Dragonkin

Even though Dragonkin follow completely different rules than other units, they are considered a race of their own. This is important when you get promotion opportunities (from Dragon Slaying or a City Eighth Face).

Dragonkin can be summoned in to the game from a Dragonkin Pool. That is you get one third of health points extra into your army! If players with Dragonkin play against players without them, they have an unfair advantage. You should decide beforehand wether to use them or not.

The Dragonkin also cannot die or be buried, they simply return to the Dragonkin Pool and can be resummoned cheaply. Furthermore Dragonkin have an auotmatic save unless they roll the belly icon. Dragonkin can really bolster up your mage armies!

Their weaknesses are that Dragonkin cannot participate in magic or missile actions and that dragonkin will not participate in an attack against a dragon of their own color (they can be taken as casualties though). Finally Dragonkin cannot leave the terrain they have been summoned to by any means. If the last "normal" unit leaves the terrain or is killed all the dragonkin return to their pool.

All Dragonkin have spread of the following icons: melee, maneuver and a belly. The rare dragonkin also have a Breath Icon. The haevy Dragonkin have mainly melee icons and few maneuvers, the light are equally distributed and the mounts are shifted towards maneuvers. The Breath weapons effects differ according to their colors. Making the red and the black breath far superior to the others. As the victim gets to choose which unit is affected none of the breath weapons are very strong anyway.

Dragonkin have an icon per health less than "normal" units, but that is more than compensated by their automatic save.

You can hardly make any mistakes using dragonkin, but a few hints might help you along the way.

· Dragonkin cost about as much as spells that provide autosaves, but last a lot longer. Spells have the advantage that you can cast them on other armies than the casting army. 

· Cantrip is great for Dragonkin, especially during saves. Use Cantrips to Summon two health of Dragonkin that can immediately roll to join the current action and the can be discarded for damage, ideally swallowing two points of damage form the autosaves (or even four, if the IDs show up) and then again two points when you discard the dragonkin (better them than the other units). 

· Use a mix of colors for Dragonkin.That way you will be less vulnerable against Dragon attacks. If you are attacked by dragons, discard the Dragonkin with matching colors first, they are useless anyway. 

· Dragonkin make it very diffuclt to be routed! 

· Dragonkin autosaves help a lot if you charge. 

· Dragonkin are extremely vulnerable against the Degenerate Dragonkin Spell. If an opponent has enough Coral Elf blue magic to cast this spell only summon Dragonkin in large numbers if he has Dragonkin with his mages. Then he will probably not want to sacrifice them. If you have to summon Dragonkin use the larger Dragonkin from your pool because they can be degenerated and will not be buried. 

· Usually players support their mage armies with dragonkin. It is a lot more difficult but far more effective to support your melee armies with Dragonkin though. To achieve this add a few units with Cantrip to your melee armies (Dragonlords or -masters work fine). 

· Dragonkin can be recruited and promoted with a City Eighth Face, remember this. 

