details on this, look at the Daydream section, pretty much the same idea.
· (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 it has a higher damage potential and isn’t reliant on a suite. But if your up against a high Df and low Wp Target, give this a try. You may just end up getting that Crow.

Some Key Points:
Alps, like most Nightmares, are very short range for their range of effects. For their most lethal effects they are very short range (1”) but can function nearly as well up to 3” of their target. The best thing you can do with these guys is run them up into the enemy’s face (or unbury them there!) and have them deal with their multiple overlapping effects. The more Alps within 3” of a target, the better and more deadly it is. Don’t worry about losing them, a few alps will survive against almost anything as long as it doesn’t have an AE attack of some type. 

My Favorite thing to do with Alps is to bring the Dreamer up to 6” from a group of enemies and unbury all the Alps I have (generally 3) onto the targets. With 3 infesting their lines, they are going ot have to make a bunch of Wp duels, suffer a bunch of Wds, and be hampered like no tomorrow. This then lets you take your time to get your bigger monsters into combat and finish the job.

Alps make very good helpers for LCB, Teddy, and Coppelius who can all make good use of their decrepifying abilities or at very least the extra distranctions. Some people will go after the alps over the bigger targets even, knowing that they pose a game long danger to more targets then a single teddy for example. When your dropping your main force on the enemy, try to drop the alps within 1” if you can, but if you need the room for bigger/harder hitting models, don’t be afraid to push them back to 3” They work fine at that range to. But 3 alps on an enemy master with LCB standing over them, well it scares even me!
But above all else, and I feel I have stressed this to the breaking point already, get in close. They are most effective at 1” and still very dangerous at 3”, past that they start to lose their danger and just become a minor annoyance. If you can’t get in close to the enemy, don’t be there any more. Have someone bury them and get them out of the way, but don’t hang around if you can’t get within 3” unless you think a bunch of soft targets will be helpful (which it can be at times).
>>> Back to Index:
Stitched Together:
Stats: For 5ss model, they have a nice state line. Slightly low speed with Wk 4 and chg 6, but them again that’s what the Dreamer is for! He is like the car of the future, you will never have to walk again!

His Wds are really nice at a solid 7 which is much higher then most models of his cost and danger, 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. They also have an average Wp of 6 which is very important for them as you will soon see. So over-all, nice stats
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 very 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 ;D

· 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 for this crew, and helps out Alps! Hope you didn’t forget about our little friends, they love it when you use this trigger on an enemy near them.

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 (note NOT sacrificed) 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 an over again! Making it basically impossible to kill him through attacking him. If he has activated (or is activating at the moment [note: this is the intention of his design. Their has not been an official word on if this is how it’s going to stay so clear this with your opponent first.]) 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 activaton of his and if he has already activated, they have to deal with another activation of his! The other part to understand about this ability is that during the Resolve Effects step, you then sacrifice this model. So it lets you get in your activation (or another) pretty much no matter what but that then your going away. BUT! If the Dreamer buries him, he is not in play during the Resolve Effects step and thus would not be sacrificed by this ability! Haha! 

· 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. Also note that it can hurt your own units! Though lucky all Nightmares are non-living so it wont hurt them, but when taking this guy with other crews, keep this in mind.

· (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. What it also does is protect his crew from them! 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 wont 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 or do the sources of the effects. This is a great shut down for ranged crews and to keep your Nightmares safe when it comes time to drop them off. Just remember, it works both ways, so you can’t see through it either. I’ve made that mistake a few times, do what needs to see past them first, them put up the fog.
· (0) Gambler: This is a nice little ability and very Oogie Boogie like. You discard a card, hopefully a crappy one you drew, 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 your going to win baring horrible luck.

· (1) Gamble Your Life: This is their main source of damage and what I generally use them for each turn. It is damage, so Armor will stop it. Also very important to note is that it is subject Hard to Wound and the like and can be cheated as it states. Also, THIS DAMAGE FLIP IS MADE BY YOU. Trust me, has already been cleared up by the marshals. You, as in the Stitched Togethers controller, make and control the damage flips. This brings me to another point, 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. Just remember that this is a damage flip, so its subject to the usual positive and negative flip modifiers depending on how much you win by. 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 is also another great ability to use Madness and Lilitu for. 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 your going to win baring horrible luck.
· (1) Abduction: A little hard to cast since you need the Crow, but can be very useful. You bury a Ht1 model and bring it back during the start of the activation phase. So for annoying little things like Goblins, 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 ot 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.

· (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 it’s own merits. But generally, I don’t use this spell unless Im going up against a high armor target or I’m worried about killing this guy by accident with Gamble Your Life. (hey it happens!).

Some Key Points: 
These guys can be exceedingly hard to actually kill. With 7 Wds and Does not Die, they can stay around for a turn and harass or even kill the enemy out-right. When teamed up with Madness and Lilitu they can make most of their effects happen nearly 100% of the time (baring bad luck) and become a huge threat. They also provide you with more board control via Creeping Fog and card control via Gambler. Plus they are 5ss!

With Does Not Die and the Dreamer, you can essentially keep these guys alive every turn you can bury them before the Resolve Effects step. As such, they really want to stick close to the Dreamer or his Daydreams and be wisked away before the end of the turn. This is also the one Nightmare where I would say its perfectly fine to put them in very risky situations, they love it! As long as the enemy can’t sacrifice them, they will be a huge pain in the butt for sure. 

Please remember though, a model can only receive Reactivate once a turn. So if they die again after getting reactivate once, it wont be happening again.

Their biggest weakness is their range and speed. They are effective range 6 with a low walk. Now this is fine for the Dreamer because he can just drop them off in range, but for other masters it can be a bit of an issue. Or when they have to move across the board on their own, they aren’t exactly fast. But if you keep Creeping Fog up and stay out of slowing terrain, you will get there eventually.

Due to Does Not Die, these guys are my favorite objective carriers. Have them say pick up the Treasure in Treasure Hunt and run off with it. If they kill it, it’s just going to reactivate and keep running away. Its great =D. 
Also with Does Not Die, they make good body blockers because its hard to get rid of them. Just put them in the way and put up Creeping Fog and the enemy is going to have a hard time getting around them. This can be very nice for keeping some of your more fragile and vulnerable Nightmares safe and protecting big ones like LCB. Just set them up to keep his flanks safe and pop your fog.

>>> Back to 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 Samari Punk Zombies and pre-link nerf 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 poins 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 + 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. So not only do you do 5 dmg + 2 poison, but you also get an eye which is one of the keys to making this guy a huge problem.

· Slumber (Long Clawed Fingers): Notice how he has this built in right away. That’s right, 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. Paralyze is very strong and this is an excellent trigger. 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. Or better yet, with his reach and the Dreamers ability to drop him off where you want him, Paralyze a few models. Drop Coppelius into their crew and paralyze everyone you can. Pair that with a Terrifying check when they activate and you have a HUGE problem =D
· 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.

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. 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 be careful not to kill this model yourself, you really don’t want to take that wd loss ;D.
· Float: This is very nice because it means he can move over most slowing terrain without much of an issue. It adds to his maneuverability when he’s not buried and also makes his rather good at getting around the field on his own.

· Night Stalker: First thing to note is that this is an aura, so models that are immune to the effects of auras, are immune to this. It does not cause damage, so models that are immune to damage from auras, don’t get to ignore it. The next thing is the range, 4”, it’s the same as his Deeply Disturbing range and works so well with it. You cause a mass of morale duels with Deeply Disturbing and then watch the enemy die off as they suffer 3 Wds. It’s insult to injury as just failing the Morale Duel is already huge. 
· 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. Nightmares have a decent amount of terrifying and coupled with the Dreamers ability to grant all of the Nightmares near him Terrifying 13, its so very nice. Remember, the enemy must make the morale duel per each source of Terrifying in range of him. So if you have Coppelius and say 2 Teddies in range, that’s 3 morale duels. That’s also 3 chances to cause Night Stalker to happen. Very very nice.

· 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. Plus if he gets dropped off by the Dreamer, even better! Now he gets to make 3 attacks etc.Can never go wrong with Melee Expert.

· (0) Savor Delicay: This is one of your few healing methods for the crew and himself. Now, you don’t get Eye counters all that often unless you keep this guy in the frey and that can be rather hard to do at times. So you want to use this when it’s critical you heal something and keep it from dieing. This can be nice for LCB or Coppelius himself, but it won’t be quite worth the eye counter to use it on something like say an Alp or a Stitched Together. Plus you have another very nice use for Eye Counters I will cover in a little bit.

· (0) Unhinge: Just like the Dreamer and just as useful except this guy usually isn’t as strapped for (0) actions like our wonderful master. See the Dreamer’s entry on thisfor more information on it.

· (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. Now if you have already read the Alp section (which I hope you have) you will know how dangerous and incredibly useful those little guys can be. You only need an 8+ of any suite to cast this spell and you get a nice, fresh alp! Plus this is a summon so you place 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.
· (1) Hallucinations: Ca resist, that’s right. It’s not a misprint, that’s how it was designed. The only model besides Coppelius to have a Ca resist spell is Collete. 
· 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. 
· But to top it off, if a Living model fails this duel, they fall back! This is huge because the resist is not a morale duel and most immunities will not help you against this. Anything that is resistant to Morale Duels will not help. Only things that state they are immune to Falling Back will be safe from this spell. This is huge as most models don’t have a high CA and Coppelius’s is on the high side. This is also great against a lot of casters who trade casting ability for combat prowess. 
· Also, most masters are also Living models and are great prey for this ability. It basically grants you a turn of not having to deal with the target, as well as a turn of weakness for them as they suffer negative flips on everything! Nasty? Oh hell yes it is and is the single most dangerous thing about this guy. I often this spell before LCB makes his appearance and goes for a caster. It’s beyond useful, I don’t have words to express how dangerous this spell to be. That said, this is also the thing people will kill you for. You generally don’t have to worry about this being turned back on you via Obey etc as Nightmares are not living models! So, double win!

· (1) Sleep My Friends: A 3” pulse that causes slow may not seem like that stellar of an ability, but ask yourself this: What is the Dreamer’s favorite 3ss model? The Alp! Coppelius can also summon more of these little devils so that not only do you get the benefits of slow, but you are also causing high amounts of damage to anyone near Alps! This really promotes keeping some Alps near Coppelius. The damage they case on slow is very nice and people will often have a hard choice between going after the easier to kill and annoying Alps and the hard to kill and lethal Coppelius. 

Some Key Points:
Coppelius is a very nasty model and brings a number of tricks and disabling effects to the Dreamer’s arsenal. His true role in the army is to spread disabling effects via Slow and Morale duels/falling back. He is rather quick with his 6” walk and float and can lay out a lot of damage through Poison and his high Severe Damage. He can also reliably deal damage through his Remove Eye trigger, yes it is only 2 damage, but the fact that you can cause that and bypass Hard to Wound is huge. Through his Eye Counters he can do some minor healing to himself and the crew and spawn more of the ever annoying and dangerous Alps. He is a great fit for the Dreamer due to being a Nightmare and because he can capitalize on the number of Terrifying models we have and the Dreamer’s ability to grant Terrifying to his Nightmares. Nightstalker makes the enemy pay for each failed Morale duel not just with the loss of a turn and weakness that goes with it, but also 3 Wds. This can quickly bring the enemy to their knees as you keep them essentially sedated turn after turn with Morale Duels and hammer into them with your lethal offense.
All this said, he is not all that amazing against models that are not subject to Morale Duels (Constructs and Undead). He can still do well against them as he will tear into them with his claws, Poison, and can still gain eye counters off of them. So he can provide healing support for the crew as well as more Alps who are effective against nearly everything in the game.

Like most Nightmares he isn’t very Df, but he is actually pretty decent. He has an average Df and high Wds but that will not save him when the enemy realizes how deadily he really is. So like all Nightmares you need to carefully chose when you leave him in play and when you bury him ot hide him. On one hand, leaving him in play near living models can cause a good number of morale duels and some searious damage from them, but it’s also putting him at risk. So as usual, you have to very carefully balance your risk vs reward and try to force the enemy to chose between him or another dangerous target (like say 3 alps). 

He works decently well with the Doppelganger as she loves to copy Night Stalker, or really any of his abilities. The Doppelganger will hold onto any eye counters it gets and when it dies, it will drop them on the ground. The only reason that they vanish when Coppelius dies is because of Dying Dream, if it does not copy that when it dies, they will all drop on the ground and Coppelius can come around and scoop them up.
He is also short range, but that’s fine because of the Dreamer. But when brought with other masters, keep this in mind. His effective range is 2”. The number of morale duels he can cause (and thus Wp duels) make him great for Pandora. He is very dangerous and thus us a great obey target for Zoraida and his tricks add to her already large bag of them. So all in all, he fits in well with ¾ Neverborn masters. Plus, he has amazing fluff! 
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Insidious Madness:
Stats: For a 4ss model, this guy is rather nasty. Most of his stats aren’t amazingly high, but 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. It means that he can very quickly get from where the Dreamer drops him off to where he is needed. This also makes him a good model to keep on the board at all times because he can be where you need him, when you need him. But as all other Nightmares, he does function best when dropped off by the Dreamer.

His casting is terrible, but then again he has no spells ;D. 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.

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. Which honestly seems to have been the best way to go. At 4ss they are very affordable and rather solid.
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 and as we all know from the Alp section, slow is very nice to have ;D. 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. (One a side note, if you hit their Wp, then it’s a Wp duel for them and effects like Pandora’s aura will hurt them.) The other thing to note is that this weapon strips the targets immunities and bonus’s to Wp duels once it wounds them! So if you were going up against an immune to influence model, you would want to hit Df first (because otherwise they would not be able to fail the Wp duel) and then strike again at their Wp! This is really good for the Dreamer due to the number of Wp resist effects the crew packs and the amount of Terrifying you bring to the table. This can greatly increase your chance of causing them to flee and help deal with Stubborn models etc. 
· NOTE: This does seem to remove all immunities to Wp duels as of right now. We may get a change on this in the coming weeks, but who knows. For now though, it does work because a morale duel is a Wp duel. So this strips all immunities to Wp duels and that would include all subsets of Wp duels like morale duels. So have fun watching Zombies and Constructs flee before your mighty Teddy!
Abilities

· Delirium: This is basically a cherry on their cake of awesomeness. This lets you reflip your init 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 Reconoiter, 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. 
· 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, 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 (a very positive thing for Pandora) and the double negative flip pretty much assures you that they will miss. A good strategy with these guys is to run up into the enemy crew one turn and hope this ability keeps you safe. The next turn your 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 v Wp duel or they suffer 2 wounds. This is what Madness does while in melee most of the time. It’s straight Wd loss so it bypasses armor nicely and exploits This is also another great reason for Pandora to love this model, more Wp duels! Also not that it’s within 4” of you, so you can target someone your 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 need 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, and if you hit have another Madness hit a target with Neverborn Whispers before this one moves into range and does this, you can bypass their immunity to the duel! Very nice.

· (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 will be that much harder to deal with. But this also effects you, so all your opposed duels will suffer as well, including your attack (because you use your Wp to make the strike). So it’s a double edged sword you need to be careful off. The main way to use this is fire and forget style. You have one Madness scream up field and do this near your targets, then leave it alone. Have other targets capitalize on the enemies weakness and don’t worry about that Madness doing much. At that point, your best to just activate Induce Phobia or do Defensive every turn and keep using this ability each turn. It gives you a massive advantage for any other WP based effects because now they can’t cheat any more. Also given the fact that this has no resist, it is huge! Though it is an aura so they can just walk out of it to escape it. So try to position the Madness so that they can’t get away, or that they will be giving up something to escape (like los or range on another target etc). Remember; always capitalize on anything you can do to your opponent. Make them suffer as much as you can for avoiding your effects and suffer worse for staying in them.
Some Key Points:
Madness is very cheap at just 4ss a piece and can be a big asset to you during the game. But you have to be prepared to make good use of them. They are Wp based and many of their abilities weaken your opponents chances of dealing with Wp duels. So you want to try and make use of any other Wp based effects you can from your other models. Some good ones are:

1. Terrifying from a variety of Models

2. Stitched Togethers Gamble for your Life and other effects

3. Resisting the few offensive spells you have. Most are Wp based resists.

Of these, I think the biggest thing is Terrifying as a single failed Morale duel can turn the game on it’s head. We also have some high Terrifying and the Dreamer can spread it around to models who don’t have it already. So go ahead and drop a Madness off and have it run into the enemy line after say a Teddy charges in, pop  Psychopathic Episode and watch as their models flee from your cuddly bear.

The key thing to remember is that these guys should be viewed as disposable. They do not do a ton of damage and instead provide shock and awe value to your army. Their primary role is one of support and debuff. They can’t win you the game (most likely) but they can certainly take you a long way towards winning it. They are very very quick so if you can’t bury a Nightmare, these guys can be fine to leave out on the field. But that said, they really like to be dropped off like all the rest. This way they can spend their 2 ap tormenting your opponent. Their speed makes them stellar objective holders as they can go 16” on their own a turn! That’s nearly half the board. 

These guys often want to be your first models in, yet at the same time they don’t quite want to be. They want to be into position so they can set up their debuffs for things like Alps and Stitched Together, but they also have to survive. So using them to their fullest can be a bit tricky. Notice how only their weapon really requires LOS to be of use to you. This means you can hide behind walls and big models and set up your debuffs. You don’t need to fight fair to be effective with them, and honestly they may not survive long if you fight fair. They have a good Df and spirit helps them, but they are still 3 Wds. They are going to get stomped flat by most high tier models, so watch out. 
Once your opponent realizes how nasty these guys can be, they will often become their targets for a while. So keep on your toes and be ready to capitalize on this. These guys work very well as bait, move them into position to be a huge pain in the ass and a danger and then move other things up near them to provide the enemy with a big decision of what to hit. They guys also love to hang around Teddies because of their negative flip to Wp duels they can cause (for his terrifying) and their own Terrifying. This makes their Smell Fear much more likely to happen and can quickly bring your Teddies into range of even more models and cause chaining Terrifying checks. Even if you don’t have them in the negative Wp flip range, these duels are to critical to fail and will quickly drain their hand and deck. 

If you want to keep these guys around for a while, they make good roaming harassment. Their range of 10” lets them stay out of most models charge range so they can hang back and poke the enemy with their Neverborn Whispers. They can then swoop in and nail the enemy when you need them to. This doesn’t quite get the most out of them, but it does keep them safer longer and keeps a constant threat hanging around.

A mean strategy: There is one very nasty thing you can do with these guys to make them essentially anti Wp bombs per say. What you do is:

1. Deploy them on the board at the start of the game.

2. Have them activate before the Dreamer and use Induce Phobia and Psychopathic Episode

3. The Dreamer then bury’s them. 

4. Later on in the game, you drop them right in the enemy’s line, in range for their Terrifying along with Alps. Try to place the Alps so they aren’t in the 4’ aura from PE

5. They get a full activation with already having those 2 effects in play.

6. Once they have done their damage and your other models have capitalized on their presence, bury them again to use this trick next turn.

What this does is suddenly put models next to a few Terrifying models and the Alps slow range. With PE up, they are almost guaranteed to fail all of these duels and give you a HUGE advantage over the enemy without activating a single model yet. 

Now this does work. I know your thinking “Hey Steve, those effects end at the end of the turn.” And you are correct! But a buried model is not subject to the passage of time and turns. This means that they would never lose the effects on them and when you unbury them, they would have these effects still on them. It’s the same way you can preserve a Stitched Together nearly forever. They will never be in play for the Closing Phase so none of their effects will ever reach their end time. It’s very nasty and also very mean. It is a tad abusive also so this is not one of the tactics I recommend you use against people you like. It is also not for playing against beginners, trust me. If you’re playing to win, this can go a long way towards that goal. But if your playing for fun and not against someone who will take this level of nastiness well, just don’t do it please. It’s all about fun after all.

Also, for your consideration. These guys were built for Pandora, they were designed to be a primary unit for her and the Dreamer at the same time. By now you probably have seen how they benefit her so much. I’ll be adding them into my Pandora Tactica soon enough and have more details their on using them with Pandora. But I just wanted you to know, these guys do great double duty. 
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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 off set this. 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 also hit harder then 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! It’s very nice, but remember it’s 1” per wnd 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, your probably going to hit, don’t worry about it to 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. These can be some of the nastier effects to (think Obey on Teddy, *shivers*). 
· Regeneration 2: This helps complete the circle of Teddy’s defensive abilities. While it doesn’t help him resist incoming damage, it does help undo the little damage they will 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 (this is not the case with the guild and their Critical Strike ><).
· Terrifying 13: As always, you 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!
· (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 moralee duel within 6” of him, he gets to charge them before they fall back. 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 your already noming on. Instead this is designed to be used in conjunction with other model’s Terrifying. Like say LCB. Have the Dreamer drop off a pair of these on the flanks (6” for the target)  and then drop off a setup Madness in range of the target. Have the Teddies rip into the flank while keeping LOS to the target with the Madness on it and a straight line to it, then when they most likely fail the morale duel for it’s terrifying, both of them get to charge in and finis the job! Most players will never see this coming ;D.
· (2) Flurry: Flurry was never all that amazing with the Teddies before the Dreamer came along. He lets them drop into melee range of their targets and go to town on them with all their AP. Just drop the card and flurry on them. Though with the Teddy’s damage, most things won’t survive 2 hits. So if you think you have a good chance of hitting, it may be better to save the card and just strike normally.
· (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 without the Dreamer present. So most of these are not of huge use with the Dreamer as Smell Fear is usually a better choice, but they can of course still be useful. 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 your wrong, you just charged a fragile Nightmare with a monstrous Teddy!

Some Key Points:
Teddy is without a doubt, your hardest hitting Nightmare short of LCB. As such, he will earn a lot of fear and hate from your opponent and be the target of many of their attacks. He can take a decent amount of punishment, but remember what I said at the beginning of this, Nightmares are not tough. If you leave Teddy in the open, he will get killed if they put their mind to it.

With the Dreamer you can take any number of Teddy’s, so don’t be afraid to take 2 of them. Yes it is a lot of points (18) but that’s a lot of death you have. Teddy’s hit hard, accurate, and fast with the Dreamer. They have Terrifying so when they are dropped into the enemy line, they can quickly cause a huge mess. You drop them on their primary targets while threatening as many models as possible and keeping your charge lanes open for Smell Fear. Then flurry on your target and reduce them to a finely shredded mess.

Their isn’t really a whole lotta tricks to using a Teddy besides when to drop one, and keeping your lanes open for Smell of Fear. Its pretty simple when to drop off a Teddy, when you need something killed. One of them usually does the job, but if you want to really put the hurt down, drop 2 or 3 or how ever many you have! Seriously, these guys are monstrously powerful for their cost even though they have mediocre stats otherwise. It makes them fit very nicely in the 
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Bringing it all together into one Mean Pile:
Honestly I could go on for pages about this section. But I think I have done a decent job covering most of the bases in each models individual sections. But even still, I won’t leave you hanging!
As I said at the start, the Dreamer is a scalpel. His crew can not stand up and fight in the trenches like most others can. They are not that durable and they are often lacking in speed and Df. With this in mind, they want to strike and get out of the way as often as they can. If they can’t escape, they want to debuff the enemy to the point where they can’t do much or they are so heavily crushed under your effects that they can’t hurt you. Or you could always just kill all your threats, that probably works best ;D. 

That said, the Dreamer’s crew has extremely high damage potential and can quickly ambush and kill most targets and especially Masters. Drop a few Teddy’s on the master and most will quickly crumble to their damage. Drop a set up Madness on a master with an Alp or two and a Teddy for good measure, and even the toughest will utter a curse before they are brought to their knees.

You models need to work together to truly be their most dangerous. Weather it’s putting Madness’s in the right place to make Terrifying and Wp resist spells and effects hard to deal with or throwing in a Teddy to help keep Coppelius safe. But the idea is, look for spots where they can help each other out. Madness is the big model for helping the rest out the most because he can quickly turn a high Wp model into a cowering mess with his effects. They make Terrifying truly terrifying and make most of your spells and abilities nearly guaranteed to not be resisted. 
You don’t have to play “fair” to play well with this crew. You actually want to avoid straight up fights and not be nailed down the enemy. Pretty much, any time you have to fight on their terms, is probably a time you want to avoid. Instead hang around for a bit and wait for them to come to you a bit more, then spring your trap on them. 

Probably the hardest thing to master is the bouncing of LCB in and out of play. Any of your effects which can bring in Nightmares or bury them, can be used to switch between the Dreamer and LCB. This is important to remember because LCB can do a huge amount of damage, plus being a master he has Use Soulstone to help him out. But you can use a Daydream to bring him out and then another to put him away. A favorite tactic of mine is using the Daydreams Call Nightmares ability to unbury LCB and a few friends on the enemy master. 
But just keep your mind open, and be prepared to adapt to the game as things unfold before you. Things can change quickly in Malifaux and you need to be ready to adapt to them. Luckily, the Dreamer is rather good at this. You can quickly change from pressuring one flank to the other and just as quickly change back.
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Protecting Models with your melee range:

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

What this entitles is carefully positioning your models so that a model with average melee range ( 1” to 2”) can not 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 your 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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