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Introduction 
For Reign or Ruin is a set of rules for a unit based wargame intended for fast flowing mass combat. The rules 
are relatively simple and the complexities of battles are achieved through the rapid succession of turns. The 
rules are intended to be easy to learn, but the interaction of these rules can be rather complex resulting in 
some less than obvious effects. Even if you know all the rules by heart, you will still find new variations of 
playing your favourite army for a long time to come. 

 

For Reign or Ruin is a set of wargame rules that allows you to 

don the role of a general and lead an army in battle. It was written 

to simulate unit based mass fantasy combat, but can also be used 

for historical engagements from ancient to medieval. It functions 

equally well for a small engagement with a handful of units on a 

side, taking an hour or two, as for massive armies with scores of 

units and several players on a side, battles with three or more 

opposing armies or even for solo play.  



 

  

THE GAME 

 

 

 

 

 

 

 

 

 

This set of wargame rules is intended to be easy to learn and quick to play. The rules are not exactly simple, but 
are based on a few concepts which, once you are familiar with them, will allow you to play the game without 
consulting the rulebook and after a few turns you will not even need the quick reference sheet for all normal 
situations. However, the interaction of these rules can be rather complex resulting in some less than obvious 
effects, and even if you know all the rules by heart, you will still find new variations of playing your favourite 
army for a long time to come.  

You will find army lists for typical fantasy armies in these rules, but an Army book will be available which 
includes the army generation guidelines with which you can construct other troop type allowing you to build 
the army of your choice. In addition, it also includes battle scenarios and some campaigns rules. 

LEARNING THE GAME  

There are several thing available to help you pick up 
the game as quickly as possible. You do not need to 
memorise the entire rulebook but you can start by 
reading certain sections and read others when you 
are ready for them. 

READING THE RULES  

Start by reading this The Game section. It will 
present you with the terms and concepts behind 
the game, what you need to play, and how an army 
is represented. Some terms will not make much 
sense before you have read the Core rules, just 
accept it for now. 

Then, read part of the Core Rules section. Some 
header sections are marked, ‘S’ for situational and 
‘O’ for optional. To start playing the game you need 
to read the rules sections without S or O. If a 
situation arises that is not covered by the Core 
rules, you can read the relevant Situational rules. 
When you choose to introduce new aspects you 
need to read the relevant Optional rules. 

The Additional rules section is only relevant once 
the basic game is understood. It adds special troops, 
attributes, flying, magic, etc. for additional flavour, 
but these are not required. 

The Army builder section has the army lists and 
will help you setup your own army. More extensive 
guidelines and lists are in the upcoming Army book, 
or can be found on the website. 

It is advised to start simple and add troop types 
(e.g. cavalry), situations (e.g. terrain) and optional 
rules (e.g. magic) in steps, once you understand the 
basics. 

IN GAME SUPPORT 

To help you while playing the game, three sections 
are provided to help you with the rules without 
opening the rulebook.  

Game steps 
A reference list is provided to help you go through 
the steps to take each turn. Once you have done 
this a few times, you will no longer need it. 

Quick reference sheet 
The quick reference sheet will provide you with the 
numbers and lists that are used often in the game 
and some reminders of rules. Most of these are 
easy to remember so you will not need it long. 

Rules summery  
A summary of the rules is included as a quick 
reminder of the game mechanics and to quickly find 
things in the rules. 

References to relevant pages in the rules are 
included in the quick reference sheet and the 
summery as well as in the rulebook itself. In 
addition there is a detailed content list to help. 

If you try to find something, start looking in the 
section related to the game phase you are in (e.g. 
movement), then look at the ‘General rules and 
concepts’ section. 



 

  

TERMS AND CONCEPTS 

Some terms and concepts are used in several 
sections of the game and are explained here so 
there is no need for repeated explanations and to 
make it more easy to find them back.  

TERMINOLOGY 

Unit: Basic collection of soldiers in combat that 
covers a certain front during the battle. These 
consist of hundreds of individuals who know each 
other and are assumed to optimise their 
performance with local changes in formation, etc. 

Individual: Single commander, hero or creature. 

Group: collection of units and individuals in base-to-
base contact that function and are commanded as a 
single entity. 

Element: A playing piece representing a Unit or 
Individual. 

Commander: Element (usually an Individual) that 
can issue military orders. 

Hero: Individual that is outside the chain of 
command, cannot issue orders but can support. 

Troops: Units and Individuals, excluding 
Commanders and Heroes. 

Order: Military instruction to Element (attack, 
move, defend, etc.) 

Stress: Amount of damage, confusion and disorder 
of an Element. 

GAME COMPONENTS 

To play the game you will need several items. You 
can use anything suitable to save cost or invest in 
fancy commercial pieces.  

PLAYING AREA 

To play the game you will need a surface the size of 
a coffee table for small games up to several large 
tables for epic battles. 

Although it is not strictly necessary, it will look a lot 
better if you have some materials to represent the 
terrain (e.g. a green piece of cloth) and trees, hills, 
etc. to make the battlefield look less like a table and 
add tactical interest. See also page 20. 

TAPE MEASURE 

To measure distances for movement, shooting, etc. 
you will need a tape measure or ruler with a 
centimetre scale.  

DICE 

For the game you need about a dozen, ten sided 
dice. These are indicated in the rules as d10. Most 

have sides numbered 0-9. Read a result of 0 as a 
ten. 1-9 are as indicated. 

D ICE ROLLS 
The game uses a number of d10 to check if actions 
are successful or not. Each die roll is checked 
against a certain value. This can be a Defence value 
(Def.), a Moral value (Mor.), Wisdom (Wis.), etc. 

Generally the test is successful if the roll is equal to 
or less than the number indicated and failed if 
higher.  

A roll of 1 is always a success even if the modified 
value is lower than 1 and a roll of 10 is always a fail 
even if the modified value is 10 or higher. 

E.g. A morale check is needed after receiving 
stress. The player rolls a d10. The result is 7 which 
is higher than the unit’s Morale value of 5, so they 

fail the test.  

Attack rolls are successful if the roll is higher than 
your opponent’s defence. An attack roll of 10 is 
always a success and a 1 is always a fail. You can 
think of this as failing their defence roll.  

ORDER COUNTERS 

The game uses counters to indicate the standing 
orders (what they are instructed to do) and 
initiative for each Element or Group. You need at 
least double the number of Elements in counters for 
each order type and a container to hold them. You 
can buy them or make them yourself using the 
sheet accompanying these rules.  

Note. The set of order counters used is slightly 
different for each army, as part of the army's 
behaviour is represented by these counters (their 



 

  

training, temperament and how easy they are to 
control). See page 76 or the website for more 
details. 

STRESS MARKERS 

Stress is one of the main mechanisms in the game 
and you need many markers to indicate the stress 
level of your troops. Approximately four to five 
times the number of Elements in your army will do, 
but more can be needed in some situations, in 
particular in smaller battles. 

Recommended are small stones or simple beads as 
they are small and cheap. Try to find angular beads 
to keep them from rolling away. 

Alternatively you can use fancy markers consisting 
of casualty figures, dropped weapons, armour, 
shields, etc. Although this does look good, this could 
be expensive as you need a lot of them. 

ACTION MARKERS 

The commanders and heroes of the army have a 
limited number of actions (Act.) they can use every 
turn to issue orders, rally troops, lead units, etc.  

To keep track of the number of Actions a 
commander or hero has left, you can use an 
ordinary six sided die rotated to show the number 
of Actions left, or you can use beads such as those 
used for stress but of a different colour. 

ARMY 

Naturally you will need something to represent the 
troops. The game uses bases to represent units, 
heroes, etc. and although you could do with only 
cardboard playing pieces of the right size, the game 
was designed for miniatures.  

For more information on the basing and 
composition of the armies see the 'Armies' section 
below. 

ARMY FORM 
To keep all information on your troops available you 
will need an army form on which all the troops and 
their abilities (stats, etc.) are listed and which shows 
the organisation of the army (who is in command of 
what). A blank form is provided with these rules. 

ARMIES 

The game is all about the battle between armies. 
The size of an army is not limited by the game 
mechanics, but some limitation on the number of 
troops per player may be wise to not slow it down 
too much. 

The troops with which the game is played are 
represented by bases with a number of models on 
them. The number depends on the formation and 
type, race, etc. of the troops. These troops are 
organised in a military structure forming an army 
with commanders ordering their troops to move, 
fight, shoot, etc. The player represents the highest 
commander of the army.  

ORGANISATION 

Armies are organised in a military hierarchy. 
Traditionally, four to eight Units form a Brigade,  
two to six Brigades form a Division and two to six 
Divisions form a Corps. Any Army consists of one or 
more Brigades with the necessary higher order 
structure. You might want to change the name of 
the structure to something that is more in keeping 
with your army (legion, battle, tribe, etc.), but a 
similar hierarchy is always present.  

Units can be attached at higher levels and under the 
command of a higher level commander. E.g. a 
Division of three brigades can have supporting 
artillery or reserve troops under the direct 
command of the Division commander, instead of 
the Brigade commanders. Alternatively the Division 
commander can be in command of one of the 
brigades. 

COMMANDERS 
The army and each sub-section of an army each has 
one commander (marshal, general, tribal chief, etc.) 
who issues the orders and therefore is critical to the 
functioning of the army. All commanders have 
Actions. (see Stats page 9). 

The army and command structure must be provided 
with each army list to make clear who can issue 
orders to whom. 



 

  

HEROES 
In addition to units and commanders, an army can 
contain Heroes. These are individuals outside the 
military command structure who support the army. 
They are not in command of troops and therefore 
cannot issue orders but can have a large impact on 
the battle by personally leading troops and 
supporting them.  

ELEMENTS 

The playing pieces in the game are called elements 
in these rules and represent units of soldiers, 
cavalry, war machines, monsters, etc. or individuals 
such as generals, heroes, magicians or individual 
monsters or creatures.  

UNITS 
Units are a single base that represent several 
hundred to a thousand soldiers or creatures. Their 
organisation, formations, etc. are handled by their 
own officers and are assumed to be optimised for 
the best performance over the base front width.  

Basing 
Units are represented by figures on a base of 
8 x 4 cm. Infantry and cavalry units are 8 cm wide 
and 4 cm deep. Chariots and behemoths are 
generally 4 cm wide and 8 cm deep. Artillery is 4 cm 
wide and 4 or 8 cm deep depending on the model. 
Other units may be put on different bases if they do 
not fit on the basic 8 x 4 base. Keep base sizes to 
multiples of 4 cm to keep placement and contact 
simple.  

The number of models on a base has no effect on 
the game, but it is advisable to put enough figures 
on the base to make them look like a unit, and vary 
the number to visually show their formation.  

INDIVIDUALS 
Individuals are a single base that represents one 
soldier or creature or a small group of individuals 
that are not equivalent to a fighting unit. E.g. a 
single hero, a general and his staff or a single 
creature such as a giant.  

In the game, individuals are treated much like any 
other base. They have all the stats of a Unit.  

Basing 
Individuals are based on an appropriately sized base 
for the model. This base can be any shape.  

When placing figures make sure you can distinguish 
different level commanders from heroes, as they 
are very different in the game. You can combine 
commander figures with flags, musicians, etc. to 
make them visually distinctive or change the base 
size or shape. 

M INIATURE SCALE 
The game was originally designed for 15/18 mm 
miniatures and these are shown predominantly in 
these rules. However, other size figures, such as 
6 mm or 10 mm, work equally well. An interesting 
alternative is 2 mm figures as this results in a figure 
scale that is the same as the ground scale. 
25/28 mm figures could also be used, but this might 
require scaling up the base size. This can easily be 
achieved by simply doubling the size of the bases 
and all distances in the rules or by using inches 
instead of centimetres. 

OTHER GAME ARMIES 
If you have an army based for another game, you 
can usually use those. You can use several pieces to 
match the base size (e.g. two 'Fantasy Rules' bases 
or four 'Hordes of the Thing' or DBM stands) 
possibly putting them on a 8 x 4 base as a 
movement tray. Other base sizes can be used 
directly if they are not too different, in particular if 
both sides play with the same sizes.  

Note: in several cases the rules use 4 cm distances 
as this is the depth or width of units, limiting the 
range of influence to one neighbouring unit. If the 
bases are of very different size it is advisable to 
change this distance to the base depth/width used 
and possibly scale all distances accordingly. 



 

  

FORMATIONS 

All elements have a formation. This is the basic 
organisation of the collection of soldiers, etc. and is 
expressed as: Skirmish formation, Open formation, 
Closed formation or Individual. 

SKIRMISH FORMATION 
Soldiers in skirmish formation are positioned 
relatively far apart for optimal individual freedom of 
movement, use of cover, etc. This formation is 
primarily used for harassing the enemy with ranged 
weapons. They are not normally used for close 
combat. Skirmish formation troops can move 
through other units and difficult terrain without 
penalty.  

OPEN FORMATION 
Open formation is the normal formation for most 
units. It is useful for both ranged and close combat 
type troops.  

CLOSE FORMATION 
Soldiers in a close formation are positioned very 
close together (shoulder to shoulder) making for 
better defence and attack, but this requires a lot of 
training. Close formations are most useful for close 
combat troops and make manoeuvring through 
difficult terrain very hard. 

INDIVIDUAL 
If there is no unit structure, there is no limitation to 
manoeuvring or crossing difficult terrain. This 
normally only relates to individuals such as 
commanders, heroes or unique monsters, and very 
small groups such as a general and his bodyguard.   

STATS 

In these rules the abilities of troops are described 
by a list of numbers called statistics (stats). These 
show their abilities, strengths and situation. The 
same basic stats are used for all units and 
individuals. 

A relatively large number of stats is used to describe 
the troop's abilities. This is done to allow for a large 
variety of troop types, avoid the need for additional 
modifiers and speed up game play. 

The last two stats are normally not used for units 
but only for Individuals such as commanders and 
heroes, as these stats reflect their command 
position and their ability to use magic. However, 
there is no reason in the rules that these could not 
be used by units and some examples can be found 
in the army lists. 

Move: (Mov.) Formation (Speed) 
 Formation: (Frm.) Formation of the element. 

S=skirmish, O=open, C=close, I=individual. 
 Speed: (Spd.) The basic movement speed in  

centimetres per turn. 
Melee: (Mel.) Attack + Impetus (Reach) 
 Attack: (Att.) Number of d10 to roll for attack in 

a round of close combat. 
 Impetus: (Imp.) Number of bonus d10 in first 

round of close combat to be added to Attack. 
 Reach: (Rch.) 'Length' of weapon. Initiative for 

first round of close combat. 
Missile: (Mis.) Shoot (Range) 
 Shoot: (Sht.) Number of d10 to roll for ranged 

attack. 
 Range: (Rng.) Maximum distance for ranged 

attack. 
Defence: (Def.) The number to roll for a successful 
defence against an attack. 
Morale: (Mor.) The number to roll for a successful 
morale check. 
Endurance: (End.) The maximum number of stress 
an element can have before complete destruction. 
Actions: (Act.) The number of actions an element 
can do each turn such as giving orders, leading 
units, etc. 
Magic: (Mag.) Mana /Wisdom 
 Mana: (Man.) Number of magic dice an element 

can roll in a turn. 
 Wisdom: (Wis.) The number to roll for a 

successful magic test. 

In addition the element name or description is given 
along with the point value. 

E.g. stat line for medium infantry with spear, shield: 

Infantry 
spear (28) 
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 O (10) 4+3 (1) - 5 5 8 - - 

MULTIPLE STAT LINES 
Elements can have more than one line of stats if the 
unit is able to operate in two or more distinct 
states. E.g.: Some units with a wide selection of 
weapons might have different stats for different 
combat/weapon combinations or for specific 
military formations. Artillery has a limbered and 
deployed state (for movement and shooting). Flying 
units operate differently on the ground than they 
do when flying.  



 

  

E.g. multiple stat lines of Infantry unit (Norse 
warriors) with the option of going into a shield wall 
formation. 

Norse 
(42) 
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Normal: O(10) 4+3(1) - 6 5 8 - - 

Shield wall: C(4) 4+1(1) - 7 6 8 - - 

 
Which line of stats to use in a turn is normally 
determined by the player. Subsequently, by using 
this one line of stats for this turn, everything is 
identical to any other element. Use some kind of 
visual indicator with the troops to show which state 
they are in, and inform your opponent. 

In some special cases the stat line to use is not 
chosen by the player, but by a special rule 
mentioned with the element. This can for example 
be due to special attributes, when subject to panic 
or when out of control. 

The transition between states takes place during 
the element's movement (on its initiative) at either 
the beginning or at the end of its movement, and 
will take half a turn (reduce movement of the 
element by half considering the ‘present’ state). If 
the element is in contact with an enemy element 
(i.e. in close combat), changing states causes 1 
stress. 

E.g. The Norse unit shown above changes from 
shield wall to normal, at the beginning of its 
movement. As this takes half the movement 
phase, it can use half of its move of 10 so it can 
only move 5 cm. Next turn it can move 10 as 
normal. 

If the Norse unit changes from normal to shield 
wall, at the end of its movement it can move half 

speed (5 cm), and then change to shield wall. 

If the element cannot carry out its own movement 
(e.g. was forced to evade or stopped (not slowed) 
by magic), it cannot change state (i.e. go to the 
chosen stat line) and remains in its present state for 
the remainder of this turn. 

E.g. if the player intends to unlimber an artillery 
unit (change from its moving stat line to its 
shooting stat line), it is considered limbered right 
up to its own movement initiative. If forced to 
evade before its own move, it would use its 
limbered stat line and as this would constitute its 
move that turn, be unable to change to 
unlimbered state and remain so for the rest of the 
turn. The player would have to try again next 
turn. 

States and orders 
Which line can be chosen is restricted by the 
element's orders. The element will use the state to 
fulfil the requirements of its order to the best of its 
abilities. E.g. if its orders require it to move it will 
generally choose the stat line with the highest 
movement speed. If it has Harass orders and is 
within range of an enemy, it will use a missile attack 
state if it has one, etc. The controlling player may 
not use one state to avoid following its orders if 
another state does make this possible. However, 
the player can use common sense depending on the 
situation, as a unit will not obviously endanger itself 
to do this. 

Changing state to conform to an order includes 
forced order changes due to morale. When 
receiving Retreat or Rout orders, it will normally 
change to the state in which it has the largest 
movement distance. Although retreat could also be 
the one with the highest defence as long as contact 
with the enemy can be broken. Keep in mind that 
the move reduction due to changing state will 
normally still apply. 

E.g. The artillery unit is deployed and after being 
fired upon by archers, it fails its morale check and 
receives Retreat orders. During its next 
movement, it will change to the limbered state to 
do so, as this will allow the largest move away 
from the enemy. It does half its movement 
distance for the first turn due to the change in 

state.  

Forced state change and turn 
When forced to change state and do a manoeuvre 
such as ‘About face’ due to either an Evade or Rout, 
this would not allow any movement as both would 
take half a move (see 'Manoeuvres' page 26 and 
'Routing' page 45). In such a case the movement is 
only halved once. The element would both about 
face and change state and still have half a move 
left.  

E.g. When the Norse unit in shield wall is forced to 
Rout by an enemy at its front, it would change to 
the state with its largest move (normal), and 
about face to turn away from this enemy. It will 
then move half its speed (10 cm which is half its 
double rout move). 

If the enemy would be at its rear, it would change 
state, and move straight ahead away from this 
enemy. Again at half speed of 10 cm. 



 

  

Core Rules 
 

 

 

 

 

 
This section explains the basic rules for the game and contains everything you need to know for a battle 
between armies. In the section of additional rules more rules are given for special troops or situations, but 
these are not needed to play a game.  

 
This section contains the basic rules for a game simulating a 

battle between armies. It discusses turn sequence, movement 

rules, rules for both ranged and close combat, morale, orders 

and everything else you need to know to play a game.  

 



 

  

 

GENERAL RULES AND CONCEPTS 

 

 
 

 

 

 

 

 

 

 

The concepts and rules concerning general principles of Orders, Stress, Actions, initiative, visibility, forming 
Groups and element destruction, will be discussed first, as these are relevant in all phases of the game. This 
section also gives overviews for easy reference and to provide some idea of what is possible, even if not all 
terms or description will make sense at this time. 

AUTOMATIC BEHAVIOUR 

The game is based around the concept that the 
troops will do things, such as move, shoot, etc. in a 
way, determined by the orders they have at that 
time. An army would fight a battle if you put them 
on the battlefield with initial orders, simply by 
executing their prescribed behaviour without any 
decisions afterwards. However, this will not win you 
a battle. Although this automated behaviour is what 
you will execute most of the time, you must try to 
get them to do the things you want them to do by 
changing their orders and interfering with the 
automatic behaviour through commander and hero 
actions. However, even commanders and heroes 
are limited in what they can do by their own orders. 
It is therefore important to understand what the 
orders mean and what actions are possible to 
influence troop behaviour. 

ORDERS 

The behaviour of the troops is determined by the 
orders the troops have. These orders represent the 
instructions that the troops received from their 
commanders, or their present mental status in case 
the strain of battle makes them do other things. The 
orders are indicated by a counter placed next to the 
troops. This order stays with the element until it is 
changed by a commander issuing a new order, 
morale or magic. Possible orders are: Attack, 
Defend, Harass, Move, March, Reform, Halt, Retreat 
and Rout. All of these orders can in principle be 
given by a commander, but the last three usually 
occur as a result of demoralisation.  

Troops will automatically act on their present order 
unless there is a commander or hero to tell them 

otherwise. It determines where and how fast they 
will move, whether to shoot, fight, etc. Due to limits 
in the command range and the number of Actions 
commander and heroes have, this means that most 
troops will simply carry out their orders as the 
situation presents itself without any direct control 
from you, the player. Depending on the situation 
this can be either a blessing or a curse. 

The orders also determine the initiative for 
movement and most other things. This allows both 
sides to do things, such as move their troops at the 
same time, but makes it possible in critical 
situations to determine who goes first.  

Not all new orders will arrive or be understood 
correctly. This is also used to distinguish between 
well trained armies and more difficult to control 
armies.  

ORDER DESCRIPTIONS 
As orders are core to the game, a short description 
of all orders is given here to give some idea of their 
meaning. A more in-depth descriptions can be 
found in the relevant sections and on page 48.  

Note that the interpretation of an order for a 
commander is somewhat different from the same 
order for troops. 

Attack 
Order used to get troops in close combat with the 
enemy. 
Commander: Engage specified enemy troops, 
enemy location, or primary enemy if not specified.  
Troops: Move at maximum movement speed 
towards the primary enemy. Shoot at enemy if 



 

  

possible. Fight enemies in contact. Primed 
(prepared and optimal) attack possible. 

Harass 
Order to hinder and threaten the enemy without 
going into close combat. Mostly used for missile 
troops and skirmishers. 
Commander: Hinder and threaten the specified 
enemy troops, enemy location or primary enemy 
but avoid close combat. 
Troops: Move at maximum movement speed 
towards the primary enemy until within ranged 
weapon range or movement range. Must evade 
from combat. Shoot at enemy if possible. Fight 
enemies in contact. 

Defend 
Order to defend a location. The troops stay in place 
but can effectively fight an enemy coming to them. 
Commander: Defend present or specified position 
or location.  
Troops: Defended position is the location they were 
in when the order was issued. When in defended 
position stay in place but may move to make 
contact with an enemy. When not in combat and 
away from defended position, move back to 
defended position. Shoot at enemy if possible. Fight 
enemies in contact. Primed attack possible. 

Move 
Order to move to a different location over the 
battlefield. 
Commander: Move troops to a specified position or 
along a specified path. Must avoid enemy contact. 
Troops: Move to a location or along a path as 
specified at the issuing of the order at least at half 
movement speed. Must evade from combat. Shoot 
at enemy if possible. Fight enemies in contact.  

March 
Order to move as quickly as possible over the 
battlefield. 
Commander: Move troops in marching columns as 
quickly as possibly to a specified position or along a 
specified path. Must avoid enemy contact. 
Troops: Move to a location or along a path as 
specified at the issuing of the order at double 
movement speed. Avoid obstructing terrain. Must 
evade from combat. May not use ranged weapons. 
Fight enemies in contact. 

Reform 
Order to recover stress of troops by reorganization 
while stationary. 
Commander: Reform and rest troops in a safe 
position.  
Troops:  
May not move but may turn to face enemy. May 
not use ranged weapons. Fight enemies in contact. 

Halt 
Status of uncertainty and waiting. Usually the result 
of a morale problem, but can be issued as well. 
Commander: Stay in position and wait for further 
orders. 
Troops: May not move, but may turn. May not use 
ranged weapons. Fight enemies in contact. 

Retreat 
Order or status to move away from the enemy to a 
safe location. Usually the result of a morale 
problem, but can be issued as well. 
Commander: Remove troops from combat to a safe 
position. Must avoid close combat if possible. 
Troops: Move away from any visible enemy at 
maximum movement speed. May face enemy while 
doing so. May not use ranged weapons. Fight 
enemies in contact.  

Rout 
Status of panic, moving as quickly as possible away 
from the enemy. Usually the result of a morale 
problem, but may be issued as well. 
Commander: Panic. Will issue rout orders to closest 
elements and moves away from enemy at full 
speed.  
Troops: Move at double movement speed away 
from any visible and known enemies. May not use 
ranged weapons. Does not fight enemies in contact. 

ORDER COUNTERS 
For each type of order the player has a container 
(bag or box) with counters. Each counter shows the 
order (Attack, Halt, etc.) and an initiative number. 
Some counters show a failure of the order to come 
through, or an alternative order. 

The distribution of initiatives, the number of fails 
and misunderstood orders varies with the 



 

  

commander/race/army type and represents part of 
the communication problems, limits in ability and 
racial characteristics. Order counter distributions 
are specified with each army list (see also page 74). 
The number of counters in each container must be 
at least twice the number of elements of that 
player.  

Examples of order counters are shown below. 

 
Attack 

 
Harass 

 
Defend 

 
Move 

 
March 

 
Reform 

 
Halt 

 
Retreat 

 
Rout 

 
 Failed Defend order 

 

Miscommunicated Harass order 
(understood as Attack) 

STRESS 

Stress in this game indicates the general 
disorientation, fatigue, casualties, etc. that makes it 
harder for troops to function. It is indicated by 
markers with each Element and changes during the 
game. This stress can not only be gained through 
attacks or disorder, but can also be reduced by 
reforming and can be transferred to other units. 
Depending on the situation, stress flows between 
elements, and the troop type or relationships 
between troops influences the flow of stress and 
changes the way different armies will behave.  

Stress is the single mechanism used for casualties, 
morale, support, inspiration, fear, etc. You will 
quickly see that management of stress is one of 
your main tasks to keep things under control, which 
you can do by positioning units and having 
commanders and heroes in the right place at the 
right time. 

STRESS EFFECTS 
If at any time, the stress level is higher than the 
element’s Endurance, the element is destroyed and 
is immediately removed (see also 'Element 
destruction' page 19).  

Three or more stress: no primed attacks. I.e. no 
Impetus bonus and no Reach during close combat 
(see also page 39). 

Stress can cause breakdown of morale causing 
troops or commanders to no longer follow their 
original order or rout (see 'Stress check' page 44). 

UNIT STRESS 
Units gain and lose stress constantly during the 
game to indicate their status. 

Stress gain  
Elements gain stress when: 
 the element is damaged by ranged or close 

combat attacks. Add stress equal to damage 
(pp. 36, 39). 

 any element that is within 4 cm of a friendly 
element that routs or is destroyed. Add one 
stress (p. 45). 

 any Open formation unit that interpenetrates or 
is interpenetrated by a Close formation unit 
during movement. Add one stress (p. 27). 

 any Close formation unit that interpenetrates or 
is interpenetrated by Close or Open formation 
unit during movement. Add one stress (p. 27). 

 any Unit that is interpenetrated by a routing unit. 
Add one stress (p. 27). 

 any Unit that is interpenetrating or 
interpenetrated by an enemy unit. Add one 
stress (p. 27). 

 making way for a unit. Add one stress (p. 30). 

 any unit that changes state while in contact with 
an enemy. Add one stress (p. 9). 

 any Open formation unit moving in dense terrain 
not having stress. Add one stress (p. 35). 

 any Close formation unit moving in broken 
terrain not having stress. Add one stress (p. 34). 

 any Close formation unit moving in dense terrain 
with no or one stress, will gain two, resp. one 
stress for a total of two  (p. 35). 

 during redistribution through transfer from 
neighbouring element (p. 43). 

 receiving a Rout order from a superior 
commander. Add one stress (p. 45). 

 failing a magic spell. Add one stress (p. 66). 

 target of certain magic spells (p. 66). 

Stress loss 
Elements lose stress when: 
 stress can be transferred to a neighbouring 

element (p. 43). 

 the unit has the Reform order and is not in close 
combat, is not the target of ranged combat, did 
not gain stress this turn or is part of a 
reorganising Group. Lose two stress each turn 
(p. 44). 

 the unit has the Regenerate ability. Roll to lose 
one stress each turn (p. 56). 

 target of certain magic spells (p. 66). 



 

  

INDIVIDUAL ’S STRESS 
Individuals have stress just like units. 

Stress gain 
Individuals gain stress when: 
 damaged during combat. Add one stress for each 

damage (pp. 36, 39). 

 changing state while in contact with enemy. Add 
one stress (p. 9). 

 when in a unit that is destroyed. Add all stress 
over units endurance (p. 19). 

 during redistribution similar to units (p. 43). 

 any element that is within 4 cm routs or is 
destroyed. Add one stress with a maximum of 1 
per turn (p. 45). 

 receiving a Rout order from a superior 
commander. Add one stress (p. 45). 

 target of certain magic spells (p. 66). 

 failing a magic spell. Add one stress (p. 66). 

Stress loss 
Individuals lose stress when: 
 during redistribution similar to units (p. 43). 

 spending an Action to reform. One Action per 
turn results in one stress lost (p. 44). 

 individual has the Regenerate ability. Roll to lose 
one stress each turn (p. 56). 

 target of certain magic spells (p. 66). 

ACTIONS 

As the player you use Actions during all turn phases 
to influence what your troops do by issuing Orders, 
leading units, the management of Stress, etc.  

Keep track of the spending of Actions by each 
commander or hero during the game turn and reset 
this at the start of each turn.  

The number of Actions (Act.) available during a turn 
depends on the leader's rank and quality. It is 
usually 2 to 4 for commanders, and 1 or 2 for 
heroes and is specified in the commander’s stats.  

What actions are possible is determined by the 
leader’s orders and their distance to the troops.  

Heroes cannot issue orders and can only use actions 
on single Elements, never Groups.  

Own action: 
 Move double speed itself: all Act. (during 

movement phase) (p. 27). 

 Attack (ranged and close combat): all remaining 
Act. with a minimum of 1 (during ranged or close 
combat phase) (p. 38). 

 Do magic (one or more spells) in a phase (during 
relevant phase): 1 Act. 

 Remove one stress from itself: 1 Act. This is 
limited to one stress per turn (during morale 
reform phase) (p. 44). 

 Attempt to spot an enemy Brigade marker: 2 Act. 
(during command phase). (p. 46). 

On troops within 16 cm: 
 Attempt to rally a routing element or 

subordinate commander: 1 Act. per rally check 
(during morale phase) (p. 45). 

 Issue an order to troops from its own command: 
1 Act. (during command phase). (p. 46). 

 Make elements part of one Group: 1 Act. (during 
command phase). (p. 18). 

On troops within 4 cm: 
 Change primary enemy. Point out an Element or 

Group to serve as the primary enemy for that 
turn: 1 Act. (during movement phase) (p. 30).  

 Change priority target. Make one or more units 
in a Group shoot at a different enemy: 1 Act. per 
target (during shooting phase) (p. 37). 

On troops in contact 
 Leading. Act according to the commander's or 

hero's orders: 1 Act. each (during movement and 
subsequent phases) (p. 31). 

 Move Element or Group less than mandatory full 
move: 1 Act. (during movement phase) (p. 31). 

More detail is given in the relevant sections. 

INITIATIVE 

Happenings during different phases of the game are 
assumed to be simultaneous. However, this can 
cause problems in working out reactions, etc. in 
particular for movement. Therefore, an initiative is 
determined to work out who goes first. 

All elements and groups move according to their 
initiative. This initiative is given by the number on 
the order counter for that Element or Group. 
Lowest number goes first, then the next higher 
number, etc. until all actions have been done.   



 

  

Exception to initiative are Evasion during 
movement, where the evading element moves with 
the attacker irrespective of its own initiative and in 
case of illogical delays or interpenetration (see 
page 25). 

Initiative is also used to determine the order of 
magic spells and issuing of orders. 

SAME INITIATIVE 
If there is a conflict with two elements with the 
same initiative, roll a die for each and the lowest 
goes first. 

Note that the initiative determines a sequence of 
movement. It does not mean troops with a higher 
initiative are slow. In many cases high initiative is 
preferred, as it allows troops to react to others. 

MEASURING 

Measuring distances is allowed at any time during 
the game. You can check if you can issue orders, 
move, shoot, transfer stress, etc. 

ELEMENT SIDES 

To determine where something is with respect to 
an element, extend imaginary lines at 45° from the 
corners of the element base. This defines the front, 
sides and rear of the element. Another element is 
to the element's front when that element's front 
centre point is in the front arc of the element. 
Elements with centre points in the rear arc are to 
the rear, etc. 

FACING S IDE 
The facing side of another element is the side that 
your element is in from the point of view of the 
other element (i.e. the side that contains your 
element’s front centre point). 

 

Sides of the unit as indicated. The unit faces A 
with the left flank, B with the front and C with the 
right flank. The facing side of A is its left flank, B is 

facing with the front and C is facing with its rear. 

VISIBILITY AND LINE-OF-SIGHT 

The rules distinguish between visibility and line-of-
sight. Visibility determines if a unit or individual (the 
spotter) can see any part of whatever it is you are 
looking for (the target). In line-of-sight a clear path 
is required from the spotter to the target. This last 
part is a requirement for direct firing ranged attacks 
and some magic. 

V ISIBILITY 
An element is visible if a direct, unobstructed line 
can be drawn between any point of the spotter 
base and the target base and the element is within 
100 cm. 

View obstructing obstacles are:  
 Blocking terrain features higher than either 

spotter or target. 

 Obscuring features such as trees,  bushes or any 
open or close formation unit of equal or greater 
height and more than 4 cm deep. 

 Obscuring features more than 1 cm deep and not 
in contact with the spotter. 

 More than half the width of a gentle hill (troops 
beyond half are not visible). Steep slopes obscure 
anything not on the edge from below. 

An elements in a forest can look outside when 
within 4 cm or the forest edge or see up to 4 cm 
inside the forest.   

An element outside the forest can see up to 1 cm 
into the forest. 

An element in base to base contact with another 

4 cm deep element can see through it.   

L INE-OF-SIGHT 
An element is within line-of-sight if at least half of 
the facing side of the spotter's base can see at least 
half or 4 cm (whichever is less) of the facing side of 
the target base. Line-of-sight is required for direct 
(flat trajectory) shooting and some magic spells.  

For shooting this line can be blocked by anything of 
equal height or higher than either the spotting 
troops or the target.  

Line-of-sight obstructing obstacles are:  
 Blocking terrain features higher than either 

spotter or target. 

 Obscuring features such as trees,  bushes or any 
unit of equal or greater height. 

 More than half the width of a hill (troops past 
the summit are not visible). Steep slopes block 
sight if the distance of the spotter to the edge of 
the slope is equal to or smaller than the distance 
of the target to the edge. 



 

  

a) b)  

The tan area is the field of view with the 
determining lines shown by the dashed line. The 
part of the unit that can see the target is indicated 
by the thick line. 

The archers in a) have line-of-sight as more than 
half the unit can see more than half the facing 
side of the target. In b) less than half the archer 
unit can see the target so line-of-sight is blocked. 

However, the target is visible. 

If spotter and target are at different levels it 
becomes more difficult to define if something is in 
the line of sight.  

As a general rule: When an obstacle is within ¼ the 
total distance of the target or spotter on the low 
ground, the obstacle blocks as normal. When an 
obstacle is on the same slope and within 4 cm of 
the spotter or target, the obstacle blocks as normal. 

target
line-of-sight

target not
visibletarget

½

A B

 

Unit A has less than half the hill between it and 
the target and has line-of-sight on the target. Unit 
B is beyond the centre of the hill and the hill 
blocks visibility. 

obstacle

target ½¾  

On ground level, intervening obstacles block as 
normal within first ¼ distance between target and 
spotter.  

obstacle

target 4 cm  

On the same slope, intervening obstacles within 4 

cm block as normal.  

Note: Different levels can be caused both by 
vantage points (hills, buildings, walls, etc.) but also 
individual height (giants over humans, etc.). 

Note: Units in skirmish formation do not block 
visibility, but do block line-of-sight, and individuals 
block neither visibility nor line-of-sight. 

TERRAIN 

Terrain will influence many aspects of the game. 
From visibility to bonuses to defence during ranged 
combat and close combat. Although the specific 
effects are discussed in each section, an overview is 
given here for easy reference. 

Terrain needs to be defined in terms of game 
effects at the beginning of the game. Special move 
abilities of troops can influence how they treat 
terrain (p. 56). 

EFFECTS ON VISIBILITY 
By influencing visibility (p. 16) terrain will influence 
primary enemy during movement (p. 30)  and target 
priority in ranged combat (p. 37), and other effects 
such as spotting, issuing orders, magic, etc. 

Terrain can be open, obscuring or blocking for 
visibility.  

Open terrain has no effect on visibility or line-of-
sight. 
Obscuring terrain of over 4 cm when in contact, 
and obscuring terrain over 1 cm at a distance block 
visibility. Blocks all line-of-sight.  
Blocking terrain blocks visibility and line-of-sight.  

EFFECTS ON MOVEMENT 
Terrain can be open, broken, dense, impassable or 
road for movement (p. 34). Elements are affected 
when partially overlapping the terrain. 

Open terrain has no effect on movement. 
Broken terrain halves movement speed for open 
and close formation units, and requires a minimum 
of 1 stress for close formation units while moving. 
Dense terrain halves movement speed for open 
and close formation units. It requires a minimum of 
1 stress for open formation units while moving and 
2 stress for close formation units. 
Impassable terrain can not be crossed. 
Roads increase movement with 50% when moving 
along road.  



 

  

EFFECT ON RANGED COMBAT 
Apart from effects of visibility on ranged combat, 
terrain can provide cover (p. 37). 

Terrain can be open, soft cover, hard cover or 
fortification for ranged combat. A target can claim 
the defensive bonus when inside or behind and in 
contact with the terrain. 

Open terrain has no effect on ranged combat. 
Soft cover increases defence by 1 with a maximum 
of 6. 
Hard cover increases defence by 2 with a maximum 
of 7. 
Fortifications increases defence by 3 with a 
maximum of 8. 

EFFECT ON CLOSE COMBAT 
During close combat, terrain can provide defence  
(p. 42). 

Terrain can be open, defended obstacle, soft 
defence, hard defence or fortification for close 
combat. An opponent can claim the defensive 
bonus when inside or behind the terrain with 
Defend orders for that position. Some terrain items 
can only be defended from one side.   

Open terrain has no effect on close combat. 
Defended obstacle no impetus if terrain would 
reduce movement. 
Soft defence increases defence by 1 with a 
maximum of 6. 
Hard defence increases defence by 2 with a 
maximum of 7. 
Fortifications increases defence by 3 with a 
maximum of 8. 

TERRAIN TYPES 
Most common terrain features are given below, but 
other terrain can be defined by the players as 
necessary. 

Hills: Block visibility from half width on. Gentle hills 
are open terrain for movement, ranged combat and 
close combat. 
Steep hills/slopes: Block visibility, broken terrain 
for movement, open for ranged combat and 
defended obstacle for close combat (up only). 
Open woods, hedgerows: Obscure visibility, 
broken terrain for movement, soft cover for ranged 
combat and soft defence for close combat. 
Dense woods: Obscure visibility, dense terrain for 
movement, hard cover for ranged combat and hard 
defence for close combat. 
Buildings/ build up terrain: Obscure visibility, 
broken terrain for movement, hard cover for ranged 
combat and hard defence for close combat. 

Boulder field, ploughed field, grain, etc.: Open 
visibility, broken terrain for movement, open for 
ranged combat and defended obstacle for close 
combat. 
Fence: Open visibility, broken terrain for 
movement, soft cover for ranged combat and soft 
defence for close combat. 
Stream: Open visibility, dense terrain for 
movement, open for ranged combat and defended 
obstacle for close combat. 

GROUPS 

Groups are a collection of units and/or individuals in 
base-to-base edge contact, with the same facing 
and aligned such that the Group forms one solid 
section without holes. The Group has one order for 
the whole group. 

Units in a Group move as one body but may move 
with respect to others within the Group as long as 
this does not violate any of the rules of being a 
Group (edge contact, no holes) at the end of the 
move. Groups will try to align all the front facing 
elements in one line, unless this hinders its orders. 
Group movement may not cause any violation of 
movement speeds, requirements, etc. of any of the 
constituent elements.  

An elements in base-to-base contact with an enemy 
element cannot be part of a Group. 

FORMING A GROUP 
Units that are in base-to-base contact, with the 
same facing, the same order type and not in contact 
with an enemy element can be formed into one 
Group. This is done by issuing a new order to the 
new Group replacing the previous orders of all the 
constituent elements with the same order type. The 
commander must be in command range (16 cm) of 
all the parts forming the Group when issuing the 



 

  

grouping order. For large Groups this might mean 
the commander cannot do this in one turn and 
needs several turns to create the one Group. 

Individuals in Groups 
Individuals can join a Group by moving into base-to-
base contact like a unit. The Individual is assumed 
to be able to move freely within the Group, but 
which unit it is part of must be clear after 
movement. Place the individual in base-to-base 
contact with that unit if possible, or state this to 
your opponent if it is not. Individuals will remain 
with that unit even if it is in close combat. 

Commanders and Heroes (elements with Actions) 
can choose to become part of the Group they are in 
base-to-base contact with without an order. This 
will not change their own order.  
Measurements from an individual in a Group (e.g. 
for determining the command range) are taken 
from the centre of the unit it is part of. 

SPLITTING A GROUP 
As soon as the requirements of a Group are 
violated, the Group splits up. This may not happen 
due to movement of elements within the Group. 
Splitting off can be caused by receiving orders, or 
elements contacting an enemy. Multiple orders can 
be the result of compulsory order changes or player 
choice. By giving an additional order to part of a 
Group, this automatically forms a separate Group, 
even if the orders are of the same type. 
Commanders and heroes can not lead part of a 
Group to split it up.  

If the Group is splitting off without a change of 
order (e.g. due to combat) draw an order counter 
for that Group from the appropriate order 
container (this can change its initiative and possibly 
change its order. If the ‘fail’ counter is drawn, draw 
another order counter). 

REORGANISING GROUPS 
If the Group has Reform orders it may change the 
positioning of elements with respect to each other 
instead of reducing stress. During this repositioning 
elements may temporarily lose alignment and edge 
contact without breaking up the Group. For the full 
requirements see 'Reform' page 44. 

ELEMENT DESTRUCTION 

An element is destroyed when: 
 the stress becomes larger than its endurance. 

 the element has Rout orders but cannot break 
away from the enemy (stays in base-to-base 
contact after its own move) and is not captured 
(see 'Prisoners' below). 

When a unit is destroyed, remove the base and add 
one stress to all friendly units within 8 cm, unless 
the destroyed unit is inferior or the friendly unit is 
superior, indifferent (see p. 44) automaton (p. 54) 
or mindless (p. 55). Individuals (including 
commanders and heroes) within 8 cm gain 1 stress 
like units, but with a maximum of only 1 per turn 
independent of the number of destroyed units. 

If the destroyed unit contained one or more 
individuals, distribute the stress exceeding the unit's 
endurance equally over the individuals with a 
minimum of 1 for each individual. Units destroyed 
by Instability will use the rolled endurance to 
determine the number of excess stress (see p. 55). 
Units destroyed due to the inability to move with 
Rout orders will cause one stress to each individual. 

E.g. A unit with endurance 8 has 7 stress and 
gains another 3 during combat for a total of 10. 
As this is 2 over its endurance, it is destroyed. The 
Hero in the unit now gets 2 stress (10 - endurance 

= 2). 

When an individual is destroyed, remove the base 
from the table. If the individual is attached to a unit 
add one stress to this unit. 

Elements can be destroyed during all phases of the 
game. Due to assumptions of simultaneous 
movement, combat, etc. the element removal, and 
the additional stress to others, takes place at the 
end of the phase. If the destruction of an element 
results in other destructions work those out before 
moving on to the next phase. 

PRISONERS 
If an element is destroyed due to close combat or 
when routed and unable to break contact, instead 
of it being destroyed, the enemy player may take 
the element prisoner. Captured elements that 
would be destroyed in combat have stress equal to 
their Endurance. The element is taken prisoner by 
grouping it with an enemy element. For this 
grouping an order is required as usual which is the 
group's orders. To indicated its prisoner status the 
captured element will receive or retain the Rout 
order but will not be able to move on this order as 
long as it is part of the enemy group. The captured 
element will move with the group under the control 
of the enemy player. If the group is broken and the 
prisoner element is no longer grouped with an 
enemy element, e.g. if the only guarding element is 
forced into close combat, or the prisoner element is 
contacted, the prisoner element is free to move on 
its Rout order. 
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Before you can start a game some preparation is needed. You will need to collect the gaming materials and 
figures for each army. In addition you will need to set up a table and determine any victory conditions you 
might want to use. 

GAMING TABLE 

The gaming table represents the terrain you will be 
fighting the battle on and can have considerable 
influence on the setup of the army and your battle 
plan. The size of the table should be big enough to 
allow the armies to start the battle at least 50 cm 
apart and with at least 30 cm between army and 
table edge on both sides but something like 50 cm 
is better. Bigger tables will allow for more 
manoeuvring and therefore more tactical 
possibilities and challenges. 

BATTLEFIELD SETUP 
The terrain on the battlefield can be determined 
any way you like. It can be chosen to represent the 
terrain defined by an existing battlefield, 
determined by a campaign or by mutual consent 
between the players. For competitions or if you 
want to randomly determine the terrain, you can 
use the method below. 

No matter how you determine the battlefield, 
make sure you define the terrain in game terms so 
everyone knows what to expect. Are hills steep or 
not (open, broken or rough terrain) are items 
decorative or not, etc. Keep in mind that a piece of 
defensive terrain can be of great value to whoever 
takes control of it. 

Random terrain items 
Choose a table edge for each player. Roll a d10 for 
each metre of table edge (long edge of battlefield 
to determine the number of items on the table. 

Each player rolls a d10 and the lowest result goes 
first in picking an item and placing it on the table. 
This can be hills, woods, rocky outcrops, buildings, 
etc. Anything you have available, but also an open 

area of 30 x 30 cm. Then the other player picks and 
places one, and so on until the number of items 
determined by the first roll is placed.  

If both players roll the same, a river is placed 
across the table. Reroll for placing terrain pieces. 
The first item is the river placed by the first player. 
The second item is a ford or bridge which is placed 
by the second player. 

ARMY DEPLOYMENT AREA 
If it is a straightforward battle between two 
armies, both set up on one long side of the table, 
within 20 cm of the edge but no closer than 30 cm 
to the table sides. If the table is small and this 
would not allow a distance between the armies of 
50 cm (i.e. the table is less than 90 cm deep), 
reduce it to 15 or even 10 cm rather than reducing 
the distance between the armies. 

30 cm 30 cm

20 cm

20 cm20 cmDeployment army 2

Deployment army 1

 

By mutual agreement or due to a scenario, 
different areas can be used instead. A number of 
suggestions for scenarios are given on page 21. 

ARMY SETUP 

The armies can be selected from the army lists or 
constructed using the army builder in the Army 
book or website. In most games armies are 
approximately equal in strength, unless other 



 

  

situations such as terrain, victory condition, etc. 
compensate for the mismatch. However, 
mismatched battles can be very interesting and 
challenging, so do not get hung up on equal 
strength.  

As all units and the military structures have a point 
cost associated with them, an equal overall point 
cost of the armies will result in a reasonably 
balanced game. A point value of 300 per player will 
give a game of approximately 2 hours, and 600 
points 3½ to 4 hours. 

The stats of all troops and the military hierarchy 
should be recorded on an army list or unit card. 

When the troops have been chosen and assigned 
to a commander, etc. choose orders for your  
commanders. Return 'fail' counters. If combined 
orders are given (two or more order counters, see 
page 47), the second counter is unknown to both 
players and can be a fail. These orders represent 
the original battle plan. Place the brigades on the 
table in the order indicated by their commander's 
initiative. I.e. lowest to highest initiative. If the 
same initiative is present within an army, the 
player may choose which to place first. If both 
players have brigades with the same initiative, roll 
a die, the lowest placing a brigades first, then the 
other player, and so on. After all troops have been 
placed, place Heroes and commanders without 
troops under their direct command.  

If Brigade markers are used to keep the opponent 
from knowing the setup of your army (see p. 53), 
assign troops to each Brigade marker before the 
battle. Assign an order to fake Brigade makers as if 
they did have a commander and represent troops. 
Brigade markers are placed on their order initiative 
in the deployment area instead of the troops. C-in-
C and Heroes can be considered either part of a 
brigade marker, in which case they are not placed 
on the table, or can be placed separately if desired. 

Once all troops are setup on the table, choose 
order counters for the Heroes and C-in-C as 

desired. Return 'fail' counters. Use your C-in-C to 
change orders for commanders (or brigade 
markers) according to the normal rules for issuing 
orders limited by the number of APs and distance 
(see p. 46). Choose orders for all Elements and 
Groups. Note that these orders must conform to 
the order of their commander (see 'Order types' 
page 48). Place the orders blank side up first if you 
want to keep your orders secret from your 
opponent. 

Once both armies are on the table and have 
received their initial orders, place Action Point (AP) 
markers with the commanders and heroes. After 
this the players can start the game with the first 
movement phase. 

In-game battlefield deployment 
Instead of the normal army setup, the players can 
choose to start the game off table and make 
deployment part of the first game turns.  

Issue all commanders with combined orders (see 
page 47) of Move or March, to a specific location 
on the table, starting from the edge of the table. 
All troops will start with Move or March orders in 
accordance with their commander’s order. C-in-C 
and heroes will march onto the table with chosen 
orders as usual at a moment of the players 
choosing. When the brigades arrive at their 
destination they will change to the second order. 

Write down the destinations for each order on a 
sketch of the battlefield. If the table is deep 
enough you can choose to have all troops march 
on starting from one or two locations on the edge.  

To make things more challenging and possibly 
more realistic, this can be combined with the 
‘fearful’ trait to a large portion of the troops.  This 
will force you to take time to organise and reform 
your troops before you engage, or try to take 
advantage of your opponent’s slow deployment or 
confusion by immediately attacking with some 
units. 



 

  

SCENARIOS 

Apart from the straightforward battle in which two 
armies go head to head and try to defeat each 
other, other scenarios are possible and provide 
some variation. Most describe a situation in which 
one army is considerably stronger than the other. 
This provides many new challenges and requires 
new tactics. A few suggestions are given below, 
but many others are possible.  

Little information is given on the armies used in 
these scenarios, as it is possible to use many 
different combinations. However, some 
combinations of armies or unit types can make a 
scenario impossible. For example, if you play the 
retreat scenario with the retreating army 
consisting of troops that are all faster than the 
pursuing army, there will be no game. If in the 
escape, the element chosen to escape is the only 
flying element, there is no game. So use common 
sense when setting up the game. 

DEFENSIVE POSITION 
One army occupies a position on the table, and the 
other must try to take the position. This can be a 
natural feature, such as a hill, river crossing or a 
village or bridge.  

There is a point value for the defensive position 
which results in a smaller army fighting off a bigger 
army. The exact point value of the defences is 
almost impossible to give as it is dependent on the 
setup and the troops defending it. However, you 
can use the following as an guideline: 

8 cm defensive position, no cover: 10 points 
8 cm defensive position. soft cover: 15 points  
8 cm defensive position, hard cover: 20 points 
8 cm fortification: 30 points 

20 cmAttacking  army

Defending army

 

The defending player sets up in the position, if 
desired using brigade markers. The attacking 
player sets up on one table edge.  

Victory conditions 

 The battle is won by the player holding the 
defensive position, without the other 
contesting it. 

 If still contested or if the defending player lost 
more than ⅔ of his army, it is a draw. 

RETREAT 
One army starts on the table and is pursued by an 
enemy. The retreating player must get as many 
troops off the table edge as possible in good order. 
The pursuing player must catch or destroy as many 
as possible. 

The retreating army starts with half the points 
value of the pursuing army.  
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The retreating player sets up approximately ¼ 
down the table and must retreat to the far short 
edge of the table. The pursuing player sets up on 
the short edge of the table. 

Victory conditions 
 The retreating player wins if he gets ⅔ of his 

army in good order (not routing) off the table. 
 The pursuing player wins if his opponent gets 

less than half his troops off the table.  
 Anything in between is a draw. 

ESCAPE 
One army is in the centre of the table and is 
surrounded by the other player. He must try to 
break through the blocking army and escape.  

The escaping player starts with half the points of 
the blocking army. 



 

  

Blocking army

Escaping army

 

The escaping player sets up in the centre of the 
table. The blocking player may set up along any 
table edge.  

Victory conditions 
Several victory conditions can be used resulting in 
very different kinds of games.  

The straight escape: Get as many troops off the 
table in good order (not routing) as possible. 

 The escaping player wins if he gets ½ his army 
off the table in good order (not routing). 

 The attacking player wins if only ⅓ gets off the 

table.  
 Everything in else is a draw. 

The rescue: An important person or object must be 
saved. This can be an important noble, priest or 
messenger.  

 The escaping player wins if he manages to get 
the designated element off the table alive and 
in good order (not routing). 

 The blocking player wins if the designated 
element is captured alive. 

 It is a draw if the designated element is killed or 
routing off the table. 

THE BREAKTHROUGH 
One player blocks the table while the other player 
must get from one side of the table to the other. 

Both player start with the same points. 
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The blocking player sets up halfway across the 
table. The other at one short side of table. 

Victory conditions 
Several victory conditions can be used resulting in 
very different kinds of games.  

The army breakthrough: Get as many troops off 
the opposite table edge in good order (not routing) 
as possible. 

 The player breaking through wins if he gets ½ 
his army off the opposite end of the table.  

 The blocking player wins if only ⅓ gets off the 

table.  
 Everything in else is a draw. 

The escort: An important person or object must be 
escorted to the other side of the table. This can be 
an important noble, priest or messenger.  

 The escaping player wins if he manages to get 
the designated element across the table alive 
and in good order (not routing). 

 The blocking player wins if the designated 
element is captured alive. 

 It is a draw if the designated element is killed or 
routing off the table. 

 



 

  

 

TURN SEQUENCE 

 

 

 

 

 

 

 

 

In order to time the progress of the battle, the game is played in turns representing 5 to 10 minutes of ‘real’ 
time. During each turn a number of phases is executed in a particular order. After each turn a new turn is 
started until the victory conditions of one side are met. All players are active in each phase.  

PHASES 

Each turn consists of the following phases: 

1. Movement phase 
a. Movement of elements 

2. Ranged Combat phase 
a. Ranged combat 

3. Close Combat phase 
a. Close combat 

4. Morale phase 
a. Stress redistribution 
b. Reform 
c. Morale check 

5. Command phase 
a. Spotting 
b. Orders 

MOVEMENT PHASE 
Both players move the elements of their armies 
according to the rules for manoeuvring units and 
individuals. The consequences of movement, such 
as stress due to movement in difficult terrain or 
interpenetration are implemented. 

RANGED COMBAT PHASE 
During ranged combat all elements capable of 
attacking an enemy at a distance perform their 
attacks. Results are implemented. 

CLOSE COMBAT PHASE 
All elements in contact with an enemy at the 
beginning of this phase will fight in a melee. Again, 
all results are implemented immediately. 

MORAL PHASE 
This phase works out the morale effects on all 
elements as a result of the previous phases. It 
starts with redistribution to simulate spreading 

stress and the moral support of friendly units, 
commanders and heroes. Any reforms are done 
and finally for those elements affected, morale is 
checked. Routing elements could also be rallied in 
this phase. 

COMMAND PHASE 
During this phase the players take the role of the 
army general. At the start of the battle this might 
include spotting the enemy but later it mainly 
involves decisions on which orders to issue for the 
next turn. 

The specific actions and rules for each phase are 
described in their own sections. 

END OF TURN 
After the Order part of the Command phase has 
been concluded the turn ends. If the battle has not 
been decided, start a new turn. 

END OF GAME 

The game can end due to a number of situations to 
be agreed upon by the players at the beginning of 
the game. Normal end conditions are: 

 One side surrenders. (Player sees he can no 
longer win the game and concedes victory to his 
or her opponent) 

 Certain percentage of losses (E.g. 50% 
destroyed or routing) 

 Victory conditions (number of troops off the 
field, control of terrain feature such as hill, 
bridge or town.) 

 Set number of turns. 

If a scenario is used for the game instead of a 
straightforward battle, the victory conditions will 
normally be specified. 



 

  

 

MOVEMENT PHASE 

 

 

 

 

 

 

 

 

 

All Elements of all players are moved during the movement phase. All movement is supposed to be 
simultaneous, but to avoid confusion, vary game play and introduce some game effects, the order in which 
elements are moved is determined by their initiative. The movement distances are determined by the 
element’s movement speed, terrain effects and their present orders.  

MOVEMENT INITIATIVE 

The order of movement (including compulsory 
movements) during the movement phase is 
determined by the Element’s initiative.  

This initiative is given by the number on the order 
counter for that Element (see 'Actions' page 15). 
Lowest number goes first, then second lowest, etc. 
until all movements have been done.   

In many cases the initiative of the Elements is not 
important, which means both players can move 
their troops at the same time to speed up play.  

If the initiative number is the same and the order is 
important. roll d10 for each. The lowest result 
moving first. 

INITIATIVE EXCEPTIONS 
If a unit with Harass or Move orders or an individual 
is contacted during an enemy movement before it 
moved itself (i.e. has a higher initiative), it will try to 
evade by moving when contacted by the attacker 
irrespective of its own initiative (see 'Evading' page 
32). 

If an individual is attached to or behind a friendly 
element and there is no interaction with an enemy 
element, the individual may move on the initiative 
of the friendly element. 

If an element is behind a friendly element, moving 
in the same direction and there is no interaction 
with an enemy element, the rear elements may be 
delayed to move after the element(s) in front to 
avoid illogical delays or interpenetrations.  

E.g. two units move towards the enemy one 
behind the other both with Attack orders. If the 
initiative of the rear unit is lower, strict adherence 
to initiative would have the unit interpenetrate 
the friendly unit in front of it, which at its own 
initiative overtakes the previously moved unit and 
interpenetrates it again. In this situation the rear 
unit may be delayed so both units advance at the 
same time on the initiative of the front unit.  

MOVEMENT 

The movement speed of an element is specified by 
the 'Move' stat of that element. This is the 
movement distance in centimetres per turn before 
modification by terrain, direction, manoeuvres, etc. 
No part of an element may move more than its 
movement speed during a turn. 

Note that if the element has more than one stat 
line, the stat line that is active at the moment of 
movement determines its movement speed for that 
turn. Also note that changing stat line takes half a 
turn, effectively halving movement that turn. (See 
also ‘Multiple stat lines’ page 9) 

MOVEMENT DIRECTION 
You can move your elements forward, or backwards 
or sideways during movement. It cannot combine 
these during one turn. E.g. you cannot move 
sideways and forwards in a single turn. 

Forward 
Forward movement takes place at normal 
movement speed. This movement speed is modified 
by terrain, etc. as normal. 



 

  

Back 
Without changing an element’s facing, you may 
move backwards at half its movement speed. This 
movement speed is further modified by terrain, etc. 
as normal. This takes a full turn irrespective of the 
distance moved.  

Groups cannot move back. 

Side 
Without changing an element's facing, you may 
move to the left or right at half speed. This 
movement speed is further modified by terrain as 
normal. This takes a full turn irrespective of the 
distance moved.  

Groups cannot move to the side. 

INTENTION OF MOVEMENT 
Players are allowed to state the intention of a 
movement as long as this movement is in 
accordance with the movement rules. E.g. they can 
state that a unit is moved within shooting range of a 
certain enemy, or moved to allow another unit to fit 
between them and an obstacle. This will reduce 
confusion and avoid discussion about millimetre 
differences in distances if the unit is bumped, etc. 

MANOEUVRES 
Manoeuvres define the possible moves that a 
Unit/Group is allowed to make in the movement 
phase. All Units/Groups must move using one or a 
combination of the manoeuvres listed below.  

Note: if the movement speed is 0, no manoeuvres 
are possible including the ones that do not change a 
unit's position like 'About face', 'Pivot' and 'Change 
facing'. 

Advance 
Move the element straight ahead over a distance 
no greater than that specified by its movement 
speed in centimetres. An ‘advance’ may be done for 
part of the movement and combined with the 
‘wheel’ and ‘about face’ manoeuvre for front, side 
and back movements. 

Advance
to back

Advance to side  Wheel to front

 Wheel to front

Advance to front

 

Wheel 
Rotate an element around one of the element's 
corner points, up to its movement speed measured 
along the path travelled by the far corner point on 
the edge in the direction of movement. This 
movement can be done for part of the forward and 
back movement and combined with the ‘advance’ 
and ‘about face’ manoeuvres. 

About face 
Flip each unit in the group so its front and rear are 
swapped. 

This takes a half turn for Open and Close formation 
units. I.e. after 'about face' the element can still 
move half its movement distance using other 
manoeuvres. Skirmish formation units get one free 
'about face' each turn, but it will take half a turn for 
a subsequent 'about face'. 

Pivot 
A unit can rotate in any direction and any angle 
around its centre. This takes the whole turn.   

‘Pivot’ cannot be done by a Group. 

Change facing 
A unit can change its facing by turning 90° to 
replace a flank by its front edge. The centre front 
point need not be in the same location as the flank 
centre point. This takes the whole turn.   

‘Change facing’ cannot be done by a Group. 

Charge 
To easily get into base-to-base contact for close 
combat, a ‘Charge’ manoeuvre is possible. This 
takes the whole move.  

Groups cannot use the ‘Charge’ manoeuvre. 

Change facing
About face

Pivot



 

  

The charging element moves and aligns its front 
with the facing side of the enemy element. Simply 
place the element in maximum possible base-to-
base contact with the enemy.  

A unit can ‘Charge’ if: 

 the distance along the line-of-movement 
(between the centre front of the charging 
element and the centre of the facing side of the 
target element) is equal to or smaller than the 
units movement distance (modified for terrain, 
etc.), and 

 the target element is in the units front arc, and 

 the line-of-movement is not obstructed by units, 
obstacles, etc. and 

 a path the width of the unit can be found 
through which the line-of-movement goes, which 
is clear of other units, impassable obstacles or 
terrain that causes stress, and 

 there is room to place the element base in base-
to-base contact with facing side of the enemy. 

A

B
C

D

E

 

Example: Unit can Charge A (its facing side is its 
left flank). The path to B is too narrow (less than 
the unit’s 8 cm between A and D). Unit C is out of 
movement range and if it was not, the unit could 
still not Charge as it cannot be placed because of 
units B and D. It cannot Charge D as its line-of-
movement is obstructed (blocked by unit E) and E 

is outside the front arc. 

INDIVIDUAL 'S MOVEMENT 
Individuals can turn freely and move in any 
direction up to their movement distance.  

Commanders and Heroes (individuals with Actions), 
can choose to move at double the movement speed 
at the cost of all its Act. for that turn. I.e. this is 
similar to a unit’s March move during which it 
rushes to another position without bothering to pay 
attention to what the troops are doing. 

INTERPENETRATION 

A Unit may move through another Element during 
the movement phase. This is known as 
interpenetration. Normally a Unit may only 
interpenetrate friendly Units or any Individuals. 
However, in special situations, such as a Unit 
subject to 'blind panic', interpenetration with 
enemy Units can happen as well. 

 Skirmish formation Units can interpenetrate any 
Unit without penalty.  

 Open formation Units can interpenetrate open 
and skirmish formation Units without penalty but 
gain and cause one stress when interpenetrating 
a close formation.  

 Close formation Units will gain and cause one 
stress when interpenetrating both open 
formation and close formation Units. They can 
interpenetrate skirmish formation Units without 
penalty. 

 Individuals can interpenetrate or be 
interpenetrated by any Unit without gaining or 
causing stress.  

 Any Unit interpenetrating an enemy Unit or 
Individual gains and causes one stress. This is in 
addition to any stress caused by the formations. 

 Any Unit interpenetrated by a routing friendly 
Element gains one stress. This is in addition to 
the normal stress that is caused by 
interpenetration. 

OVERLAP 
Units may not end their movement overlapping 
another Unit. If the Unit would end the movement 
with its front overlapping the other Unit, it will be 
placed back in front of the Unit (see a) below). If the 
front is clear of the Unit but the body is 
overlapping, it will be placed beyond the unit as 
long as the extra movement is less than 4 cm (see b) 
below). 

a) b)  

If the Unit ends its movement overlapping an 
Individual, that Individual is placed in base-to-base 



 

  

contact in front of the Unit (as if pushed ahead of 
the unit moving), or behind the Unit, moving 
players choice. 

Note. If the Unit is moving backwards it is the rear 
edge that should clear the interpenetrated Unit. 
When moving sideways it is the side edge. 

GROUP MOVEMENT 

A group moves as one entity. The movement of a 
Group may never violate the movement restrictions 
of any element in the Group, such as an element’s 
movement speed, manoeuvres, terrain and 
interpenetration limitations. This causes movement 
of a Group to depend on the overall shape of the 
Group. ‘Wheel’ and ‘About face’ manoeuvres are 
slightly different for Groups (line formations can 
only make slow wheel movement, no quick turns. 
See the ‘Wheel’ manoeuvre page 26). Groups 
cannot do ‘Pivot’, ‘Change facing’ or ‘Charge’ 
manoeuvres, and cannot move back or to the side. 

About face  Wheel  

When determining the primary enemy for 
movement of the group, use the front centre of the 
group as if it was a much larger unit. Always use the 
centre of an enemy Unit or Individual, never the 
centre of an enemy Group. 

MOVEMENT WITHIN GROUPS 
The Elements in the Group may change their 
relative position and remain part of the Group, as 
long as: 

  The front centre Element(s) moves according to 
the Group’s required movement. 

 The movement of an Element in a Group does 
not violate the movement restrictions of that 
Element, 

 The position at the end of the movement 
satisfies the requirements for a Group. I.e. same 
facing, edge-to-edge contact and no holes. 

Move the one or two Elements at the front centre 
of the Group according to the Group movement and 
move the other Elements as desired. The Elements 
must all use normal movement (manoeuvres, 
interpenetration, etc.) to reach their new position 
within the Group. 

Elements in a Group will move to align the front 
Elements in a straight line, unless this keeps them 
from fulfilling their order.  

Note that this requires the repositioning Elements to 
normally be faster than the Group. This can be due 
to a higher basic Mov., wheeling of the Group 
(elements near the pivot point have additional 
movement to spare), terrain (the group is slowed, 
but elements outside the terrain are unaffected by 
it, and can move more), having Move orders, or the 
whole Group is slowed by a commander or hero, 
leaving enough movement for movements within 
the Group.  

Note that this usually only allows small changes 
each turn. Use the Reform order to make larger 
changes. 

 

Example: As the Group moves straight ahead 
(grey arrow) the two cavalry elements use their 
additional movement to change their position 
within the Group by wheeling, advancing and 
wheeling again to align with the other elements. 

Note that the black cavalry unit does 
interpenetrate during movement, but as both are 
open formation this does not present a problem. 

Note: The movement shown is unrealistically large  
for a single move, but is used to avoid confusing 
overlap and clarify the movements. 

COMPULSORY MOVEMENT 

In most cases elements are not free to move 
wherever the player likes, but are restricted by their 
orders and the tactical situation. 

ATTACK 
Troops with Attack orders: 
 Move towards the primary enemy (see p. 30) as 

quickly as possible (in open terrain this means at 
full movement speed) until they are in edge-to-
edge contact with their front edge. 

 Elements already in edge-to-edge contact 
maximise their contact area, but may not break 
off any other combat when doing so.  

Elements will interpenetrate friendly units during 
their move if that is the only way they can move 
closer to the enemy. 



 

  

HARASS 
Troops with Harass orders: 
 Move towards the primary enemy as quickly as 

possible (at full movement speed) until they are 
at weapon’s range (if capable of a ranged attack) 
or within movement distance.  

 Elements may move away from an enemy but 
may not move out of weapon’s range or 
movement distance. 

 Elements may not move into base-to-base 
contact with an enemy.  

 Elements will evade to avoid being contacted by 
an enemy element if they have not moved this 
turn (see Evading page 32). An evade may move 
them outside weapon's range/movement 
distance.  

 Elements in base-to-base contact with an enemy 
unit must move away from the enemy using an 
evade move. The evade may move them outside 
weapon's range/movement distance. Elements 
may not move into base-to-base contact with an 
enemy. 

Elements will interpenetrate friendly units during 
their move if that is the only way they can move 
closer to the enemy. 

DEFEND  
Troops with Defend orders: 
 Must stay in contact with their defended position 

or object. The defended position or object is the 
location the element was in when the defend 
order was issued. They may only use ‘About 
face’, ‘Pivot’ or ‘Change facing’ on this position.  

 If they can make contact with an enemy within 
one move of the defended position, they may do 
so. 

 If they find themselves away from their defended 
position, not in contact with an enemy and with 
no enemy within one move of the defended 
position, they will move back to the defended 
position or object as quickly as possible (full 

movement distance). They may move backwards 
facing the enemy and contact an enemy while 
doing so.  

Elements may interpenetrate friendly units during 
their move. 

MOVE 
Troops with Move orders: 
 Move at least half movement speed towards a 

target/position, possibly along a path as specified 
when the order was issued.  

 Stop moving when the target/position is 
reached. 

 Elements may not move into base-to-base 
contact with an enemy.  

 Elements will evade to avoid being contacted by 
an enemy element if they have not moved this 
turn. 

 Elements in base-to-base contact with an enemy 
unit must move away from the enemy using an 
evade move.  

Elements may interpenetrate friendly units during 
their move. 

MARCH  
Troops with March orders: 
 Move two times their normal movement speed 

along a path or towards a target/position 
specified when the order was issued.  

 Stop moving when the target/position is 
reached. 

 May not move into base-to-base contact with an 
enemy.  

 Elements in base-to-base contact with an enemy 
unit must move away from the enemy using an 
evade move (no double movement speed).  

 May not move across any terrain or obstacles 
that would cause stress (see Terrain, page 34).  

Elements may interpenetrate friendly units during 
their move unless this would cause stress.  



 

  

REFORM 
Troops with Reform orders:  
 May not move but may ‘About face’, ‘Change 

facing’ or ‘Pivot’. 
 Elements within Groups with Reform orders may 

move to restructure (see Movement within 
Groups page 28) or ‘change facing’ of the Group. 
One element in the Group must stay in place, but 
it may ‘Change facing’. While reforming, 
elements must conform to normal movement 
rules, interpenetration, etc.  

HALT  
Troops with Halt orders: 
 May not move but may ‘About face’, ‘Change 

facing’ or ‘Pivot’. 

RETREAT  
Troops with Retreat orders: 
 Move away from the nearest visible enemies at 

maximum allowed movement, but may face the 
enemy while doing so.  

 The element may stop moving when no enemy is 
visible. 

Elements will interpenetrate friendly units during 
this move if no free path is available.  

ROUT  
Troops with Rout orders: 
 Move to increase the distance to the closest 

enemy and towards a safe position at double 
movement speed. It will take the shortest path 
that avoids obstacles including friendly and 
enemy Units if possible, unless these provide 
cover (e.g. woods). The Element will turn in the 
direction of movement to do so. During every 
part of the movement it must move further away 
from the enemy if at all possible. 

Routing Units will interpenetrate friendly elements 
if no other path that increases distance is available. 
Any interpenetrated Elements immediately gain 1 
stress in addition to any stress due to the 
interpenetration. 

 When the routing Element is blocked by 
impassable terrain and enemy Units and it 
cannot move, it is destroyed or taken prisoner 
(p. 19).  

 When the routing Element must interpenetrate 
friendly Units but cannot move far enough to 
clear its front edge, and would therefore stay in 
contact with an enemy Element, it will be 
destroyed at the end of its move, causing stress 
to interpenetrated Elements and stress due to 
destruction as usual. 

 When the Unit crosses the table edge it is 
removed from play. 

 Any manoeuvres (p. 26) and status changes 
(p. 10) that are required to turn away from the 
enemy before breaking contact and allow the 
element to rout, never take more than half the 
movement. This includes ‘about face’, ‘change 
facing’ and ‘pivot’. 

PRIMARY ENEMY 

The primary enemy is the one which can be 
engaged the quickest (in the least number of turns 
or smallest move distance, taking into account any 
manoeuvres that are needed, not counting the 
‘Charge’ manoeuvre). Units only consider Units to 
be a primary enemy, individuals consider both 
Individuals and Units as a primary enemy. If more 
than one movement away, simply use the shortest 
distance between the centre points of its front and 
the centre point of the facing side of the enemy 
element. 

When determining the primary enemy Unit of a 
Group (for movement only), use the front centre 
point of the Group/marker as if it was a much larger 
unit. Only use the centre of enemy Elements, even 
if they are part of a Group. 

A commander within 4 cm of an Element or Group, 
can point out an Element to serve as the primary 
enemy. This requires 1 Act. (see also  page 31). A 
hero within 4 cm can do the same with an Element. 

Note: A Unit must be aware of the Element for it to 
be considered the primary enemy but it need not be 
visible. E.g. if it is behind a hill and they have not 
seen it before, it cannot be the primary enemy. If it 
is not aware of any enemy elements, consider the 
enemy deployment area the primary enemy. 

Note: If a Unit/Group has two or more enemies that 
are tied for primary enemy status, the player of the 
Unit/Group may choose between them. 

Note: Enemies that cannot be engaged may be 
ignored as the primary enemy, e.g. because of 
impassable terrain or if flying at a level which 
cannot be reached. 

MAKE WAY 

If a move is blocked by the presence of friendly 
troops these troops can choose to make way by 
moving a maximum of 2 cm or the maximum 



 

  

allowed movement (whichever is less) in any 
direction without changing orientation, to allow the 
(partial) move unless: 

 that Unit is engaged in close combat (in base-to-
base contact with an enemy Element.), or 

 the move would cause the break-up of the Group 
it is part of, or 

 its move is blocked by other pinned Units or 
impassable terrain, or 

 the move brings it into contact with an enemy 
Unit. 

A Unit making way gains one stress. 

This make way move is in addition to their own 
movements that turn and does not free these units 
from their compulsory moves. E.g. if these troops 
have Attack orders, they will use their subsequent 
move to engage an enemy if possible. 

Units making way for others cannot force others to 
make way for them in turn. E.g. if a fighting Unit is 
forced to retreat from combat and it has two Units 
at its rear, the rearmost Unit will block the first 
from making way possibly preventing the unit from 
breaking contact. 

 

E.g. a) Group AB with attack orders cannot move 
into contact with the enemy because unit C is 
blocking its path and position. b) Unit C can make 
way by moving 2 cm sideways, allowing AB's 
compulsory move into contact. Unit C gains 1 
stress for ‘making way’. 

 

E.g. a) Unit A with Attack orders is in combat. Unit 
A has a friendly unit B directly to its rear, also with 
Attack orders. b) After unit A fails two of its 
morale tests it receives Retreat orders. c) The next 
turn during movement, unit A must move away 
from combat, but is blocked by unit B (the unit's 
move is insufficient to interpenetrate and clear 
the unit behind it or something behind B blocks 
the movement. Nor can it use a move sideways as 

this requires movement speed 16 cm to break 
contact). Unit B can make way and moves back 2 
cm after which Unit A can move back 2 cm as 
well. Unit B will gain 1 stress from 'making way' 

 

What moves will take place next will depend on 
the initiatives of B and the enemy unit. (Due to the 
Retreat order A has the lowest initiative and 
moved first forcing B to make way resulting in 
situation c). If the initiative number of unit B is 
lower than that of the enemy unit, B will try to 
move forward, interpenetrating unit A to engage 
the enemy which is possible by A making way 
resulting in d) and gain 1 stress for making way 
and possibly gaining 1 stress from 
interpenetration, (depending on A's and B's 
formation). If B's initiative is higher than the 
enemy, or if A does not make way, the enemy unit 
will move into contact with unit A resulting in 
situation e).  

LEADING A GROUP 

A Commander or Hero can spend one action (Act.) 
to lead troops (which are not routing) to change 
their automatic behaviour. Commanders can lead 
an Element or Group. A Hero can lead only a single 
Element.  

When in base-to-base contact he/she can:  
 Make the Element or Group behave according to 

the leader’s order, instead of Element's/Group's 
order. (Normal mandatory movements and 
primary targets apply), or 

 Reduce movement distance. The Element or 
Group can move less than required by their 
standing order. It should still move a minimum of 
half the required distance. 

When within 4 cm, he/she can: 
 Change enemy. Point out an Element or Group to 

serve as the primary enemy for that turn. 

 Change target. Point out an Element to serve as 
the priority target for ranged combat (p. 37). 

Use initiative of the order used (either the 
Element's, Group's or Leader's) for that turn.  

All movement must still conform to movements 
possible for the Element or Group. 

A Commander or Hero may not break up a Group by 
leading a single Element. This requires an Order. 



 

  

Note: One action (Act.) is needed for each leading 
action. E.g. if moving on leader’s orders and a 
different primary enemy is indicated, two Actions 
are needed. 

Note: Other aspects of the orders must still be 
followed. 

CONTACT 

Moving in or out of base-to-base contact with other 
elements needs special attention as this has direct 
consequences for combat. 

MOVE INTO CONTACT 
Any manoeuvre can be used to move into base-to-
base contact for close combat. What manoeuvre is 
used determines if your attack and that of your 
enemy can be primed (see page 39). 

Unit alignment 
Any move into base-to-base contact with the aim of 
starting close combat must achieve the largest 
possible edge contact between the bases. Corner 
contact is not enough to make close combat 
possible. If the enemy Element is defending an 
obstacle, contact the obstacle instead of the 
Element. All further rules apply as if contacting the 
Element itself. 

Multiple contacts 
If more than one Unit attacks the same enemy with 
the same initiative, the attacking Units are placed 
side by side in contact with the enemy Unit, or only 
one Unit will align and the second Unit will find a 
different side or a new enemy, or line up behind or 
next to the first Unit, players choice.  

Order changes on contact 
The moment a Unit in a Group makes contact with 
an enemy, it can no longer be part of that Group as 
it is in combat (see page 19) and immediately 
receives its own Order. 

 

When the Group consisting of A to E makes 
contact, unit C will separate from the Group and 
receive its own order. The other units will form 
another Group as indicated and retain the order. 

 

When group A to D makes contact, fighting unit B 
will separate from the Group receiving its own 
order. This leaves A and CD disconnected and they 
can no longer form one Group. Therefore each 
section (A and CD resp.) will form separate groups 
and receive the same order. The player can decide 

if the original order stays with A or CD.  

Note: the new orders are drawn from the container, 
identical to Group's original order. Return and 
redraw in the case of a 'fail' but use other orders as 
normal even if not identical to the original Group 
order. 

Note: not only the moving Units receive individual 
orders, so do the contacted Units. 

C

2 2

CA

1 1

A

B BD D

a) b)  

When the Group consisting of units A to D makes 
contact with enemy Group 1 and 2, the contacted 
enemy Units each get their own orders, and Unit 

A, Unit C and Group BD each get their own orders.  

The breakup of Groups will have an immediate 
effect on the mandatory moves of the constituent 
Units/Groups. If they have movement left, they will 
continue to move according to their Order and the 
position of the enemy. Note that this is still on the 
initiative of the original Group order. Next turn they 
will move on their new initiative. 

 

Group ABC attacks the primary enemy. When Unit 
B contacts the enemy, it immediately receives its 
own Attack order, breaking up the Group. As A 
and C still have sufficient movement left, they can 
proceed to contact the closest enemy (A) and 

wheel into the flank (C). 

EVADING 
An evade is a move to avoid close combat, or get 
out of it. The initiative of this move can be out of 
sequence to the normal initiative rules. 



 

  

An element evades if:  

 it spends an action (I.e. may decide to evade if it 
is a Commander or Hero). 

 it has Harass, Move or March orders (its own or 
that of a leading Commander or Hero) and it has 
not moved itself this turn (i.e. has a higher 
initiative). If the enemy in contact is a Unit it will 
try to evade. If the enemy is an Individual it may 
decide to evade. 

Evading to avoid contact 
The evading Element moves immediately when 
contacted by an enemy irrespective of its own 
initiative (i.e. on the enemies initiative).  

Evading to escape combat 
If the element is in contact at the start of the 
movement phase (i.e. was in combat in the previous 
turn) and has Harass, Move, March orders or can 
choose to evade, an evade move is done. The 
Element will do the evade move on its own 
initiative. If the enemy initiative is higher it can 
pursue on its initiative. If the enemy's initiative is 
lower, the enemy cannot pursue this turn. 

Evading move 
If the Element evades it makes a move to avoid 
contact with a movement speed of: its normal move 
speed - d10 centimetres (Negative results count as 
0 cm). The Element will turn in the direction of 
movement to do so. Modify for terrain and 
manoeuvres as normal.  

If the evading Element was already evading from 
the same enemy, and not in combat, use the 
normal move speed for its order. Modify for terrain 
and manoeuvres as normal.  

Evades use the full evade movement and may take 
Elements with Harass orders outside its weapon's 
range/move range. 

This evading move is the Element's move for this 
turn and it may not move anymore on its own 
initiative if it moved out of sequence, even if the 
Element did not physically move (e.g. resulting 
move was 0 cm or the move was blocked by terrain 
or friendly Elements). 

The threatening Unit will either then finish its 
remaining movement distance appropriate for its 
standing order or move on its own initiative. This 
can result in contacting the evading Element or 
contacting another Element, perhaps forcing 
another evade.  

E.g. an infantry unit with Attack orders and 
initiative 7 moves to contact an enemy skirmish 
unit with Harass orders and initiative 9. As the 
target unit has not yet moved this turn, it will try 
to avoid contact by evading. The player rolls a die 
resulting in a 4. The unit can move 12 (its normal 
move) - 4 = 8 cm. The player makes use of the 
skirmish formation's free 'about face' manoeuvre 
and moves it away from the enemy unit 8 cm. If 
the unit was open formation, it could also evade, 
but would have to spend half the move to 'about 
face' and then move 4 cm (half movement), or 
some other move to try to avoid close combat. 

After the evasion move, the attacking unit is 
moved, toward and possibly into contact with the 
primary enemy, which could now be another unit. 

During the next turn, if the attacking infantry unit 
managed to contact the evading skirmisher and 
are therefore still in combat with Harass orders, 
they will evade again, but this time with their full 

movement (no d10 deduction). 

Individuals that are attached to an evading 
Element evade with that Element. 



 

  

Note: Due to its high movement speeds and possibly 
the free 'about face', skirmishers and light cavalry 
are more likely to evade than other units. 

Note: Elements with March orders will evade at 
normal movement speed, and cannot use their 
marching bonus. 

Note: The initial contact by an enemy that initiates 
the evade will cause Groups to break up (i.e. receive 
their own orders on contact). These separate 
Elements will each evade or pursue on their own. 

Note: If the Element changes stat lines to evade, this 
will take half the turn. If both a changed stat line 
and an ‘About face’ manoeuvre are required, this 
combination will take half the turn (see also page 9) 

MOVEMENT IN COMBAT 
Once contact has been achieved an Element with 
Attack or Defend orders will still ‘Advance’, ‘About 
face’, ‘Change facing’ or ‘Wheel’ to increase its 
edge-to-edge contact with an enemy or face the 
enemy. If maximum contact is achieved they will 
not move. This movement may not break contact 
with another enemy. 

When in contact, an Element with Harass, Move or 
March orders will evade out of combat (see p. 32) 
(at basic speed even for March). However, this does 
not prevent the enemy to move into contact again if 
its initiative is higher and movement is sufficient, 
initiating a 'new' combat (again allowing for the use 
of a primed attack). 

When in contact an Element with Retreat orders 
will try to move out of combat. It may use all 
possible manoeuvers to do so and face the enemy 
while doing so. 

When in contact an Element with Halt or Reform 
orders will stay in contact but may use ‘About face’, 
‘Change facing’ or ‘Pivot’ to turn to the enemy, but 
may not break off combat by moving. 

Elements with the Rout order move out of combat 
using a normal rout movement (e.g. full double 
movement if contacted at the side or back, and 
‘About face’ and movement if contacted at the 
front). It may use all manoeuvres to do so. 

TERRAIN 

Terrain type can influence an Element's movement, 
line-of-sight, etc. Define the game effects of terrain 
features before the game starts so all players know 
their effects on play (see also p. Terrain17).   

OPEN TERRAIN 
Open terrain consists of plains and gentle hills 
which do not impede movement or cause 
disruption of formations, and is the default for most 
battle fields. 

Decorative terrain items 
Single items used to dress up the gaming table, such 
as a lone tree, a rock, a well, etc. are considered so 
small that they can be ignored for movement and 
line-of-sight. 

BROKEN TERRAIN 
Broken terrain is a type of terrain that slows 
movement and disrupts formations. This can both 
be some area such as a growth of trees or a linear 
obstacle like a hedge. 

A unit is considered to be in broken terrain if any 
part of the base is overlapping the broken terrain. 

Broken terrain: open forest, steep hills, crop field, 
rocky terrain, gardens, low hedges, fences, brooks, 
etc. 

 Open or Close formation elements moving 
through broken terrain, halve their movement 
speed as long as part of the base is in the broken 
terrain (i.e. it takes 2 cm movement to advance 1 
cm in broken terrain). 

 Any Close formation element moving in broken 
terrain that does not have any stress, will gain 
one stress. 

 Individuals and Skirmish formation elements are 
not hindered in any way by broken terrain.  



 

  

DENSE TERRAIN 
Dense terrain is a type of terrain that impedes 
movement and breaks up formations.  

A unit is considered to be in dense terrain if any 
part of the base is overlapping the dense terrain.  

Dense terrain: forest, very steep hills, scrub, 
swamp, marches, river ford, ruins, build-up areas, 
high hedges or fences, walls, deep ditches or 
streams, etc. It can also be a combination of two 
broken terrain effects, such as open forest on a 
steep hill. 

 Open or Close formation elements moving 
through dense terrain, halve their movement 
speed as long as part of the base is in the dense 
terrain (it takes 2 cm movement to advance 1 cm 
in dense terrain). 

 Any Open formation element moving in dense 
terrain that does not have any stress, will gain 
one stress. 

 Any Close formation elements moving in dense 
terrain that does not have two or more stress, 
will gain one or two stress for a total of two 
stress. 

 Individuals and Skirmish formation elements are 
not hindered in any way by dense terrain.  

Note that stress is only required when moving in 
difficult terrain. When stationary, stress can be 
reduced below the minimal stress for moving in that 
type of terrain. 

IMPASSABLE TERRAIN 
Impassable terrain is a type of terrain in which 
movement is not possible. This can be some area 
such as a deep lake or a linear obstacle such as a 
sheer cliff.  

Impassable terrain: Cliffs, large rivers, deep lakes, 
lava flows, castle walls, etc. 

 Impassable terrain cannot be moved into or 
crossed at any time, unless special equipment is 

available (ladders, boats, etc.) in which case it 
counts as dense terrain, or by using a special 
move ability or by magic. 

ROADS 
Roads are purpose build, cleared and flattened to 
facilitate easy movement. 

 Elements on roads will increase their movement 
speed by half again as long as they are on the 
road. (Elements with March orders will therefore 
move three times their movement speed on 
roads.) 

 They can follow a road without manoeuvres and 
will always face in the direction of the road. 
Simply measure along middle of the road to 
determine the distance moved. 

 Groups one unit wide can follow roads without 
breaking formation, even if turns in the road 
cause the elements in the group to lose 
alignment. The elements must stay in (corner-to-
corner) contact at all times. 

SPECIAL TERRAIN MOVEMENT 
Some races or creatures move easier through some 
types of terrain as this is their natural surrounding 
or it does not hinder them due to some other 
reason. Some examples: 

Wood elves: Forest walk.  
Dwarfs: Climb. 
Ratmen: Scamper. 
Lizardmen: Swim. 
Spirits, ghosts: Float. 

More detail can be found with the special attribute; 
Special move (p. 56). 

Corporeal undead: Impassable rivers and lakes 
count as dense terrain. They walk along the bottom.   

Flyers: Can move over all terrain features without 
reductions to movement when flying (see also flying 
movement on p. 60). 



 

  

 

RANGED COMBAT PHASE 

 

 

 

 

 

 

 
 

 

 
During the ranged combat phase all effects of ranged weapons, ranged magic and other long distance combat 
are determined. 

RANGED COMBAT 

Elements with ranged weapons, and with Attack, 
Defend, Harass, or Move orders and not in close 
combat with an enemy, can attack the highest 
priority viable target (within range, firing arc and 
line-of-sight or visible). 

Elements with a ranged weapon, making contact 
with an enemy during the previous movement and 
primed for combat (Attack or Defend orders, able to 
use impetus and reach on this enemy), can shoot at 
this enemy.  

All ranged attacks are worked out per element even 
if they are part of a Group. A commander within 
4 cm of the Group or Element can instruct them to 
change target by spending an Act. for the Group or 
for each element, unless the element is contacted 
this turn (see ranged target priorities p. 37). 
Similarly, a hero can instruct an Element to change 
target, but not a Group.  

V IABLE TARGETS 
An element can do a ranged attack on an enemy 
within line-of-sight, in range and in its shooting arc. 

When the line-of-sight is blocked but the target is 
visible (see page 16), elements with indirect fire 
weapons can do a ranged attack with an indirect 
fire penalty. Examples are bows, slings, mangonels, 
trebuchets, catapults, mortars and bombards. 

Note that you may target units in close combat. 
Other units, enemy or friendly will provide cover or 
block line-of-sight as normal. 

Line-of-sight 
An element is within line-of-sight when an 
unobstructed line can be drawn between at least 
half of the firing side of the shooting element and  

at least 4 cm or half the facing side of the target 
element (see also p. 16),  

Line-of-sight can be obstructed by: 

 Solid terrain features (hills, rocks, buildings, etc.) 
higher than either spotter or target.  

 Semi-transparent features such as trees,  bushes, 
any unit of equal of greater height. 

Range 
A target is in range if the distance between the 
centre point of the firing side of the shooting 
element and centre point of the facing side of the 
target element is equal to or less than the shooting 
range. 

Shooting arc 
Normal infantry units, cavalry units and artillery can 
shoot at targets in their front arc. 

Light cavalry units can shoot at targets in their front 
and rear arc.  

Chariot units and carried units, such as archers in a 

front

front

front

rightleft

rear

front

rear



 

  

howdah, can usually shoot at targets in all arcs.  

Individuals can usually shoot in any direction. 

The shooting arcs of ranged attacks are specified for 
each the unit (see also the army lists p. 79). 

F IRST ROUND OF COMBAT 
Elements with ranged weapons that are going into 
close combat, might get a last shot in just before 
contact.  

Elements contacted during movement this turn can 
do a ranged attack (in addition to the close combat 
in the next phase) if their subsequent close combat 
attack would be primed (see p. 39). I.e. they have: 

 Attack or Defend orders, and 
 are contacted within their shooting arc, and 
 have no more than 2 stress, and 
 contact of their front occurred using a forward 

movement (either their own or their 
opponent’s). 

Ranged attacks are done as normal. 

Note that ranged attacks are considered 
simultaneous, so damage during ranged combat will 
not influence the targets ability to do their ranged 
attack even if this results in more than 2 stress. 
However, this will have an effect on the following 
close combat. 

TARGET PRIORITY 
Ranged attacks will take place at a specific priority 
of viable targets.  

1. Enemy contacted during movement (including 
contacts leading to evasions). No other target 
possible. 

2. Enemy indicated by a commander or hero, 
within 4 cm, spending one Action. 

3. Nearest enemy unit able to attack shooting 
element (within one movement distance). 

4. Nearest enemy unit shooting at them. 

5. Nearest enemy unit.   

6. Nearest enemy individual who is not in base-to-
base contact with a unit. 

If an element has two or more enemies that have 

the same priority, the player of the element may 
choose which of those enemies to target. 

 

Example: The archery unit can see all enemy units. 
Unit A faces the archers with its flank and is in 
line-of-sight. Unit B is partially blocked, but more 
than half of the archers can see half the edge of 
unit B, so it is in line-of-sight. Less than half of 
Unit C is visible around unit B, so there is no line-
of-sight. However, indirect fire would be possible. 
Unit D is out of range. Unit E is in line-of-sight. 
Unit F is outside the shooting arc. Priority target is 
unit A as it is closest and can attack. 

RANGED ATTACK PROCEDURE 
The number of dice rolled for a ranged attack is 
given by the Element's Missile Shoot Factor (Sht.) 
modified if targeting the rear.  

A hit is scored if the die roll is higher than the 
target’s Defence (Def.) possibly modified for the 
tactical situation (cover and indirect fire).  

One stress is added to the target element for every 
hit. 

Shooting the Rear 
A Unit shooting at the rear of the target's base (Unit 
is in rear arc of target base) doubles its attack dice: 

 Shooting rear: Sht.x2 (double the attack dice). 

Ranged combat modifiers: 
Indirect fire   Target Def+1 
Target in soft cover Target Def+1, max Def:6. 
Target in hard cover Target Def+2, max Def:7. 
Target in fortification Target Def+3, max Def:8. 

The effective Def. of the target can never be higher 
than 9 or lower than 1 (I.e. you always hit on a roll 
of 10 and miss on a roll of 1). 

COVER 
Some terrain types or features provide cover 
against ranged attacks due to obstructing the field 



 

  

of view or providing physical protection. There are 
three levels of cover: 

Soft cover: hedge, bush, trees, smoke, intervening 
units, etc. Soft cover gives a bonus to Defence of +1 
against ranged attacks, up to defence 6. 

Hard cover: walls, buildings, pavises, wagon lagers, 
etc. Hard cover gives a bonus to Defence of +2 
against ranged attacks, up to defence 7. 

Fortifications: specially build defensive works. 
Fortifications give a bonus to Defence of +3 against 
ranged attacks, up to defence 8. 

An element is in cover if the attackers line-of-sight 
to half the target or more goes through the cover 
and the cover is physically able to shield most of the 
target. I.e. a unit of giants cannot claim cover from 
a picket fence.  

If a cover bonus takes effective Defence (including 
modification for indirect fire) over the indicated 
maximum Def., use the maximum Def. or element 
Def. instead (including modification for indirect 
fire), whichever is higher. 

E.g. An element with Def. 7 behind soft cover, 
would count as Def. 7 (above max Def. of 6 but 
own Def. is larger), and behind fortifications as 

Def. 8 (max Def. of fortifications). 

If there is no line-of-sight but the target is visible, 
the target can only be attacked if the shooting 
element is capable of indirect fire.  

Indirect fire will replace any cover modifiers unless 
the target is in contact with the cover with its facing 
edge, in which case both the indirect fire modifier 
and the cover modifier are applied. 

Example: If there is a wall (hard cover) which does 
not block line-of-sight (low or transparent), 
between shooter and target, the target can claim 
the cover (DF+2) for ranged attacks whether it is 
in contact with the wall or not.  

If the target is not in contact with the wall, a 
shooting unit capable of indirect fire (e.g. bows) 
can use indirect fire and replace the cover penalty 
with the DF+1 indirect fire penalty. 

If the target is in contact with the wall and there 
is no line-of-sight to the target, but the target is 
visible (e.g. parts visible through windows), both 
the cover and the indirect fire penalty would apply 

(DF+3). 

INDIVIDUALS IN RANGED COMBAT 

Individuals can do ranged attacks or be subject to 
ranged attacks similar to units.  

INDIVIDUALS SHOOTING 
An Individual can do a ranged attack if it has Missile 
stats (Sht. & Rng.). Use the normal ranged combat 
resolution procedure. Individuals do not have an 
orientation and can shoot in any direction, but also 
do not benefit from shooting at the rear of a target. 

Shooting commanders 
If an element with Actions, such a commander or 
hero, wants to make a Ranged attack, it can do this 
similar to other individuals (or units) but only by 
spending all its remaining Actions (at least one) and 
do nothing else this turn except fight (e.g. change a 
unit’s priority target or give orders).  

TARGETING INDIVIDUALS 
Individuals can also be attacked similar to a unit if it 
is a viable target. Individuals that are attached to a 
unit (in base-to-base contact) cannot be targeted 
separately by ranged attacks. If not in contact with 
a unit, use the normal ranged combat resolution 
procedure. Individuals do not have rear bonuses or 
penalties. 

Individuals close to ranged targets 
If an individual is close to or in a unit under ranged 
attack, there is a chance the individual is hit as well.  

Roll one attack on each individual within 4 cm of a 
target element of ranged attacks, even if no 
damage was done to that target element. Resolve 
as usual. Only one roll is made irrespective of the 
number of targeted elements.  

E.g. two units are each attacked by two dice, and 
one hit is scored on each. A hero is attached to 
one unit, but also within two centimetres of the 
other unit. For being in an area under ranged 
attack, one attack die is rolled as an attack on the 
hero. A hit is scored on the hero if the roll is higher 
than the hero's Def., for which the hero receives 
stress as usual. If a commander was also present, 
one attack would be rolled on this commander as 

well. 
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During the close combat phase all effects of hand-to-hand fighting are determined. Combat takes place when 
elements are in direct base-to-base contact with an enemy.  

CLOSE COMBAT 

An element attacks during Close combat if it is in 
edge-to-edge contact with an enemy element 
during the Close combat phase and it does not have 
Rout orders.  

PRIMED ATTACK 
In certain situations Elements can prepare and use 
their full potential in combat. This is called a primed 
attack. An attack is primed if:  

 desired combat. The attacking Element has 
Attack or Defend orders, and 

 optimal attack arc. The attack is towards the 
front (other arcs for close combat for some 
elements), and 

 first round  of combat. The combat with this 
opponent involved new contact during this turn’s 
Movement phase (including follow-ups after 
retreats), and 

 in good order. The attacking Element has two 
stress or less, and 

 forward movement. Opponent contacted your 
front (optimal attack arc) during an ‘Advance to 
front’, ‘Wheel’ or ‘Charge’ manoeuvre. (Either 
own or opponents movement).  

For primed attacks, you may add impetus (Imp.) as 
additional attack dice and use reach to determine 
combat initiative (see below). 

ATTACK INITIATIVE 
The order of the attacks is determined by the reach 
stat. For non-primed attacks, the reach is 
considered zero. 

If reach is the same, the attacks are considered to 
be simultaneous. If the reach is different, the 
combatant with the larger reach attacks first and 
causes stress before the opponent can attack. This 
can cause the opponent to lose its primed attack if 
its stress becomes three or higher, or destroys the 
opponent before it attacks if stress becomes higher 
than its endurance.  

COMBAT PROCEDURE 
The number of dice rolled for close combat is equal 
to its Attack value (Att.) modified by impetus and 
the tactical situation. 

A hit is scored for each die roll higher than the 
opponent’s Defence value (Def.) possibly modified 
when defending an obstacle (p. 42).  

One stress is added to the opponent for every hit. 

Impetus 
In case of a primed attack, the element will count 
impetus and add the specified number of dice 
(Imp.) to the attack. For other attacks impetus is not 
used. 

E.g. Elements A and B contact each other during 
movement. A has Melee: 3+3 (2), (Att.: 3, Imp.: 3, 
Rch.: 2), Def. 4 and B has Melee: 2+4 (1), Def. 4. A 
has Defend orders and one stress and B has 
Attack orders and no stress. As both contacts are 
to their front and both have less than three stress 
both are considered primed attacks. The order is 
determined by their reach stats (reach 2 vs. 1), so 

A attacks and does damage before B.  



 

  

A rolls 6 dice (Attack + Impetus) with results 2, 2, 
4, 5, 8 and 9. This results in three stress (rolls 
higher than B's Def. of 4).  

B's stress is now higher than two so its attack is 
no longer considered primed and can not use 
impetus. B rolls 2 dice (Att.) with results 1 and 7, 
resulting in one stress for A. If A had been less 
successful in its attack (one or two hits) B would 
have done a primed attack and could have added 
its impetus and roll 6 dice. 

Partial contact 
If the edge of a base is not in full contact, this 
reduces the element's number of attacks.  

If half or more of the unit edge is in contact with 
the enemy base it is considered a reduced contact. 
It can attack in close combat with at most its full 
melee (Att. plus possibly Impetus) minus 1 with a 
minimum of 1. 

If the contact is less than half of its edge, it is a 
small contact and it can only use at most half its full 
melee with a minimum of 1. Round down.  

E.g. An infantry unit with an 8 cm front is attacked 
by a chariot unit with 4 cm front. In a) there is less 
than half an edge contact for both so both have 
small contact. Both infantry and chariot use half 
their melee (50% of Att.+Imp.). In b) reduced 
contact for chariot (Att.+Imp.-1) but small contact 
for infantry. In c} and d) the chariot has full 

contact and the infantry has reduced contact. 

Attacking a Flank or Rear 
A Unit attacking the flank or rear of an enemy Unit 

in close combat:  

 Attacking flank: combat dice x2 (double the 
melee dice). 

 Attacking rear: combat dice x3 (triple the melee 
dice) 

The number of combat dice is all dice the unit 
would use. So this is Att. plus possibly Imp. in an 
attack to its front, corrected for reduced or small 
contact.  

Note: Some special elements can have attacks 
towards their side or back, effectively removing 
their flank or rear. 

Note: Individuals do not use Flanking or Rear 
bonuses, and do not have flanks or rears. 

Attacking from Flank or Rear  
When attacking towards your flank or rear, the 
number of dice is half the number of attacks that 
can be used on flank or rear after other tactical 
modifications. Round down. 

E.g.: An attack to the flank by a unit with a Att. of 
5. would use only 2 d10, as 5/2=2.5 is rounded 

down to 2.  

Note: Attacks towards the flank and rear are never 
primed and therefore have effective reach 0 and 
never use Impetus. 

Note that some elements can have attacks towards 
their back (e.g. some monster’s tail attack) or side, 
in which case that is considered the front for that 
attack. 

Note: Individuals do not half their attacks towards 
flank or rear. 

Multiple opponents 
When an element is contacted by more than one 
opponent distribute its basic attack dice (Att.) 
proportionally over the opponents while taking into 
account the limitations of partial contacts.  



 

  

If the number of dice cannot be divided 
proportionally, give precedence to units to your 
front, then flank, then rear. If there is a choice of 
opponents (e.g. one die for two opponents on the 
flanks), the player may choose which to attack.  

The possible impetus bonus is distributed over the 
opponents contacting the front. This should again 
be done proportionally within the limitations of 
partial contacts. Try to balance disproportional Att. 
distributions with the Imp. distribution. 

Resulting attacks must satisfy restrictions on partial 
contacts (see Partial contact above). 

This distribution of attacks can leave the unit 
without attacks towards one or more opponents. 

Then, modifications for attacking a flank (x2) or rear 
(x3) and by flank or rear (x½) are done. 

E.g. First round of combat between units I to III 
and A to D all with attack 4+2(0) (Att. 4, Imp. +2 
and Rch. 0).  

 

 Unit A attacks I with Att. + Imp. -1 (reduced 
contact) x2 (flank attack) = (4+2-1)x2 for a total 
of 10d10.  

 B attacks I with ½ Att. (toward flank no 
impetus and half attack) for a total of 2d10.  

 C has three opponents so distributes its Att. 
over the opponents (1 to I, 2 to II and 1 to III). 
It then distributes Imp. to the front (+1 to II, +1 
to III). This satisfies the limitations for a limited 
attack to III (max ½x6=3 to III), and a reduced 
attack to II (max 6-1=5). The number of attacks 
on I is then halved due to fighting towards 
one's flank, leaving no attacks on I. This gives a 
total of 0d10 for I, 3d10 for II and 2d10 for III. 

 D with reduced contact attacks III with Att. + 
Imp.-1 for 5d10. 

 I has three opponents so distributes its Att. (1 
to A, 2 to B and 1 to C) satisfying the limits to 
reduced contacts to the front. It then 
distributes Imp. (+1 to B and +1 to C). It then 
doubles each attack on B and C as these are 
attacks to their flanks (6 to B and 4 to C) and 

halves its attack to A due to its flank for a total 
of 0d10 for A, 6d10 for B and 4d10 for C. 

 II has only one opponent with reduced contact 
so attacks C with Att. + Imp. -1 for 5 d10. 

 III has two opponents so distributes its Att. 
according to its ratio of contact (1 to C and 3 to 
D) and its Imp. (+1 to C, +1 to D). This satisfies 
the small (max ½ Att.+Imp.=3) and reduced 
contact (max Att+Imp.-1=5) requirements. This 

give a total of 2 d10 for C and 4 d10 for D.  

The order of the attacks between each pair of 
opponents is determined separately using the 
Reach of each opponent as normal and apply 
possible loss of impetus as normal for that combat. 
Ignore loss of primed attack status due to other 
opponents this turn, as these attacks are considered 
to be practically simultaneous. This also makes the 
order in which each individual combat is worked 
out irrelevant. 

A

I II

 

E.g. First round of combat between units I, II and 
A. I has attack: 4+2 (0), II has attack: 3+3 (2), and 
A has attack: 2+7 (1). All with Attack orders and 
no stress. 

First intended attacks are determined: I attacks A 
with 4+2-1 (reduced contact).  II attacks A with: 
3+3-1 (reduced contact). A distributes its dice 
resulting in: 1+4 versus I and 1+3 versus II. 

Determine order: I versus A: A first with reach 1. II 
versus A: II first with reach 2.  

Work out each attack separately: A attacks I and 
due to larger reach attacks first with 5d10. If the 
attack does three or more hits on I, its combat is 
no longer primed and it can no longer use its 
impetus so its return attack is 3d10 (reduced 
contact). Otherwise it attacks with 5d10.  
II attacks A first with 5d10. Depending on this 
outcome A attacks with 4d10 (no change) or 1d10 
if hits cause total stress to become three or more. 
The loss of primed attack has no influence on its 
attack on I this turn.  

Note that the initial intended distribution of Att. 
and Imp. of A (1+4 vs. 2+3) can make a difference 
for the resulting number of attacks versus I and II 

when impetus is lost. 



 

  

Defended terrain 
Terrain situations can cause modifiers to the 
effective Def. during the attack. 

An element is defending an obstacle if it has Defend 
orders for that position, it is behind and in base 
contact with the terrain feature (front edge in 
contact with terrain) or stationary in the terrain 
feature (e.g. in forest), and has not moved this turn.  

An attacker in base contact with the defended 
terrain counts as being in contact and can be 
engaged in close combat as normal. 

Defending obstacle: no impetus if the obstacle 
slows movement (both attacker and defender). 
Reach can still apply. 
Defending soft defences: +1 Def., max Def.6. 
Defending hard defences: +2 Def., max Def.7. 
Defending fortifications: +3 Def., max Def.8. 

Impetus is lost if the defended terrain would cause 
the attacker (or defender) to slow movement when 
crossing it (open and close formations in broken or 
dense terrain, or equivalent linear obstacles). Reach 
could still be used. 

The effective Def. of the defender can never be 
higher than 9 (I.e. you always hit on a roll of 10). 

If the defence bonus takes the effective Def. above 
the maximum indicated, use this maximum or the 
element Def. instead, whichever is higher. 

Defended obstacle only provides the loss of 
impetus, but no additional protection. E.g. deep 
ditches, river banks, sharpened posts, etc. 

Soft defence provides some cover. E.g. hedges, 
fences, scrubs, etc. 

Hard defences provide substantial physical cover. 
E.g. dense woods, low walls, etc.  

A Fortification is a terrain feature specially build 
for permanent defence. E.g. city or castle walls, 
palisades, etc. 

Note. Many linear defensive positions can only be 
used in one direction and not claimed as defensive 
positions or only as obstacles in the opposite 
direction.  

Note. Make sure the defensive nature of terrain and 
features is clearly defined at the beginning of the 
game and clear to all players. 

INDIVIDUALS IN COMBAT 

Individuals can enter into combat like a unit and use 
the same combat resolution procedure.  

Commanders and Heroes use all remaining actions 
when fighting (with a minimum 1 or ranged combat 
in previous phase).  

When determining the number of attacks that can 
be used by a unit to fight the individual consider 
this to be a small contact (no more than half its 
attacks). 

Individuals do not receive the bonus of attacking a 
flank or rear in close combat or suffer the reduction 
of attacking towards side or rear.  

Individuals can use a primed attack as normal. 

ATTACHED INDIVIDUALS 
When attached to a unit (in base-to-base contact) 
Individuals act on their own orders. A commander 
or hero does not automatically attack the enemy 
unit even if the unit does. It must be stated by the 
player and if possible placed in base-to-base 
contact. Combat proceeds as usual (see 'Multiple 
opponents' p. 40).  

Only Individuals attached to a unit that fight can be 
directly attacked in close combat. However, they 
can get caught up in the fighting (see ‘Individuals 
near combat’ below) or when the unit is destroyed 
(see 'Element destruction' p. 19). 

INDIVIDUALS NEAR COMBAT 
Any Individual (including commanders and heroes) 
that is with an element in close combat (base to 
base contact) but not attacking, is still at risk of 
getting caught up in the battle. Roll one attack on 
each individual and resolve as usual. This is in 
addition to the normal number of attacks on the 
unit. Only one attack is rolled irrespective of the 
number of combats. This is also in addition to any 
damage due to destruction of the element it is 
attached to. 
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During the morale phase the psychological impact of the battle on the troops is determined. This is done 
according to the amount of stress. 

The phase consists of stress redistribution, any reforms, stress and rally checks. 

STRESS REDISTRIBUTION 

Stress is redistributed to reflect reorganisation 
within a brigade, spread of confusion, commander 
support, etc. The player lowers the difference in the 
number of stress markers between adjacent 
friendly elements by moving markers from one to 
the other. Start with the element with the highest 
stress and work your way down. You may not come 
back to units you already transferred stress away 
from in the same turn. 

Stress can only be transferred if the shortest 
distance between any point of the two Elements is 
less than 4 cm. 

Note: The limit of 4 cm in combination with the 
4 cm base depth/width of most units, results in 
transfer only to directly adjacent units. A unit with 
another standard sized unit in between is always 
outside the transfer distance. 

The stress can be transferred between two adjacent 
elements according to the rules of the units 
involved (see Transfer limits below). This way stress 
will be distributed all over the army. 

No element can ever increase its stress beyond the 
element's Endurance value through redistribution 
(i.e. self-destruct). 

Individuals can lose or gain stress by redistribution 
like any Unit. 

Note: The order of redistribution of stress can be 
important and is the player’s choice as long as 
he/she transfers from (one of) the units with the 
highest stress level at that moment.  

TRANSFER RULES 
 The player must try to transfer one stress to each 

adjacent unit (not individual) unless that violates 
the transfer limits of either element. 

 The player may choose to move more stress to 
units or move stress to individuals as long as it 
does not violate the transfer limits of either 
element. 

 No transfer can take place if this would make the 
stress level of the receiving element higher than 
the stress of the element distributing the stress.  

 The player may choose which elements to move 
stress to and in what order.  

 

E.g. a) Units A, B and C are shot at by archers and 
attacked by cavalry for the total of two stress for 
A and five stress for B. b) Stress transfer starts 
with B as it has the highest stress level. It moves 
one stress to A, one to C and it chooses to transfer 



 

  

one to the commander present. c) Now A has the 
highest stress of three. It cannot transfer to B as 
this would make B's stress higher. It cannot 
transfer to C as it is more than 4 cm away, but it 
can choose to transfer one to the commander. d) 
The commander cannot transfer anywhere and 
neither can unit C. Note that the order in which 
stress was transferred from B could make a 

difference to the final distribution. 

Special transfer limits 
Some elements consider others inferior or dislike 
them so much that they will not be influenced by 
their plight or are unwilling to support them, which 
is reflected in their transfer of stress.  

When an element is superior it will not accept 
stress from non-superior elements. 

When an element is inferior it cannot transfer 
stress to non-inferior elements. 

When an element is indifferent it cannot transfer 
stress to, or accept stress from elements it is 
indifferent to.  

When an element is mindless or an automaton it 
will neither accept stress from nor transfer stress to 
any other element, except superior commanders or 
heroes. 

The specifics of troops are specified in the army list 
troop descriptions. 

E.g. elements with a significantly higher social 
standing (noble knights), could consider 
themselves superior to normal soldiers. Swarms or 
herded animals are usually considered inferior, 
and may not transfer stress to the surrounding 
humanoids. Competing tribes may be indifferent 
to each other as each considers themselves better 
than the rest. Creatures, such as undead or 
elementals have no emotions and are considered 
mindless. 

REFORM 

During the reform section of the morale phase 
some elements can reduce their stress.  

REFORM ORDER 
All elements with Reform orders that have not been 
attacked, were not moving as part of reorganising a 
Group, and did not increase stress during the turn, 
remove two stress.  

Any close combat with, or shooting at the reforming 
unit is considered an attack, even if they received 
no additional stress. 

REFORM ACTION 
An Element with Actions can spend one Action to  
reduce its own stress level by one, unless the 
element is routing. 

Only one Action can be spent by an Element per 
turn to reduce its stress. 

REGENERATION 
Elements with the regeneration ability roll d10 to 
remove one stress. If the roll is lower than or equal 
to its regeneration level, remove one stress (see 
p. 56). 

MORALE CHECKS 

During the morale phase, the morale of the 
elements is checked and possibly their orders 
changed to reflect their morale status. Only one 
check is done during the morale phase (either 
Stress check or Rally check). 

STRESS CHECK 
All elements except the C-in-C and heroes, with an 
increase in stress level since the last moral check 
phase, after redistribution and reform, must make a 
Stress check. (In order to make this easier to keep 
track of, indicate new stress by placing it separately, 
upside down, etc.) 

 Roll a number of d10 equal to the element’s 
current stress level.  

 A roll fails if it is higher than the element’s 
morale factor. 

 For each failed roll, move the element’s order 
one to the right according to the table below 
(Attack becomes Halt, Defend becomes Halt, Halt 
becomes Retreat, etc.).  

 Attack → Halt → Retreat → Rout 
 Defend → Halt → Retreat → Rout 
    Harass → Retreat → Rout 
    Move → Retreat → Rout 
      March → Rout 
     Reform → Rout 
  
If the element was led this turn using the 
commander's or hero's order (p. 31), the worst of 



 

  

the two orders (i.e. most right in the table above)  is 
used to determine the new order.  

Draw the new order from the appropriate container 
and place it next to the element. Return the 
previous order to its container. 

Any Fail order counters are ignored, returned to the 
container and a new counter is drawn. Alternative 
orders drawn are used as the new order for the 
unit. Draw the new counter from the indicated 
order instead. 

When a unit has Rout orders they do not need to 
do additional stress checks. For effects see routing 
p. 45. 

E.g. in the stress transfer example, Unit A would 
have to make a stress check and roll two dice, B 
rolls two dice and C rolls one die. The commander 
also checks for stress with two dice or one die if 

she spent 1 Act. on reforming. 

If the element is part of a Group, the Group order is 
retained and only the failing element gets a new 
order and drops out of the Group. This can break up 
the Group. 

C-in-C and Heroes 
Elements that can choose their own orders, such as 
the Commander in Chief and the Heroes, do not 
have to do stress checks. 

RALLY CHECK 
Any element that has Rout orders and is instructed 
to rally by a superior commander or hero (by 
expending 1 Act. when within 16 cm), makes a rally 
check. 

 Roll a number of d10 equal to the element’s 
current stress level.  

 The roll fails if it is higher than the element’s 
morale. 

 If no failure is rolled, the unit is given the Halt 
order which is the order for the coming turn. 
From the next turn on the unit can be given a 
different order as usual. 

Any Fail order counters are ignored, returned to the 
container and a new counter is drawn. Other orders 
drawn are used as the new order for the rallied 
Element. 

If the element has no stress when instructed to do a 
rally check, e.g. due to magic, the test automatically 
succeeds and the element is given the Halt order.   

ROUTING 
When a unit receives a Rout order due to failed 
morale checks, all units within 4 cm gain 1 stress, 
unless the other unit is mindless, automaton, 
superior or indifferent with respect to the routing 
unit, or the routing unit is inferior with respect to 
the other unit. Individuals (including commanders 
and heroes) within 4 cm gain 1 stress like units, but 
with a maximum of only 1 per turn independent of 
the number of routing units. 

When an individual receives a Rout order due to 
failed Stress checks, the unit it is attached to gains 1 
stress.  

When a unit or individual is given a Rout order by a 
commander during the order phase, add 1 stress to 
that element. 

As all morale checks are considered simultaneous, 
this stress does not influence the element's stress 
check or rally check this phase. 

Any unit interpenetrated by a routing unit gains 1 
stress. This is in addition to the normal stress that 
can be caused by interpenetration due to 
formation, and stress gained by the unit routing 
within 4 cm. 
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During the command phase the commanders do actions such as spotting the enemy and issuing orders to their 
troops. For this, actions are used (see page 12).  

SPOTTING 
If Brigade markers are used (see page 53), any 
commander on the table can spend two actions to 
try to spot one enemy (i.e. see what troops are 
represented by the marker). A Brigade marker with 
a hidden commander can try one spotting action 
(effectively has 2 actions). Assume the commander 
is at the centre front point of the Brigade marker for 
spotting, etc. 

Only Brigade markers that are visible to the 
Commander can be spotted. I.e. a straight line can 
be drawn from the commander's base to any part of 
the marker without it being obscured by e.g. hills, 
buildings, trees, or troops (see 'Visibility' page 15). 

To spot a Brigade marker, measure the distance to 
the marker in centimetres, add the width of the 
obscured part of the marker in centimetres, and 
divide by 10. Roll a d10 and if the result is higher, 
the Brigade marker Is spotted successfully and must 
be revealed.  

62 cm

62 cm
14 cm

A B

C

For marker A to spot Brigade marker B at 62 cm 
distance, in open terrain your spotting roll needs 
to be higher than 6.2, i.e. 7 or higher. For C to spot 
B partially blocked by a hill, the distance of 62 cm 
plus the obscured part of 14 cm resulting in 76 

cm, so you need an 8 or higher to spot it. 

Any Brigade marker coming within 10 cm of any 
enemy troops is automatically spotted if visible. 
This will happen immediately during the Movement 
phase. 

When a Brigade marker is spotted, the player must 
place the troops represented by the marker on the 
table where the marker was placed. Troops that do 
not fit are placed behind the marker. Troops may be 
Grouped. All troops start with the same order as the 
Brigade marker. 

ORDERS 

Orders are issued to commanders and troops to 
control their actions. Depending on the situation 
these orders determine what a Group, Unit or 
Individual is allowed to do. 

All Groups, Units and individuals should have an 
order at any point during the game. Elements that 
are part of the military structure are given orders by 
a superior commander. The Commander in Chief 
(i.e. the player) and the Heroes may be given their 
own orders freely. 

Note. If more than one player is involved in an army 
they can be represented by commanders with orders 
issued by a superior if desired. This forces the 
subordinate players to stick to options allowed by 
their order. 

Orders are represented by an order counter placed 
with the Element or Group and will remain with it 
until changed by game effects or until new orders 
are issued.  

ISSUING ORDERS 
An order may be issued to: sub-commander, Group, 
Unit or Individual if: 



 

  

 the issuing commander is their military superior, 
and, 

 the issuing commander is within 16 cm, and, 

 the issuing commander spends 1 Act. and, 

 the receiving Element or Group does not have 
Rout orders, and, 

 the receiving Element was not rallied this turn. 

When a new order is issued, draw a counter from 
the relevant order container.  

Only one order can be issued to an Element or 
Group per Command phase (I.e. you cannot issue a 
new order in the same phase if it is not to your 
liking). A second order can only arrive carried by a 
courier. 

Drawing order counters 
When an order is issued to an Element or Group, an 
order counter is drawn from the relevant container 
(see also ‘Order counters’ p. 13).  

 If the counter shows a number, the new order is 
placed next to the Element and the old order is 
placed back in the container from which it came. 

 If it is a ‘fail’, the new order did not arrive or was 
ignored. It goes back in the container and the 
original order remains active. 

 If it shows another order type, the new order 
was misunderstood. Return the counter to its 
container and draw an order counter from the 
type indicated as if that order was issued instead.  

Note that the counter drawn due to a 
misunderstanding can be misunderstood again. 
Simply keep going until a 'fail' or numbered order 
counter is drawn. 

Note that the same procedure is used for the C-in-C 
and the heroes, making it possible for them to get 
distracted or confused as well. 

You may wish to keep your opponent from seeing 
the orders you issued until they have issued them 
themselves by laying them blind side up with the 
element. 

Order Initiative 
Which order you or your opponent give first is 
usually not very relevant. However, if the timing of 
issued commands is important, such as orders to 
sub-commanders or orders that arrive from couriers 
or through magic, the timing is determined by the 
initiative on the standing order counter for that 
commander, mage or courier's Move or March 
order. Lowest initiative goes first, then second 
highest, etc. 

E.g. the orders given by a sub-ordinate 
commander are determined by his standing order. 
If he is issued a new order by his superior before 
he issues orders to his subordinates, he would 
issues his new orders otherwise he would issue his 
old orders to subordinates before receiving new 

ones. 

If there is a conflict with the same initiative and it is 
important to know who goes first, roll a die for each 
and the lowest result goes first. 

ALLOWED ORDERS 
Not all orders may be given in all situations or by all 
commanders. 

Number of orders 
Only one order can be issued to an Element or 
Group by a superior per turn. Other superiors may 
not try if this order fails, is misunderstood or if the 
initiative number is undesirable, even if they are 
later in giving orders (higher initiative number). 
They would not know something went wrong. 

Subordinate orders 
A commander may only issue orders to the Units, 
Individuals and Groups under his command. These 
orders must conform to the commander’s mission 
as specified by his own order (see below). 

Note that you can issue an order that is the same as 
the order the element already has e.g. in the hope 
of getting a more advantageous initiative. 

AUTOMATIC ORDER CHANGES 
Troops with certain attributes will change their 
orders automatically at the end of the command 
phase unless their existing order is confirmed. 
These include Mindless (see p. 55) and Unwilling 
(see p.56). This requires an order as normal (same 
rules apply), but does not require drawing a new 
order counter. The existing order counter is 
retained for the next turn. 

COMMANDER 'S ORDERS 
Commanders have orders like any other troops. The 
interpretation of an order for a commander is 
different than that of the troops. Commanders try 
to get their troops to fulfil the order instead of 



 

  

doing it themselves. Commanders can be given 
specific targets, locations, etc. in combination with 
their orders. These should be noted down during 
play and shown to your opponent after you achieve 
them. Commanders can issue orders to their 
subordinates different from the one they are acting 
on, as long as it is clearly in pursuit of their order. 
Limitations are given with each order description. 
The commander must spend Actions and issue 
orders to his subordinates to fulfil his own order as 
soon as possible. 

E.g. if the commander has Attack orders, he does 
not have to charge the enemy himself, but must 
order his troops to attack the enemy. His sub-
commanders and units under his command must 
be given orders that take them closer to the 
enemy and engages them when in range. This can 
be Attack orders, but may be Move, March or 
Harass orders depending on position and troop 

type. 

When the order cannot be executed (e.g. final 
location cannot be reached due to presence of 
enemy troops, target no longer exist, etc.) the 
commander must try to get as close as possible to 
executing the order. E.g. in case of a Move or March 
order he will move as close as possible to the 
ordered location but may maintain a safe distance 
from enemy troops (no further than two moves 
distance). If he has combined orders (see below) 
the first order is considered fulfilled and he will 
change to the next order. If there is no subsequent 
order the sub-commander keeps the Move or 
March order, but does no longer move. He may 
choose to ask his superior for new orders by moving 
there himself or by sending a courier, subordinate 
commander, hero or lacking those, an individual or 
unit, to serve as a messenger. 

Note that the commander will issue orders 
conforming to his own order, even if this is Halt, 
Retreat or Rout. 

Combined orders 
It is possible to give more complex orders to 
commanders (not troops). This allows for brigades 

or divisions to move somewhere and once there, go 
to another order. 

 Combined orders can only be issued to a sub-
commander. Never to other troops. 

 Combined orders must consist of a series of 
normal orders (move, attack, defend, etc.). 

 Combined orders require one Act. for each part 
of the order. 

When a combined order is issued, The first order 
counter is drawn as usual, and the location, possible 
path or target specified as usual. Subsequent orders 
are either noted down or a counter drawn and 
placed blind with the first order counter as an 
indicator of the subsequent orders. 

Each order will be executed in sequence until 
fulfilled. When fulfilled, during the next order phase 
the following order automatically takes effect. This 
can be a fail or other miscommunication as normal. 
Until the order is fulfilled, the commander cannot 
simply choose to go to its next order. 

Move or March orders are fulfilled once the 
commander has reached its indicated position. 
Attack or Harass orders can be specified with a 
target location, enemy or time limit (number of 
turns or turn number). Defend, Halt and Reform can 
be combined with a location or time limit. 

C-in-C and Heroes 
The Commander in Chief, which is a representation 
of the player, and the Heroes do not have any 
superiors to give them an order but must always 
have an order like other elements. They may 
choose any order during the order phase to provide 
an appropriate initiative and to use when leading an 
Element or Group. 

Any Fail order counters and other orders drawn are 
used as the new order for the C-in-C or Hero to 
represent their indecision or confusion. 

Orders issued by the C-in-C and actions of Heroes 
may be different from their own orders, unlike 
other commanders, unless leading. 

ORDER TYPES 
Orders represent the behaviour of the troops 
during the game. This can be the standing order 
given to them by their military commanders, but 
also represents what they do after receiving 
casualties or start panicking.  

Depending on their order, troops must do some 
things and may not do other things. Below is a 
listing of the Orders and what the effect is on a Unit 
or Commander. 



 

  

Note that the interpretation of an order for a 
commander is somewhat different from the same 
order for troops. 

Attack 
Order used to get troops in close combat 
with the enemy. 

Initiative: 4 - 7 
Commander: Attack specified enemy troops, enemy 
location, or primary enemy if not specified. At least 
half the subordinate troops must move closer to 
enemy and engage when possible. 
Troops:  
Movement: Move at maximum movement speed 
towards the primary enemy. If in combat, move to 
maximize contact without breaking off combats.  
Ranged combat: If not in close combat and ranged 
weapons are present, shoot enemy. If contacted 
during movement within fire arc, shoot enemy if 
using primed attack. 
Close combat: Fight enemy (enemies) in contact. 
Primed attack possible (may use Impetus and 
Reach). 

Harass 
Order to hinder and threaten the enemy 
without going into close combat. Mostly 
used for missile troops and skirmishers. 

Initiative: 7 - 9 
Commander: Hinder and threaten the specified 
enemy troops, enemy location or primary enemy if 
not specified. At least half the subordinate troops 
must move closer to enemy until able to hinder 
using ranged weapons or threaten with close 
combat. May not initiate close combat and must 
avoid it if possible. 
Troops:  
Movement Move at maximum movement speed 
towards the primary enemy until within ranged 
weapon range or movement range. May move away 
from enemy but must stay in weapon range or 
movement distance. Must evade if contacted. If in 
combat, evade to break enemy contact.  
Ranged combat If not in close combat and ranged 
weapons are present, shoot at enemy if possible. 
Close combat Fight enemy (enemies) in contact. No 
primed attack. 

Defend 
Order to defend a location. The troops 
stay in place but can effectively fight an 
enemy coming to them. 

Initiative: 2 - 4 
Commander: Defend present or specified position 
or location. Move at least half the subordinate 
troops to specified position and defend but avoid 
contact while away from location. 

Troops:  
Movement Defended position is the location they 
were in when the order was issued. When in 
defended position may move into contact with an 
enemy. When not in combat and away from 
defended position, move back to defended position 
as quickly as possible. Will not move from defended 
position in other situations but may ‘Change facing’,  
‘Pivot’ and ‘About face’. When in combat, move to 
maximize contact.  
Ranged combat If not in close combat and ranged 
weapons are present, shoot at enemy if possible. If 
contacted during movement within shooting arc, 
shoot enemy if using primed attack. 
Close combat Fight enemy (enemies) in contact. 
Primed attack possible. Bonus for defending terrain 
or obstacle.  

Move 
Order to move to a different location over 
the battlefield. 

Initiative: 1, 2 
Commander: Move at least half the subordinate 
troops to a specified position or along a specified 
path. May reform groups to speed up movement. 
Must avoid enemy contact. 
Troops:  
Movement Move to a location or along a path as 
specified at the issuing of the order (unless noted 
otherwise same as commander's order location or 
path) at least at half movement speed. Stop moving 
when location is reached. May not contact an 
enemy and must evade if possible. If in combat, 
evade to break enemy contact.  
Ranged combat If not in close combat and ranged 
weapons are present, shoot enemy. 
Close combat Fight enemy (enemies) in contact. No 
primed attack. 

March 
Order to move as quickly as possible over 
the battlefield. 

Initiative: 1, 2 



 

  

Commander: Move at least half the subordinate 
troops in marching columns as quickly as possibly to 
a specified position or along a specified path. Must 
avoid enemy contact. 
Troops:  
Movement Move to a location or along a path as 
specified at the issuing of the order at double 
movement speed. Stop moving when location is 
reached. May not move through terrain that will 
cause them stress. May not contact an enemy. If in 
combat, evade at normal speed to break enemy 
contact.  
Ranged combat May not use ranged weapons. 
Close combat Fight enemy (enemies) in contact. No 
primed attack. 

Reform 
Order to recover stress of troops by 
reorganization while stationary. 

Initiative: 1, 2 
Commander: Reform and rest at least half the 
subordinate troops in a safe position. May move to 
safe position first, but must avoid enemy contact. 
Troops:  
Movement May not move but may ‘About face’, 
Change facing’ or ‘Pivot’. Elements in Groups may 
change position within Group. May not contact an 
enemy. If in combat, may not move, but may 
‘Change facing’ or ‘About face’ to face enemy.  
Ranged combat May not use ranged weapons. 
Close combat Fight enemy (enemies) in contact. No 
primed attack. 

Halt 
Status of uncertainty and waiting. Usually 
the result of a morale problem, but can be 
issued as well. 

Initiative: 1-9 

Commander: Stay in position and wait for further 
orders. May not issue new orders to subordinate 
troops. 
Troops:  
Movement May not move, but may ‘About face’ or 
‘Pivot’. May not move into contact with enemy 
elements. If in combat they may not move but may 
‘Change facing’ or ‘About face’, to face the enemy.  
Ranged combat May not use ranged weapons. 
Close combat Fight enemy (enemies) in contact. No 
primed attack. 

Retreat 
Order or status to move away from the 
enemy to a safe location. Usually the 
result of a morale problem, but can be 
issued as well. 

Initiative: 1, 2 
Commander: Remove troops from combat to a safe 
position such as own camp, reserves or safe table 
edge. Must avoid close combat if possible. 
Troops:  
Movement Move away from any visible enemy or 
enemies at maximum movement speed. May move 
‘Back’, or ‘About face’ and face enemy while doing 
so. If in combat, move to break enemy contact.  
Ranged combat May not use ranged weapons. 
Close combat Fight enemy (enemies) in contact. No 
primed attack. 

Rout 
Status of panic, moving as quickly as 
possible away from the enemy. Usually the 
result of a morale problem, but may be 
issued as well. 

Initiative: 0 
Commander: Panic. Will issue rout orders to closest 
elements this phase if possible and personally 
moves away from enemy at full speed.  
Troops:  
Movement Move at double movement speed away 
from any visible and known enemies. Move to safe 
table edge or camp along a safe path. May not 
contact an enemy. If in combat, turn away from 
enemy (possible ‘About face’) and move away from 
enemy contact at double speed (use normal 
deductions for manoeuvres, movement from 
terrain, etc.). For the initial movement, see page 30.  
Ranged combat May not use ranged weapons. 
Close combat Does not fight enemy (enemies) in 
contact. 

Note. When an element in good order is given the 
Rout order by a superior during the order phase the 
element receives one stress (this rout order will not 
cause additional stress to neighbouring elements). 
See also page 45. 



 

  

ORDER OBJECTIVES 
Some orders have an objective such as a specific 
location (Move, March) or in case of commanders, a 
specific enemy (Attack, Harass). You are supposed 
to stick to the location or enemy that was specified 
when the order is issued. In a friendly game you can 
simply trust your opponent to do this. However, if 
the competitive spirit might get in the way or in 
case of competitions, your opponent should be able 
to check that you adhere to your original orders. 

Location objective 
When Move or March orders are issued, determine 
the location to go to or path they must follow. This 
can be done by drawing it on a piece of paper with 
a sketch of the battlefield, or you can use numbered 
markers or other tokens. Place one with your troops 
and the same number/token at the end position or 
critical points along the path. You can place 
additional different markers in different locations to 
keep your opponent guessing.  

Combat objective 
When specific enemies are specified for Attack or 
Harass orders of commanders, write down the 
element or location. Alternatively you can use an 
associated number or colour marker similar to the 
location above. 

COMMANDER REPLACEMENT 

If a commander is lost during the game (dies, 
captured, etc.), it is important to re-establish the 

command structure. The players can do this using 
one or more of the following methods: 

 A (non-routing) commander of the same or 
higher hierarchical level (corps, division, brigade, 
etc.) is appointed as the commander of the 
troops in addition to his own. 

 One of his sub-commanders is promoted to the 
position. 

 A hero can be promoted to a Brigade command 
position. (Direct appointment to higher positions 
is not possible for heroes. However nothing 
prevents the new brigade commander to be 
promoted later if there is another commander 
casualty.) 

 If there is no sub-commander or hero to 
promote, an aide from the former commander or 
a lower commander from a unit will take the 
role. Use stats equal to lowest sub-commander 
from the army-list with two actions. 

Each change requires the issuing of an order (1 Act.) 
to the sub-commander or hero in question by a 
superior commander. Only if the C-in-C dies, can 
one of his direct subordinate commanders take his 
place without an order.  

The promotion of a sub-commander will most likely 
create a new position in the command hierarchy, 
which can be resolved as described above if 
desired. 



 

  

Additional rules 
These additional rules cover special troops, 
creatures, effects, situations, etc. which are not 
essential to the game. They might be needed for 
certain races, monsters etc. and can be used to 
bring more variety and additional challenges to the 
game. 

The additional rules cover special troops, creatures, 

effects, situations, etc. which are not essential to the game, 

but might be needed for certain races, monsters etc. and can 

be used to bring more variety and additional challenges to 

the game. 



 

  

BRIGADE MARKERS 

At the start of the game, the composition and 
formations of the troops in a brigade are usually not 
known by the enemy. To represent this, Brigade 
markers can be used at the start of the game. The 
Brigade marker is a 24 x 16 cm base that is used on 
the gaming table instead of the miniatures.  

Each player must determine which brigade is 
represented by which marker before the game. For 
every one to three brigades one additional Brigade 
marker can be used. (i.e. 1 extra marker for 1-3 
Brigades, 2 for 4-6, etc.) This additional marker does 
not contain any troops but makes it more difficult 
for the opponent to know where the enemy is. 

Additional commanders and heroes can be part of a 
Brigade marker, but may be kept separate and 
visible on the table. 

BRIGADE MARKER ORDERS 

The brigade commander's order is used as the order 
for the marker. This can be changed by a superior 
commander during the Order part of the Command 
phase like any other Group or Unit.  

Any commanders or heroes placed visible on the 
table have their own order as normal. 

BRIGADE MARKER MOVEMENT 

Every Brigade marker has a move of 12, ignores 
difficult terrain and linear obstacles except 
impassable terrain, independent of what this 
marker represents. Brigade markers may not 
interpenetrate. Brigade markers manoeuvre similar 
to Groups and are considered as such for the 
determination of primary enemy, etc. 

Brigade markers can be used with the 24 cm or the 
16 cm wide edge as the front. To change the front 
of the brigade from one edge to another (e.g. 24 to 
16 or back to front) a reform order is required. 

A Brigade marker's movement initiative is 
determined by its order similar to any other troops. 

REVEALING BRIGADE MARKERS 

Brigade markers are revealed whenever the 
controlling player chooses, or when moving within 
10 cm and visible to an enemy, or when spotted by 

the enemy commander during the Order phase (see 
Spotting, page 46). 

When a marker is revealed, the troops of the 
brigade that was represented by this particular 
Brigade marker are placed in the position of the 
marker aligned to the front of the marker, and the 
Brigade marker itself is removed. If the troops do 
not fit on the marker, place additional elements 
behind the marker area. They can be combined into 
Groups if desired. 

The Brigade marker's order is given to the 
commander of that Brigade. The troops on the 
marker are given the same order to start with, 
(draw from container as usual as if issuing an order, 
but ignore 'fails'). These can be changed during the 
Order part of the Command phase as usual. 

RELAYING ORDERS 

In case of large battles, relaying of orders may be 
used to extend the range over which a commander 
can issue orders. If a target of an order is outside 16 
cm the order can be given to a messenger, who will 
move to the target unit or individual, and deliver 
the order on a subsequent turn.  

The messenger must be in base-to-base contact 
with the commander when receiving the orders. 
Make a note of the order to be delivered, or place 
the order counter carried by the messenger without 
looking and invisible to the opponent with the 
messenger. A recipient is specified for the order at 
the time of issuing it to the messenger. The order is 
issued to the recipient during the Command phase 
when the messenger is in base-to-base contact with 
the recipient. The initiative of the Messenger’s 
order is used for the timing of the order if relevant. 
Messengers may carry multiple orders or combined 
orders. 

Any element can be used as a messenger. The 
messenger element itself must be given March or 
Move orders (go to recipients and come back). They 
move during the Movement phase taking the orders 
with them to the specified Element or Group as 
quickly as possible (maximum movement speed, but 
avoid enemy contact). 

COURIERS 

Couriers are special elements dedicated to relaying 
orders. Division commanders and up (i.e. not 
Brigade commanders) have half as many couriers as 
they have Actions (round up) to relay orders. 
Couriers function as normal elements once 
deployed and have their own stats (see page 57).  

Couriers are placed in base-to-base contact with the 
commander when issued orders and return to their 



 

  

commander after delivering their order at which 
time they can be removed from the table. Couriers 
always start with appropriate Move or March 
orders. This does not take a separate order from 
their own commander and they can not be given 
other orders. 

Note: to issue an order via courier will require one 
Act. for the order carried. The courier’s Move or 
March order is automatic. For other messenger 
elements an additional Move or March order is 
needed requiring an additional Act. 

Note: The order is only revealed or drawn when it is 
delivered and can fail or be misunderstood as 
normal. 

Note: Couriers can be killed or routed like any other 
troops. This will reduce the number available to the 
commander for the rest of the game. 

TROOP ATTRIBUTES 

Several types of troops and creatures have special 
attributes or have special psychological behaviour 
or effect on others. 

AUTOMATON 

Automatons are troops that have no will of their 
own and are ‘programmed’ to perform a certain 
action. Every time Automaton troops should do a 
Stress check, they automatically receive Halt orders. 
No check roll is necessary. Automatons are fearless. 

Automatons will not accept stress from other 
troops or transfer stress to others during 
redistribution. They can transfer to their superior 
commanders or heroes. 

Automaton commanders do not interpret orders 
and will automatically issue identical order to their 
subordinate units or sub-commanders (up to their 
Act. limit as usual).  

Examples of Automaton troops are golems, 
constructs and certain elementals and undead. 

BERSERK 

Berserker troops are fighters that become frenzied 
when challenged or stressed. When Berserker 

troops do a Stress check, roll as normal, but all 
results except Rout (i.e. success, Halt and Retreat) 
will result in Attack orders instead. 

Draw the Attack counter as normal. If a fail is 
drawn, draw the normal Stress check result instead 
(the fighters did not go berserk). If a different order 
is draw, use that instead. 

Examples of Berserker troops are Orc fanatics, 
Norse berserkers, summoned demons, etc. 

BLIND PANIC 

Troops subject to Blind Panic lose all sense of friend 
or foe when they receive Rout orders. When 
moving, determine the direction of the rout 
randomly. Roll a d10 and consult the figure below 
for the direction of routing. Direction 1,2 is the 
direction of the enemy. To turn in any direction 
except straight ahead, will take half a move. After 
this, move the element in the determined direction 
interpenetrating all intervening elements both 
friendly and enemy and all terrain except 
impassable. If the element ends its move 
overlapping another unit and cannot be placed out 
of contact with the enemy, it is destroyed. For 
subsequent turns do the Rout move as normal. 

When routing through a unit, friendly or enemy, the 
interpenetrated unit receives stress as normal.  

Examples of troops subject to Blind Panic are some 
behemoths, animal herds, etc. 

FEAR 

Several types of creatures in the fantasy world are 
very intimidating or scary and are said to cause fear. 
Elements that come into contact with an Element 
that causes fear must roll a number of d10 equal to 
the Elements fear factor. The roll fails if the result is 
larger than the element's morale. For each failure 
add one stress. 

If an Element that comes into contact with a feared 
Element causes fear itself, roll a number of d10 
equal to its opponents fear factor minus its own 
fear factor. I.e. feared troops only fear troops that 
have a higher fear factor than themselves and the 
level is the difference in fear factor. 

Examples of Feared troops are dragons, demons, 
elementals and undead. 

1,2

310

6,7
8,9 4,5



 

  

Note. This takes place only at the initial contact, not 
when staying in contact for several turns. It goes for 
both enemy elements and friendly elements from 
other brigades.  

FEARFUL 

Fearful troops get nervous when getting close to 
the enemy. These troops function as normal units, 
but gain a stress every turn they see or become 
aware of a new enemy during movement (only one 
stress per turn). They will therefore do morale 
checks even before battle and are more difficult to 
get into the battle or might even retreat or flee 
before any combat. 

Examples of fearful troops are militia units and 
other untrained and unmotivated troops. 

FEARLESS 

Some troops have no sense of fear and are 
considered fearless. Troops that are fearless do not 
need to test for fear when coming into contact with 
an Element causing fear. 

Examples of fearless troops are some trolls, giants 
and undead. 

INDIFFERENT 

Indifferent troops are not affected by the plight of 
certain other (group of) troops. This can be due to 
rivalries, feuds, etc. No Stress can be redistributed 
to or from these troops (see p. 44), or receive stress 
due to routs or destruction from these troops. You 
must specify which troops (units, brigades, 
divisions, etc.)  are indifferent to each other. 

INDISCRIMINATE 

Indiscriminate troops have no sense of friend or foe 
and they will treat every unit or individual on the 
battlefield equally except their superior 
commanders and heroes. If a primary enemy must 
be determined for movement, shooting, etc. all 
units are considered enemy troops. If several are at 
the same distance, roll a die to determine which is 
considered the primary enemy for that action. Only 
by changing their primary enemy or leading them 
with a Hero or their Commander can you control 
their actions. 

Examples of Indiscriminate troops are some 
behemoths, some trolls, demons, etc. 

Note that troops riding on an indiscriminate 
behemoth are themselves not indiscriminate and 
will not attack friendly troops even if the creature 
does. 

INFERIOR 

Inferior troops are so distant or insignificant to the 
rest of the troops that they can not transfer stress 

to non-inferior troops, or cause stress due to routs 
or destruction to these troops. They can receive 
stress from non-inferior troops (see p. 44). 

Examples of inferior troops are swarms, herds or 
very weak troops. 

INSTABLE 

Some troops may be instable. This may be due to 
magic or some other cause. Instable troops have an 
chance of spontaneous destruction or disappearing. 
Instable troops have an undetermined Endurance. 
During the Morale phase, after redistribution of 
stress, roll d10 to determine endurance. If stress is 
higher than the rolled Endurance the unit or 
individual is destroyed as usual (see p. 19) and 
removed from play.  

Examples of Instable troops are demons and other 
summoned creatures such as most elementals or 
ethereal undead. 

Note. This is in addition to any Morale checks that 
might be required. 

MINDLESS 

Mindless troops have no will of their own and must 
be controlled. They ignore Morale checks and can 
therefore not be forced to retreat, or be routed in 
combat. Mindless troops are fearless. 

Mindless troops will not accept stress from other 
troops or transfer stress to others during 
redistribution. They receive no stress from routed 
of destroyed friendly elements. They can transfer to 
their superior commanders or heroes. 

Mindless troops revert to Halt orders per Group, at 
the end of each command phase unless the order is 
confirmed (spending 1 Act.). This is true for both 
mindless units and individuals. They must therefore 
be ordered each command phase or be led by a 
commander or hero to do anything else. 

Mindless commanders do not interpret orders and 
will automatically issue identical order to their 
subordinate units or sub-commanders (up to their 
Act. limit as usual). This happens immediately 
during the same turn. This allows one player or 
commander to control many more units than he has 
actions. 



 

  

Examples of mindless troops are skeletons, zombies 
and some elementals. 

REGENERATE 

There are certain troops that have regenerative 
powers so strong, it makes them very hard to kill. 
Troops that regenerate roll one die every turn 
during the Reform part of the Morale phase and 
remove one stress if they roll their regeneration 
level or lower. 

Examples of regenerating troops are trolls, 
vampires and certain nature spirits.  

SPECIAL MOVE 

Some troops, races or creatures have talents or 
abilities that allows them to move through certain 
types of terrain with ease. Several are distinguished; 

FOREST WALK 
Woods count one category easier (broken as open 
terrain and dense as broken terrain). 

CLIMB 
Steep hills count one category easier (broken as 
open terrain and dense as broken terrain). 

SCAMPER 
Ruins, build-up areas and rocky ground count one 
category easier (broken as open terrain and dense 
as broken terrain). 

SWIM 
Fords, marches, rivers and lakes count one category 
easier (broken as normal terrain, dense as broken 
terrain and impassable as dense terrain). 

FLOAT 
Can move over all ground and low terrain obstacles 
such as rocky ground, steep hills, marshes, water, 
etc. as if it was open terrain. 

SUPERIOR 

Superior troops are so distant or powerful with 
respect to the rest of the troops that they will not 
accept stress from non-superior troops, or receive 
stress due to routs or destruction from these 
troops. They can transfer stress to non-superior 
troops (see p. 44). 
Examples of superior troops are some knights, 
religious fanatics, and certain powerful creatures. 

UNWILLING 

When unwilling troops do a Stress check, roll as 
normal, but all results except Rout (i.e. success or 
Halt) will result in Retreat orders instead. 

Draw the Retreat counter as normal. If a fail is 
drawn, draw the normal Stress check result instead 

(the fighters are not unwilling). If a different order is 
draw, use that instead. 

Examples of unwilling troops are slave units, beasts 
and swarms. 

SPECIAL TROOPS 

Many types of troops in a fantasy background will 
not behave as simple combat troops and require 
special rules. For some common troops types these 
rules are listed below. They consist of specifications 
for psychology, confusion transfer limits and/or 
movement. 

ARTILLERY 

Artillery is a unit like any other but it has two stat 
lines to represent the pieces limbered up for 
movement, but unable to shoot, and one for being 
deployed for shooting. 

Artillery can use either set of stats, but can only use 
one as normal (see Multiple stat lines, page 9). 

Artillery normally has a different front for each stat 
line. I.e. the front is the side shooting (barrel, etc.) 
when deployed, while in limbered state, the front is 
to the back of the piece with animals etc. pulling.  

Note that this will might require the gun to be 
turned before deployment or after limbering up. 

front front

front front

 

Artillery in limbered (left) and deployed (right) 

configuration. 

E.g. Artillery stats of a ballista: 

Ballista 
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Limbered C(6) 1+0(0) - 4 4 6 - - 
Deployed O(1) 1+0(0) 1(30) 5 5 6 - - 

Limbered: animals to front  
Deployed: front arc, ballista to front 



 

  

BAGGAGE 

Armies require a lot of material in the form of food, 
shelters, supplies of arrows, fodder for horses, etc. 
to keep them functioning. This material is carried in 
the baggage train accompanying an army in the 
field. As the baggage train is very important to the 
army, it can be included in the game as an objective 
for your opponent or as part of a scenario.  

Baggage is a special unit and is on a 4 cm wide by 
8 cm deep base. It should contain models of carts 
and wagons, pack animals, etc. to clearly distinguish 
it from a fighting unit. Like any other unit it has 
stats that represent the fighting ability of the 
guards, cart drivers, cooks, etc. Most will have two 
stat lines. One for the baggage train when moving, 
which is poor in defence and one when set up in a 
defensive formation with no movement but better 
defence. When set up for defence baggage units 
can be used as a defended obstacle by other units 
ordered to defend it and provides hard cover. When 
used as a defended obstacle, the camp itself will 
participate in combat as usual. 

When destroyed or routed any friendly element 
that can see it, except the C-in-C and the heroes, 
will gain 1 stress. 

E.g. Example baggage stats: 
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Moving: C(10) 1+0(0) - 3 4 8 - - 

Defence: O(0) 2+0(0) - 5 5 8 - - 

 

BEHEMOTHS 

Behemoths are giant creatures that are led into 
battle and used to carry troops and/or fight 
themselves. It includes things like elephants, 
dinosaurs, giants beast, etc. All behemoths are 
considered to be in Close formation to represent 
their slow manoeuvring and problems with 
interpenetration. Behemoths can have two stat 
lines when in control and when going berserk, etc.  

Elephants: As other units with Blind panic.  
Dinosaurs: As other units with Berserk and Blind 
Panic and possibly Indiscriminate.  

E.g. Triceratops with troops in howdah. 

Triceratops 
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Controlled: C(10) 3+2(1) 1(20) 5 4 8 - - 

Uncontrolled: C(14) 2+3(1) - 5 4 8 - - 

Controlled: fear lvl 1 4 cm front. 
Uncontrolled: fear lvl 1,Berserk, Indiscriminate and Blind panic. 
Uncontrolled when not being led and when routing. 

 

Behemoths can be combined with separate troops 
riding on their back, etc. with their own stat line. 
This would only contain stats for Melee, Missile, 
and possibly Actions and Magic, as the other stats 
are determined by the behemoth being ridden. 
 

CAMP 

When an army stops its march, a camp is set up to 
provide facilities for cooking and tents for sleeping. 
Basically this is the baggage train set up in a semi-
permanent way. Like the baggage train, the camp is 
of great importance to an army and can be included 
as a game objective. 

Camps are units with movement speed 0, and have 
stats like any other unit. Like baggage it can be used 
as a defended obstacle by units ordered to defend it 
and provides hard cover. When used as a defended 
obstacle, the camp itself will participate in combat 
as well. 

E.g. Possible camp stats: 

Camp  
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 O(0) 2+0(0) - 6 6 10 - - 

 
When destroyed any friendly element that can see 
it, except the C-in-C and the heroes, will gain 1 
stress similar to a unit being destroyed within 4 cm. 

Routing troops consider their camp a safe place and 
will rout towards it if it is closer than a table edge. 
Once in the camp, routers will stay there as long as 
they are not threatened by an enemy, but will 
retain their Rout order. When threatened (an 
enemy element within one movement of the camp) 
the routers will leave the camp and rout towards 
the table edge as usual. 

COURIERS 

Couriers are troops not intended for combat but 
specifically intended to relay orders to subordinates 



 

  

outside a commanders command range of 16 cm 
(see 'Relaying orders', page 53).  

Commanders automatically have a number of 
couriers equal to half their Act. (round up). Couriers 
are normally only available to Division, Corp or 
Army commanders to extend their influence over 
the battlefield. Brigade commanders do not 
normally have couriers. 

E.g. stat line for mounted Courier: 

Courier 
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 I(20) 0+1(0) - 4 5 0 - - 

Note: Points for additional couriers only. 

ELEMENTALS 

Elementals are summoned personifications of 
natural forces. Most elementals will not fight unless 
controlled by their summoner.  Some elementals 
are instable. 

Elementals: As other units plus Mindless or 
Automation and possibly instable and 
indiscriminate. 

STANDARDS 

Many armies carry an item to inspire the troops. 
This can be the army colours, a relic, shrine or some 
other symbol. These are all considered the same in 
these rules and are called standards.  

A standard is an individual and has stats as normal. 
Like any normal element, confusion can be 
transferred to it but a standard has the regenerate 
attribute and can remove 1 stress in a turn 
depending on its status. 

E.g. Possible army standard stats: 

Standard 
(19) 
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 I(12) 1+0(0) - 5 6 2 - - 

- Regenerate attribute lvl. 10. 

 
Alternatively a standard can be added to another 
element (unit or commander) giving it the 
Regenerate attribute. 

UNDEAD 

Undead troops such as skeletons and zombies are 
Mindless and need to be controlled. They receive 
stress like other units, but do not take morale tests. 
They will continue to fight in combat until they are 
destroyed (when receiving more stress than their 
Endurance stat). Undead cause level one fear. 
Ethereal undead such as Ghosts or Wraiths are 
instable. 

Undead commanders can be Automatons or 
Mindless. Mindless commanders will require a new 
order every turn which they will pass on (same 
order phase) to subordinate troops and sub 
commanders. 

Undead: As other units plus Mindless (includes  
fearless) and causing fear level 1. Ethereal undead 
are also instable. Commanders can be Automatons 
or living. 

TERRAIN AND WEATHER 

Additional terrain features and battlefield 
conditions can be defined which will have an 
influence on the battle. 

BUILDINGS 

A single house would be very small at the ground 
scale used in the game and can be treated as a 
decorative feature and ignored during the game. If 
it is considered significant enough to influence the 
game, individual buildings and build up areas are 
assumed to represent an area of buildings, narrow 
streets, gardens, walls, etc. and are all treated the 
same in these rules.  

Buildings and build up areas count as semi-
transparent obstacles for line-of-sight and visibility, 
similar to woods. Only if the buildings are very large 
and solid, such as defensive works, will they count 
as blocking line-of-sight and visibility. (Make sure all 
players know how a building is treated before play 
starts.) 

For movement buildings and build up areas count as 
dense terrain. Walls can count as dense terrain 
obstacles or even impassable.  

For ranged attacks troops can claim hard cover 
when inside or directly behind buildings and build 
up areas. 

During close combat it can be used as a defended 
obstacle and provide cover depending on the build 
and sturdiness of the buildings in question. The 
troops must be in or behind the building to claim 
this defensive factor. 



 

  

BATTLEFIELD CONDITIONS 

Weather and the time of day influence the 
battlefield conditions and thereby influence the 
performance of the troops and thus the outcome of 
the battle. 

If you want to randomly determine the conditions 
during the battle, roll d100 once (one d10 for the 
tens and one d10 for the units, counting 00 as 100) 
on the conditions table below. The description of 
the condition includes the influence on the game. If 
your opponent agrees, you can allow specific troops 
or armies to ignore certain effects. E.g. undead 
would not be bothered by Freezing Cold. 

BATTLE CONDITIONS TABLE 
1-45 Normal weather. A good day for battle. The 
weather has no adverse effect on your troops. 

46-50 Summer heat wave. The scorching sun 
leaves troops weak and dehydrated, and less willing 
to wear armour. Reduce all defence by 1. Due to air 
shimmers, double distances for spotting. 

51-60 Perfect Weather. A sunny day with a light 
breeze that keeps the battling warriors cool. The 
perfect day for battle. Increase all morale by 1. 

61-63 Still air. As there is no wind, missiles are not 
blown off course over long distances. Increase the 
missile range of all units by 2 cm. 

64-67 High Winds. High winds make flight difficult. 
All units with the special ability of flight should 
reduce their movement rate by half when flying. No 
indirect missile fire possible. 

68-71 Thick Fog. A thick fog descends on the 
battlefield, drastically reducing visibility. Reduce all 
visibility to 10 cm. Spotting distance times ten. 

72-75 Torrential Rainfall. As rain pours down, the 
battlefield becomes waterlogged. All open terrain 
becomes broken terrain. Reduce all missile ranges 
to a maximum of 8 cm. Use of fire based weapons 
(blunderbusses, canon, etc.) is impossible. 

76-79 Thunder storm. Electric bolts light up the 
battlefield causing mayhem for magic users. Reduce 
Wisdom by two for all magic users with a minimum 
of 2. 

80-82 Hail. Large, icy hailstones pelt against the 
warriors' faces as they engage the enemy. Reduce 
the Att. and Imp. of all troops by 1 with a minimum 
of 1 and half all missile ranges. 

83-85 Freezing Cold. Low temperatures & icy 
winds leave your troops cold & distracted. Reduce 
each commanders number of Actions by 1 with a 
minimum of one. 

86-89 Snowfall. Thick snow causes difficulties for 
movement. All open terrain becomes Broken 
terrain. Broken terrain becomes Dense terrain. 

90-92 Icy Conditions. A Cold front has left the 
battlefield frozen. Reduce movement by half. All 
water (rivers, lakes, etc.) is frozen and becomes 
Broken terrain. 

93-96 Full Moon. The battle takes place at night, 
but bright moonlight means that close combat is 
unaffected. Double distances for spotting, 
Maximum missile range is 12 cm. 

96-100 Moonless Night. Pitch darkness hides the 
battlefield. Visibility is 20 cm unless target carries a 
light. Spotting distance times five. Half all 
movement. Reduce defence by 1, all Impetus by 1 
and reduce all missile ranges to a maximum of 6 cm. 



 

  

 

FLYERS 

 

 

 

 

 

 

 

 

 

 

 

Flyers have a major role in many fantasy stories, but present a bit of a challenge in wargaming due to the three 
dimensional movement and their impact on the rest of the game. This is therefore an attempt to incorporate 
flying troops and monsters, but it does not cover all aspects of flight as this would require a full game system 
specifically designed for it. As a result it focusses on their influence on the main battle and limits its influence 
somewhat to keep things playable. 

FLYER STATS 
Most flyers have separate lines of stats for their 
functioning on the ground and when flying. The 
player decides which line of stats to use (i.e. choose 
either flying or ground movement) at the unit's 
move initiative similar to other troops (see 'Multiple 
stat lines', page 9).  

Flyers are subject to the command rules (e.g. with 
regard to movement) like any other unit. 

Flyers can be both units and individuals. 

MOVEMENT 

When on the ground, flyers move like any other 
troops using the movement manoeuvres and use 
terrain penalties, etc. according to their order 
(individual, skirmish, etc.).  

When flying, flyers have a maximum speed, but also 
a minimum speed. Flyers with a minimum speed of 
0 can hover, float or are so manoeuvrable that they 
can stay air-born within their base area by circling 
or swooping around.  

ALTITUDE 
When flying the height above the ground is 
specified by the element’s altitude. Three altitudes 
are distinguished; low, medium and high. These 
altitudes are abstractions with respect to the 
ground troops and possible interactions. Use an 
indicator to show the altitude. E.g. a die can be used 
showing the number of the altitude (1 for low, 2 for 
medium and 3 for high). 

The possibilities of engaging an enemy at a different 
altitude are shown in the figure below. The 
possibility of a ranged attack are shown on the left, 
the option of close combat on the right. 
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When flying at any altitude, flyers can move freely 
over most other Elements and most terrain 
features. Flying troops ignore terrain penalties 
unless the terrain extends to their altitude. Terrain 
or Elements higher than 3 meters (forests, 
buildings, giants, etc.) impedes movement, visibility 
and line-of-sight at low altitude like any other 
difficult terrain. Terrain or anything on terrain 
higher than 20 metres can be considered at 
medium altitude impeding movement, etc. and can 
engage an enemy as if flying at that altitude. 

E.g. Flyers at all altitudes ignore terrain such as 
marches, hedges and steep hills. Flyers at medium 
or high altitude will ignore terrain such as forests, 
but flyers at low altitude do receive movement and 
stress penalties as if on the ground. 



 

  

In many cases it is most convenient to define the 
altitude with respect to an enemy or target. E.g. a 
flyer attacking troops on a city wall may be out of 
reach of ground troops (medium altitude) but at 
low altitude with respect to the troops on the city 
wall. By stating the intent of a movement, this is 
usually clear for both parties and interactions can 
be determined for the different troops. 

Distances between altitudes 
For ranged combat, stress distribution and orders 
the effective distance between is elements is 
affected by altitude. When both are at low or both 
at medium altitude the distance is not changed. If 
both are at high altitude and in edge-to-edge 
contact or the same Group the distance is not 
changed. If both are at high altitude but not in 
contact, increase the distance by 4 cm. If the one 
element is at ground or low altitude when the other 
is at medium altitude, increase the distance by 
4 cm.  

OVERLAP 
When on the ground or flying at low altitude, 
normal interpenetration rules apply with respect to 
elements at the same level. When flying at medium 
or high altitude, elements can interpenetrate any 
friendly troops at the same altitude without any 
penalty (they are considered to fly over or under 
them), but cannot end their movement over an 
element at the same altitude. Use normal overlap, 
interpenetration and ‘make way’ rules to determine 
the end position and stress.  

Flyers can end their movement overlapping other 
elements at other altitudes, such as ground troops. 
Make sure to indicate the position of the flying 
element so it is clear where they are to all players, 
as this is needed in subsequent phases and turns. 

MANOEUVRES 
To move flyers, use manoeuvres similar to ground 
troops but some manoeuvres may not be used. All 
flyers may use Advance forward, Wheel and Charge 
manoeuvres and the additional special Climb and 
Dive manoeuvres. Flyers with a minimum flying 
speed of 0 can use Advance to Side, to Back, About 
face, Pivot and Change facing, as well. 

Climb manoeuvre 
The Climb can be combined with other manoeuvres 
or combination of manoeuvres and takes the whole 
turn. When climbing, decrease the normal flying 
movement speed by d10 cm and move one level up. 
The flying Element is considered to be at the new 
level at the end of the movement. If the reduction 
reduces the movement below the flyers minimum 
flying speed, the climb is not successful and the 
flyer stays at the original level and moves at its 
normal minimal flying distance.  

This manoeuvre is also needed to take off from the 
ground when changing to the flying stat line at the 
end of the move. The half turn to change from the 
ground to flying (see page 9) is taken after the 
reduction to movement due to the Climb 
manoeuvre.  

E.g. A unit flying at low altitude encounters a 
forest and wants to climb above the treetops. 
Flying speed is 24 with a minimum of 18. As the 
unit wants to climb a d10 is rolled. The result is a 
4 resulting in a movement speed of 20 for this 
turn. The unit will fly 20 cm and will be at medium 
altitude at the end of the movement. Next 
movement will start at medium altitude and any 
shooting, etc., this turn is at medium altitude. If 
an 8 was rolled, the resulting speed would be 16, 
which is lower than the minimum distance, so the 
climb fails and the movement is the minimum 
flying speed of 18 and the unit remains at low 
altitude and may have to turn to avoid flying into 
the forest.  

Dive manoeuvre 
The Dive can be combined with other manoeuvres 
or combination of manoeuvres. When diving, 
increase the normal flying movement speed for the 
turn by d10 cm and move one level down. The 
flying element is considered to be at the new level 
at the end of the movement. If the element can 
hover (minimum speed is 0) it can choose whether 
it will move this additional distance or not before 
the d10 is rolled.  

E.g. if a flyer at Medium altitude wants to attack 
troops on the ground it must use a Dive 
manoeuvre to get to Low altitude. When it does it 
rolls d10 and moves its normal movement speed 

plus the indicated number of cm.  

Note that you need to anticipate altitude changes as 
it is uncertain where you will end your movement, 
you might overshoot your target. You will only be at 
the new altitude at the end of the movement. 

This manoeuvre is also needed to land. When 
starting at low level you will end your move on the 



 

  

ground. The half turn to change from the flying to 
ground (see page 9) is taken after the increase to 
movement due to the Dive manoeuvre. 

Note that you are considered to be on the ground at 
the end of movement for shooting and combat. The 
change in stat line from flying to ground is also done 
at the end of the movement. 

SWOOPING 
When flying over ground troops at low altitude, or 
other flying elements at the same altitude, the 
flying element can choose to fly in and attack in a 
specified location. This involves a temporary move 
into contact with the aim of initiating close combat, 
and moving on directly afterwards. (See also the 
compulsory movement with attack orders, page 49 
and the section below.)  

During the flyer’s movement, determine when the 
swoop takes place and mark this position clearly. If 
the elements contacted in this position would 
evade a normal attack, they will evade here as well. 
Then finish the flyer’s movement. 

Note that the target is still determined by the flying 
element’s order. If under attack orders this 
swooping position will be on the primary target as 
usual. 

COMPULSORY MOVEMENT 
Attack orders 
Flyers with Attack orders move as other units do 
and move towards and attack their primary enemy.  

 If minimum flying velocity is 0 they will hover or 
they can decide to dive and land but stay in base-
to-base contact. 

 If the minimum flying speed is larger than 0, and 
smaller than the distance to the enemy, they can 
stop moving at the end of the move and be in 
base-to-base contact. They will still be flying but 
do a primed attack. 

 If the distance is shorter than the minimum flying 
speed they will swoop (see swooping) over the 
enemy.  

 If the distance is larger than minimum speed plus 
the additional d10 movement and within 

maximum plus the d10, they can land during 
their movement into combat (using a dive 
manoeuvre) and therefore end on the ground. 

Note that if the enemy element is flying too, landing 
is not an option for continued attacks, so only 
hovering or swooping are possible. 

Harass orders 
Flyers with Harass orders will stay within one 
movement as usual of their primary target and at an 
altitude that will allow ranged attacks or a move 
into close combat in one turn. 

Defend orders 
Flyers must stay in place over the location they 
were at when given the Defend order as usual. This 
can be achieved by hovering, circling or landing. 
They may only move one movement distance away 
to attack an enemy element like any other ground 
element. 

Move or March orders 
Flyers will move either on the ground or flying along 
the specified path towards a specified location. This 
location can include an altitude. They will try to 
avoid contact as usual. When contacted they will 
evade. 

Reform orders 
Flying elements with reform orders will move at 
their minimum flying speed. If the minimum flying 
speed is 0 the element is stationary similar to 
ground troops. If the element has a minimum flying 
speed, the element will do a wheel manoeuvre at 
minimum flying speed (i.e. circle in one direction 
around a corner of the base). If for some reason 
neither is possible, it will have to land to reform. If 
the element is on the ground it must remain 
stationary as usual.  

Halt orders 
Flyers will stay in place by hovering if possible, circle 
using a wheel manoeuvre around a font corner or 
they will land (change stat line when away from an 
enemy) as quickly as possible (depending on 
altitude). If they cannot hover, circle and can not 
land, the order is changed to Retreat. 

Retreat orders 
Flyers with these orders will move away from the 
closest enemy like any other element using either 
ground movement or flying. This may involve 
changing altitude. Flyers with a minimum speed will 
usually be unable to face their enemy while 
retreating. 

Rout orders 
Any elements capable of flight that receive Rout 
orders will normally use a flying state to move away 
as quickly as possible. This can include increasing 
altitude if that puts it in a safer position. In which 



 

  

case the Climb manoeuvre is considered a move 
away from the enemy if the element is out of reach 
at the end of the move. Climbing can be used to 
avoid the About face manoeuvre when routing and 
stay flying. 

EVADE 
Flying elements contacted during the movement 
phase evade as normal (see ‘Evade’ page 32) and 
may use a Climb or Dive during the evade. If the 
element cannot avoid interpenetration of the 
attacker, due to orientation of the attack and limits 
on the manoeuvres available (e.g. due to minimal 
flying speed), a Swoop attack cannot be avoided, 
but an evade move will still be executed. If the 
attacker finishes its movement in contact, only the 
final situation is considered the close combat 
situation and the swoop is ignored. The 
interpenetration will cause stress as normal (one for 
interpenetrating an enemy element and possibly 
due to formation) for both elements. 

INDIVIDUALS 
Individuals capable of flying move as individuals 
when on the ground, but move the same as units 
when flying (no free turns, etc.).  

RANGED COMBAT 

The normal target rules of line-of-sight and visibility 
apply. In addition ranged attacks can only take place 
between ground, low and medium altitudes or 
between elements at high altitude (see Altitude 
page 60). Distance for shooting is increased by 4 cm 
if the shooter is at ground or low altitude when the 
target is at medium altitude, or the other way 
around, or when both are a high altitude. 

The shooting procedure is the same as normal 
shooting.  

An element which is attacked using a swoop attack, 
has ranged weapons and is able to do a primed 
attack versus the swoop attack, can do a ranged 
attack on the swooping element even if it moved 

out of range or arc by the end of movement. This is 
equivalent to normal ranged rules for elements in 
the first round of close combat (p. 37). 

Other elements that are flown over can either shoot 
at the flying unit at its end position, or fight it 
during fly-over.  

CLOSE COMBAT 

The combat procedure is the same as normal close 
combat. 

Flying elements are in combat if in base-to-base 
contact at the same altitude, or in contact or 
overlapping if at ground level and low altitude (see 
figure). The normal procedure for determining 
impetus, flanks and rear, multiple opponents, etc. is 
used. Attacks coming from the bottom or top are 
not considered flank attacks. Only if the attack 
comes from the proper side of the element (left, 
right or rear) are these counted.   

D IVE ATTACK 
When entering close combat after a dive 
manoeuvre ending up at low altitude, the element 
is still flying.  

When entering close combat after a dive 
manoeuvre which ends on the ground, the flyer will 
go to the Ground stat line if available and use that 
for subsequent combat.  

Combat involving partial contact of elements and 
multiple contacts are done as usual. Multiple 
enemies with full contact but at different altitudes 
are possible this way. Primed attack can be used. 

SWOOP ATTACK 
The position determined during movement as the 
swoop position is considered the location of the 
combat. At that position, the procedure is the same 
as if the attacking flying element was there at the 
end of the movement. A Swoop attack cannot be a 
primed attack, so only basic Att. is used, not Imp. 
and reach is 0 (note that bonuses for flank or rear 
are still used as normal). The element attacked by 
the swooping enemy resolves combat as normal 
(i.e. can be primed). 

FLY-OVER ATTACKS 
All other ground elements moved over at low 
altitude during movement, but not in contact at the 
end of the move and not shooting this turn, may 
make an attack on the flying element as if in small 
contact (max. ½ x Att. with a minimum of 1, not 
primed). Modify for fighting towards flank or rear as 
normal. If more flying elements pass over the 
element during this movement the attack dice are 
divided as done for multiple opponents.  



 

  

First roll the attacks of all elements moved over 
towards the attack/swoop position. Then work out 
the combat at the attack/swoop position, and 
finally the attacks of the elements moved over after 
the attack position in case of a swoop attack. This 
may have influence on the use of impetus or reach 
or the destruction of the flying element for 
subsequent positions. Determine which elements 
contribute to which combat during movement. 

DESTROYED FLYERS 
When a flyer is destroyed it is removed as usual. If a 
flyer is destroyed while flying, the normal stress is 
caused by the destruction, taking into account the 
additional distance between levels (see p.61). In 
addition it falls down, which will immediately inflict 
attacks equal to its Att. (not Imp.) on any troops 
directly underneath (consider partial contacts as 
usual and if multiple units are underneath distribute 
proportionally as if attacking multiple opponents). 

The flying unit flies over three units at low altitude 
and does a swoop attack on the middle unit. The 
flying unit moves to its end position, but players 
note the attack position on the middle unit. 

During the ranged combat phase elements can 
shoot at the present position of the flying unit. 
The last unit does a ranged attack instead of a 
close combat attack. The first unit does not have 
ranged weapons. The unit attacked by the swoop 
can perform a primed attack during combat, so 
may use its ranged weapons this turn. 

During the combat phase the first unit does an 
attack at ½ x Att. Then the swoop attack is 
worked out. The middle unit has reach 1 so can do 
its attacks before the flyer. Then the flyer does its 
attacks. The last unit has already used a ranged 
attack so can not do a close combat attack. 

MORALE 

REDISTRIBUTION 
Stress can be moved within the same altitude and 
between elements at low altitude and ground level, 
using the appropriate distance modifiers (see p.61) 
within the normal rules for distance, etc.  

REFORM 
If the reforming element is stationary or flying in a 
circle at minimum flying speed, not attacked and it 
did not gain stress, reduce stress by 2. In a flying 
Group, elements can change position while the 

front elements remain stationary or wheeling at 
minimum flying speed.  

STRESS AND RALLY CHECKS 
Morale checks are done for flying elements the 
same as for ground elements.  

COMMAND 

SPOTTING 
Spotting by and spotting of flying elements is the 
same as it is for ground elements. Note that terrain 
rarely blocks the view to a brigade marker. It is 
assumed that the additional distance due to 
altitude is compensated by a better view.  

ORDERS 
Issuing orders is considered the same but uses the 
appropriate distance modifiers (see p.61). Between 
ground level and at low altitude use normal 
distance. Between ground level or low altitude and 
medium altitude, add 4 cm to the distance. 
Elements at high altitude cannot be issued orders 
from, or issue orders to the ground, low or medium 
altitude. If both are at high altitude add 4 cm to the 
distance for determining command range unless in 
edge-to-edge contact. 

Other rules on orders remain the same. 

POINT VALUE AND GAME IMPACT 

Due to the nature of flyers, it is very difficult to 
express the strength in terms of points, as it is very 
dependent on the opponent and type of battle. The 
point values given are an estimate of game impact 
assuming normal command possibilities and similar 
opposing forces.  If you are the only one with flying 
troops, the air superiority can have a bigger impact 
than the point value of the flying elements 
represents. If you have a single flying unit without 
means to give it orders or lead it, it might be of little 
value. Please keep this in mind when planning 
battles. 

For competitive games consider limiting the 
number and type of flyers. 
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Magic is part of almost all fantasy worlds and it is therefore part of warfare. The magic in these rules is 
relatively low power and must be used in the right place at the right time to be able to change the course of 
battle. Although supernatural effects can be achieved by sorcerers through magic, by priest through divine 
intervention or by shamans through spirits, all are considered magic for the rules. 

Magic can be part of every phase of the game, 
depending on the effect. Magic spotting or issuing 
orders will take place in the command phase, 
speeding up units or halting enemies will take place 
during movement, and fireballs will be launched 
during combat.  

MAGIC PROFICIENCY 

Any creature or individual that can do magic has a 
certain proficiency in the supernatural arts which is 
specified in their stats. 

MANA 
Any creature or individual that can do magic has a 
magic power called Mana (Man.). This is the 
amount of magic he/she/it can summon. This varies 
from 1 to 8. This is equal to the number of d10 that 
can be rolled for magic during a turn.  

W ISDOM 
Any creature or individual that can do magic has a 
magic ability called wisdom (Wis.). This indicates 
his/her knowledge and ability to control magical 
forces. This varies from 1 to 8. A die roll must be 
equal to or lower than Wis. to score a magical 
success. It also determines the number of spells 
he/she/it knows. 

SPELL CASTING 

The magic user will cast the spell during the 
relevant phase. A Magic user that tries to cast a 

spell cannot do anything else that phase. (E.g. when 
casting a spell to slow down an enemy unit during 
the movement phase, the caster can not move 
herself). It takes 1 Act. to do magic in a phase 
(movement, ranged combat, close combat, morale 
and command phase) but more than one spell can 
be attempted in that phase. If magic is done in an 
additional phase, another Action must be spent. If 
the Magic user does not have Actions (such as a 
unit or individual with special abilities), it can only 
do magic in one phase each turn. 

The order of spells, is the same as for other actions 
in that phase but when contested is determined by 
initiative: 

 Movement phase: order is determined by the 
initiative number of the Magic users' orders as 
usual. 

 Ranged combat phase: all shooting including 
magic missiles is considered simultaneous, but 
when influencing others, initiative is used.  

 Close combat phase: order is determined by the 
Magic user's Reach. When several magic attacks 
are involved with the same Reach these are 
considered simultaneous. When influencing 
others, initiative is used. 

 Morale phase: order is determined by the Magic 
user's initiative and takes place before stress 
redistribution and any morale test (stress or rout 
test). 



 

  

 Command phase: order is determined by the 
Magic user's initiative. 

CASTING PROCEDURE 
To do a spell, a magic user must succeed in rolling 
as many successes as the complexity of the spell. A 
success is rolled if it is at or below the magic users 
Wisdom (Wis.). The magic user may use as many 
d10 remaining from his Mana (Man.) as desired to 
attempt a spell. 

For each spell that the caster tries to cast but fails 
(fewer successes than Spell Complexity) the caster 
gains one stress. This may bring the casters stress 
level above his endurance, destroying the caster. 

A magic user may try to cast spells as long as there 
are dice from his Mana left. 

E.g., A wizard with Man.=5 and Wis.=6 wants to 
cast a 'Weaken armour' (Ge6). He spends 1 Act. to 
cast spells in the Ranged combat phase. The spell 
is complexity 2 for this target, and the player 
decides to use 3 d10 from his Mana total of 5. He 
rolls 4, 7 and 9, which result in one success and 
two failures. As two successes are needed, the 
spell fails and the wizard gains 1 stress. The player 
wants to try again with the two remaining dice 
and rolls 1 and 6. These are both successes so the 
‘Weaken armour’ is cast and the target unit’s 
defence is lowered by 1 until the end of the turn. 

SPELL TARGET 
The target of the spell must be within the range as 
specified by the spell. The target must be visible to 
the caster. Commanders, Heroes and other 
individuals attached to Units can normally not be 
seen unless they are in combat with the caster or 
are much larger, such as a giant in a unit of humans. 
The target may also be the caster himself. 

D ISPELLING MAGIC 
Spells that have a temporary effect (i.e. not 
instantaneous or permanent) can be dispelled by 
casting the same spell again at the same target. This 
can also be done by other magic users. Normal 
casting rules apply. 

E.g. a  wizard casts a Magic mist to obscure vision 
and slow movement. As the opposing shaman 
also knows this spell (Ge8) and has a higher 
initiative she can try to cast the same spell to 
dispel the mist. 

SPELL LISTS 
For every magic user in the game a number of spells 
must be chosen. The maximum number of spells is 
equal to the magic user's Wisdom. 

MAGIC SPELLS 

Below is a selection of spells specified per phase in 
which they are cast. 

GENERAL SPELLS 
These spells have an influence over several phases 
of the turn and can be cast during any phase (i.e. 
during movement, ranged combat, close combat, 
morale or command phases). 

Ge1  Mind of stone, Strengthen mind, 
                  Iron heart, Calm mind. 

Spell compl.: Range:    Duration:  
1  20 cm  end of turn 
Target can be any element within 20 cm. The 
element becomes fearless. 

Ge2  Heal wounds, Spirit healing, 
 Herbal healing, Sooth mind. 

Spell compl.: Range:    Duration:  
1 indiv.  10 cm  Instantaneous 
2 unit (Mor. 5-) 
3 unit (Mor. 6+) 
Target can be any element within 10 cm. Remove 1 
stress from the element. Complexity 1 for 
individuals, 2 unit Mor. 5 or lower and 3 unit Mor. 6 
or higher and Mindless/Automaton troops. 

Ge3  Foul smell, Hideous Appearance,  
  Illusion of might. 

Spell compl.: Range:    Duration:  
1  20 cm  end of turn 
Target can be any element within 20 cm. Target 
element causes fear level 1. No effect if target 
already causes fear. 

Ge4 Frighten, Death vision. 
Spell compl.: Range:    Duration:  
2  10 cm  end of turn 
Target can be any element within 20 cm. Causes 
fear level 1 on the element. If fearless, or higher 
fear level, the spell has no effect. Target rolls on 
morale and gains one stress if failed. One per turn. 



 

  

Ge5  Body of stone, Magic armour, 
  Magic shield, Protective aura,  
         Shimmer, Obscuring mist. 

Spell compl.: Range:    Duration:  
2 (DF 5-)  10 cm  end of turn 
3 (DF 6+) 
Target can be any element within 10 cm. +1 to Def.  
with a maximum of Def.6 or 8 respectively. 

Ge6  Arrow magnet, Weaken 
      armour, Slow defence. 

Spell compl.: Range:    Duration:  
2  20 cm  end of turn 
Target can be any element within 20 cm. -1 to Def. 
Only one per element with a minimum of Def.1. 

Ge7 Wind blast, Magic storm. 
Spell compl.: Range:    Duration:  
3  20 cm  end of turn 
Create storm area of 8 cm diameter. Counts as 
broken terrain and ½Imp., ½Sht. and +1 to Def. 
(maximum of 8) of all elements in it. 

Ge8  Magic fog, Glamour, Mystic mist. 
Spell compl.: Range:    Duration:  
3  20 cm  1d10 turns 
Create fog/mist 8 cm in diameter (8 cm high). 
Counts as broken terrain and blocks vision and line-
of-sight. 

Ge9  Wither vegetation, Freeze 
    vegetation, Earth shaker. 

Spell compl.: Range:    Duration:  
4  10 cm  permanent 
Remove trees or scrub in area of 8x8 cm around the 
target point. 

Ge10 Rapid growth, Lush growth. 
Spell compl.: Range:    Duration:  
4  10 cm  permanent 
Grow trees or shrub in area of 8x8 or 4x12 cm. 
Game effects as normal open wood (broken 
terrain). If cast on open woods this turns to dense 
forest (dense terrain). 

Ge11 Cause instability, Dispel. 
Spell compl.: Range:    Duration:  
3  20 cm  Instantaneous 
Target can be any element within 20 cm. The 
element rerolls to determine Endurance for 
instability. Only possible if element is already 
instable. 

Ge12 Quicken, Hasten. 
Spell compl.: Range:    Duration:  
1  10 cm  end of turn 
Target element reduces initiative by 3 with a 
minimum of 1. This will affect movement, orders, 
etc. until the end of the turn, after which the 
element's normal initiative is again as indicated by 

its order counter. Only one Ge12 spell can be active 
on a target at a time. 

Ge13 Patience, Delay, Slow mind. 
Spell compl.: Range:    Duration:  
1  10 cm  end of turn 
Target element increases initiative by 3 with a 
maximum of 9. This will affect movement, orders, 
etc. until the end of the turn, after which the 
element's normal initiative is again as indicated by 
its order counter. Only one Ge13 spell can be active 
on a target at a time. 

Ge14  Phantom voice, Wind whisper,  
           Sprit voice, Telepathy. 

Spell compl.: Range:    Duration:  
1  0 cm  Instantaneous 
Target can be any commander in contact with the 
caster or the caster himself. Issue one command or 
order (requires action) to a target up to 1 metre 
distant. Orders are drawn as usual and might fail or 
be misunderstood as normal. 

Ge15 Summon weather. 
Spell compl.: Range:    Duration:  
10  Table  Permanent 
The weather during the game changes to that 
chosen by the caster.  Choose one from the list 
given in Battlefield conditions (page 59). The effect 
will influence all elements on the table equally. 

MOVEMENT SPELLS  
These spells influence movement, move elements 
during a turn or hold for the duration of the turn 
and influence final positions. All are cast at the 
initiative of the caster during the Movement phase. 

Mv1  Tanglefoot, Quicksand, Stumble,  
                                Slick, Paralyze. 

Spell compl.: Range:    Duration:  
2  20 cm  end of turn 
Target can be any element within 20 cm. Half the 
movement speed of the element. 

Mv2  Quickstep, Smooth earth,  
                      Magic march. 

Spell compl.: Range:    Duration:  
2  20 cm  end of turn 
Target can be any element within 20 cm. Increase 
basic movement of the element with 50%. 

Mv3 Beast master, Animal rider 
  Animal tongues 
Spell compl.: Range:    Duration:  
2  20 cm  end of turn 
Target can be any friendly animal unit (swarm, herd 
of non-intelligent creatures, behemoth, etc. but not 
mounts) within 20 cm. Control movement for one 
move and any following combat as if leading the 
unit. Does not require an Act. for leading. 



 

  

Mv4  Plane walker, Bifrost bridge,  
            Teleport, Spirit walk. 

Spell compl.: Range:    Duration:  
2 indiv./4 unit 0 cm  Instantaneous 
Move individual/unit 20 cm in any direction but not 
in direct contact with other element (minimum 
distance 2 cm). Element does not change 
orientation. Target element may still move if 
initiative is higher than caster’s. 

Mv5 Grow Bridge, Earth Bridge, Air walk. 
Spell compl.: Range:    Duration:  
3  0 cm  end of turn 
Create span across broken, dense or impassable 
terrain (8 cm wide, max 20 cm long). Counts as 
open ground. 

RANGED COMBAT SPELLS 
These spells influence ranged attacks or attack by 
magic at a distance and are cast during the Ranged 
combat phase. The order is determined by 
initiative, or is simultaneous for ranged attacks. 

RC1  Thorn blast, Stone storm, Assault of  
                stone, Fireball, Lighting bolt. 

Spell compl.: Range:    Duration:  
1  10 cm  Instantaneous 
A ranged attack by caster with Sht. 1 and Rng. 10. 
Limited and modified as normal ranged attack. 

RC2 True flight, Eagle eyes, Wind of destiny. 
Spell compl.: Range:    Duration:  
2  20 cm  end of turn 
Target can be any element with ranged attack 
within 20 cm. +1 to Sht. Only one per target 
element. 

RC3  Frostbite, Locust swarm, Bee swarm,  
                           Pest cloud, Foul wind. 

Spell compl.: Range:    Duration:  
3  10 cm  Instantaneous 
Target can be any element within 10 cm. Add 1 
stress. 

RC4 Blinding flash, Fog, Local storm. 
Spell compl.: Range:    Duration:  
2  20 cm  end of turn  
Target can be any element with ranged attack 
within 20 cm. The target formation cannot see to 
use ranged attack until end of turn. 

CLOSE COMBAT SPELLS 
These spells influence close combat or attack by 
magic and are cast during the Close combat phase. 
The order of attacks is determined by Reach of the 
caster and target as normal. For influencing others 
use initiative. 

CC1 Hand of death, Mighty strike. 
Spell compl.: Range:    Duration:  
2  0 cm  instantaneous 
Target can be any element in contact. Magic attack 
with Att. 2, Rch. 2. 

CC2 Combat strength, Blessed weapons. 
Spell compl.: Range:    Duration:  
2  20 cm  end of turn 
Target can be any element within 20 cm. +1 to Att. 
Only one per element. 

CC3 Combat weakness, Lead weapons. 
Spell compl.: Range:    Duration:  
2  20 cm  end of turn 
Target can be any element within 20 cm. -1 to Att. 
Only one per element. 

MORALE SPELLS 
These spells have an influence on the morale of the 
troops or commanders and are cast during the 
Morale phase. They have no effect if the target has 
no Morale (e.g. Mindless or Automaton). Moral 
spells take place before stress redistribution, any 
morale test and the order between spells is 
determined by the initiative of the caster. 

Mo1 Superiority, Illusion of grandeur. 
Spell compl.: Range:    Duration:  
2  20 cm  end of turn 
Target can be any element within 20 cm. Target 
becomes superior and will not accept stress during 
redistribution phase from any non-superior unit or 
stress caused by routing or destroyed non-superior 
units. 

Mo2  Inconsequential,  
          illusion of steadfastness. 

Spell compl.: Range:    Duration:  
3  20 cm  end of turn 
Target can be any element within 20 cm. Target 
becomes inferior and will not transfer stress during 
redistribution phase to any non-inferior element. 

Mo3 Strengthen mind. 
Spell compl.: Range:    Duration:  



 

  

1 indv./3 unit 20 cm  end of turn 
Target can be any element within 20 cm. +1 to 
Morale. Only one per element with a maximum of 
Mor.9. 

Mo4 Confuse, Demoralise. 
Spell compl.: Range:    Duration:  
1 indv./3 unit 20 cm  end of turn 
Target can be any element within 20 cm. -1 to 
Morale. Only one per element with a minimum of 
Mor.1. 

Mo5 Strike with doubt. 
Spell compl.: Range:    Duration:  
1 indv./3 unit 20 cm  end of turn 
Target can be any element within 20 cm. Force 
normal stress test if element did not need to test 
this turn. Only one stress test per element per turn. 

COMMAND SPELLS 
These spells influence spotting, orders or the issuing 
of orders and are cast during the command phase. 
Sequence is determined by the initiative of the 
caster. Magic orders can be overruled by new 
orders from the element's superiors in the same 
turn if their initiative is higher. 

Or1  Cause animosity, Cause hatred,  
                           Touch of Frenzy. 

Spell compl.: Range:    Duration:  
3  20 cm  Instantaneous 
Target can be any non-routing element within 20 
cm. Change orders of the element to Attack. 

Or2 Steal mind, Indecision. 
Spell compl.: Range:    Duration:  
3  20 cm  Instantaneous 
Target can be any non-routing element within 20 
cm. Change orders of the element to Halt. 

Or3 Cause panic, Break will. 
Spell compl.: Range:    Duration:  
3  20 cm  Instantaneous 
Target can be any non-routing element within 20 
cm. Change orders of the element to Retreat. 

Or4 Create undead. 
Spell compl.: Range:    Duration:  
1 per 5 points 0 cm  permanent 
Create undead unit. This is an undead version of a 
unit destroyed during the battle. Stats as destroyed 
unit except: Mov.-2, Att.-1 (min. 1), Imp.-1 (min. 0), 
Mor.=M (mindless), End.-2 and Act., Man. and 
Wis.=0. Complexity is the original unit's point value 
divided by 5 rounded up. Initial order is Halt. 

R ITUAL SPELLS 
Some of the spells listed are very difficult to cast by 
normal magic users due to the high Spell 
complexity. To overcome this problem and to make 

more complex spells possible, magic users can make 
use of rituals. Rituals allow a magic user to collect 
Mana over several turns to achieve the necessary 
magical successes. 

If a magic user wants to cast a spell as a ritual, he 
cannot do anything else as long as the ritual lasts 
except spend 1 Act. to reduce his own stress during 
Reform as usual. Any other activity, including 
movement, will disrupt the ritual. Any damage to 
the magic user from a ranged or close combat 
attack will disrupt the ritual. The magic user cannot 
fight back without disrupting the ritual. 

The magic user must first cast the 'Start magical 
ritual' spell successfully at the beginning of the turn 
(during the movement phase).  

After this he can cast the 'Charge ritual' spell at the 
chosen complexity. If successful, a number of Mana 
dice equal to the chosen complexity will be added 
to the Ritual power pool. If the 'Charge ritual' spell 
fails the Magic user gains a stress as usual and there 
is no addition to the pool, but the pool remains 
intact. 

If the magic user maintaining the ritual casts any 
spell other than 'Charge ritual', he will use the pool 
as extra Mana dice in the casting of that one spell, 
which is cast as normal. This is in addition to any of 
the magic users own mana he wants to use. This 
automatically ends the ritual and all Mana will be 
used. A failure to cast this final spell successfully is 
considered a disruption of the ritual. 

If the ritual is disrupted, the caster must control the 
excess of Mana to avoid further damage to himself. 
Roll on the casters Wisdom for each multiple of his 
basic Mana there is in the pool or fraction thereof. 
Gain one extra stress for each failed roll. 

Mv6 Start magical ritual. 
Spell compl.: Range:    Duration:  
2 0 cm  until spell cast  
 or disruption. 
Start a magical ritual to collect and store Mana. 

Mv7 Charge ritual. 
Spell compl.: Range:    Duration:  
Players choice 0 cm  Instantaneous 
Add the chosen complexity as Mana to the ritual 
pool. 

E.g.: A necromancer (Man.: 6, Wis.: 6) wants to 
create an undead unit of 35 points which is a spell 
of complexity 7. As this is beyond his power he 
starts a ritual. First turn the 'Start magical ritual' 
spell is cast using 5 dice, which is successful. Then 
the 'Charge ritual' is cast choosing a complexity of 



 

  

1 rolling with the remaining die and this is 
successful too, putting one Mana die in the pool. 
Next turn the necromancer chooses to go for two 
complexity two 'Charge ritual' spells with 3 dice 
each and fails one and succeeds with the other. 
The necromancer gains one stress as a result and 
the ritual pool gains two Mana dice. Over the next 
two turns he does the same thing and manages to 
collect another six Mana dice in the pool at the 
cost of another stress (as the stress can be 
reduced using 1 Act. per turn this need not be a 
problem, although a mage with only one Act. 
would have to stop casting a turn, as this would 
use up the Act. needed for reducing his stress). 
With 9 Mana in the ritual pool and his own 6 
Mana he takes the chance of casting the 'Create 
undead' spell. He casts 15 dice for the required 7 
successes. If successful, the unit is created and the 
ritual is ended. If unsuccessful, he gains one stress 
for failing the spell as usual. In addition he must 
do two Wisdom tests (9 Man. in the pool 
compared to his basic Man. of 6) gaining one 
stress for each failed test. 

Multiple casters 
More than one magic user can participate in a 
ritual. One magic user is the controller of the ritual 
and he/she must start the ritual and finally cast the 
spell the ritual is intended for. Other magic users in 
base-to-base contact with the controller can use the 
'Charge ritual' spell to add Mana to the ritual. They 
cannot do anything else that turn except reform. 

If the ritual is disrupted or the controlling magic 
user is destroyed, and another magic user is in 
base-to-base contact with the controller, this magic 
user must roll for controlling the magic flow just like 
the controlling magic user. They also roll on the 
their own Wisdom for each multiple of their basic 
Mana that is in the pool or fraction thereof. Gain 
one extra stress for each failed roll. If more than 
one magic user is in contact, all do these tests.  

Note that involving lower level supporting mages in 
a ritual can put them at considerable risk, as they 
might have to do a large number of Wis. tests if 
things go wrong, which could be fatal. 

ARTEFACTS 

Magic items or artefacts are common in fantasy 
literature, movies and games. Usually these are 
fairly rare and only a few would be available to an 
army. It is rather unlikely that, for example, enough 
identical magic boots would be available to increase 
the speed of an entire unit. It is advisable to limit 
them to a few per army. However, if all the players 
decide that they want more than the number 

suggested here based on background, personal 
preference, etc. go right ahead. However, note that 
magic items can cause unbalance in the game if 
used in large numbers or in certain combinations. 

Many magic items will give bonuses to specific stats 
of the element carrying the item. Magic weapons 
can give bonuses to Att., Imp., Rch., Sht., Rng., etc. 
Amulets, charms, rings or other items can give 
bonuses to Morale or Endurance, magic boots can 
give bonuses to Move, etc. Others provide an 
attribute to the element, such as Fearless or 
Regenerate. Such items can safely be included into 
an army. Simply calculate the cost of the element 
with the magically enhanced stats and attributes 
and use those during the game.  

In addition, magic items can influence some of the 
rules of the game. E.g. a magic standard in a unit 
can allow an element to ignore difficult terrain, etc. 
Some suggestions are given below, but this is only a 
fraction of the possible items. The point value is 
given as an absolute point value (e.g. +10), or as a 
percentage of the point value of the element that 
carries it (e.g. +10%). However, the point value is 
impossible to set correctly as it depends on its use 
in the game, and these items are more likely to 
unbalance the game, so use them with care. 

Ar1  Standard of inspiration,  
         Casket of healing, Blood stone.  

Description: points: +100% 
-1 stress from element during Reform phase. 

Ar2  Heart stone, Incense of calm,  
                     Altar of reform. 

Description: points: +30 
Allows Rout check to Routing elements within 16 
cm as if ordered by commander or hero. 

Ar3  Vessel of power, Soul stone,  
                         Magus jewel.  

Description: points: +30 
Ready Ritual spell. Serves as a collection vessel for 
magic power similar to the Magic Ritual spell. It can 
be charged using the Charge Ritual and all other 
rules for rituals apply. The first Magic user to 
Charge the artefact is the caster of the ritual. If the 
caster is destroyed due to the ritual failing, the 
artefact is destroyed as well. 

Ar4  Mindstone, Necron’s voice  
         Crystal of remembrance. 

Description: points: +20% 
Allows Mindless, Berserk or Fearful commanders to 
remember their orders. They will not require 
conformation of their order anymore. 



 

  

 

SOLITARY PLAY 

 

 

 

 

 

 

 

 
 

 
If you want to play a game, but find yourself without an opponent, or if you want to try out the rules or some 
new type of troops, the following rules allow you to determine the actions of an opposing army without the 
need to switch sides the whole time. Even if you have an opponent, for some scenarios it can be fun to have a 
third, independent, autonomous force interfering with you and your opponent’s plans. Think of a local tribe 
defending a forest or valley, a local guard regiment defending a town or bridge, or an army wanting to cross the 
battlefield. These rules can serve as guidelines to determine the actions of troops not played by a person, but 
they do not cover everything and you should use common sense in other situations. 

GAME SETUP 

Give the autonomous army 15% more points to 
compensate for the lack of leadership.  

Set up the game as normal. Start similar troops 
(cavalry, skirmishers, archers, etc.) within a brigade 
as a group. Give all commanders and heroes the 
Attack order, all combat troops Attack orders and 
all missile troops Harass orders. 

Note that this is for solitary play. For scenarios other 
orders can be chosen at the beginning of the game 
such as Defence. 

GAMEPLAY 

Use the following procedures to determine the 
autonomous army’s actions during the different 
game phases. 

MOVEMENT 
Troops will move according to their order's 
compulsory movements.  

Commanders will stay approximately in the centre 
of their command (brigade, division, etc.) to have as 
many elements of their command within command 
range as possible.  

Heroes will move with the brigade they originally 
were assigned to during set-up and stay in the 
centre or near elements outside the brigade 
commander’s range, until close combat starts, in 
which case they move to the centre of the combat 

(attach to element in combat if single element, or 
rear of combat elements if more than one).  

The C-in-C if not in command of a brigade will move 
in between two brigade commanders, closest to the 
enemy, unless there is a commander that needs its 
order changed, in which case it will move to that 
commander. 

RANGED COMBAT 
All troops capable of ranged attacks will shoot at 
their priority target.  

Heroes and Commanders will not shoot. 

CLOSE COMBAT 
All troops in contact will fight according to the 
normal rules. If possible they will turn to face the 
strongest enemy. 

Heroes and Commanders will not fight in close 
combat unless forced by the opposing army. 

MORALE 
Redistribution is done as usual by moving a stress 
point from the element with the highest stress to 
each neighbouring element until all have received 
one stress or this is no longer possible (normal rules 
apply). This is done in the following order: 

 to Heroes 
 to Commanders 
 to Closest element, if more than one: 



 

  

 Elements not in combat themselves, if more than 
one: 

 Elements to its rear, if more than one: 
 Element with the lowest stress, if more than one: 
 Left to right, back to front. 

As normal, no redistribution may cause the 
receiving element to end up with a higher stress 
than the one distributing or go higher than its 
endurance. 

If several elements have the same amount of stress, 
start redistribution on the left and move to the 
right. 

Reform one stress with all commanders and heroes 
that have stress. 

Moral checks are done as normal and change the 
orders accordingly. No attempts are done to rally 
routing troops. 

ORDERS 
The C-in-C and Commanders will first try to change 
the order of subordinate Commanders back to 
Attack. Then they will use remaining Action points 
to change the orders of elements. 

The Commanders with Attack orders will use all 
remaining Action points to change orders back to 
Attack for close combat units and Harass for missile 
troops. This is done in the following order: 

 Element with Retreat orders then Halt orders, 
then others. If more than one: 

 Elements in contact with enemy, if more than 
one: 

 Elements with highest Att., if more than one: 
 Elements with lowest number of stress, if more 

than one: 
 Left to right, front to back. 

If the Commander has other orders (Retreat, Halt) 
due to a failed morale check, give those orders 
instead of the Attack order. In the following order: 

 Closest Element, if more than one: 
 Element with highest number of stress, if more 

than one: 
 Element with lowest Att., if more than one: 
 Left to right, back to front. 

 

 



 

  

Army Builder 

The army needed for the game can be chosen from the army lists 

or constructed according to your own wishes. All basic 

information is given here on the construction of an army.  

 



 

  

 

ARMY DESIGN 

 

 

 

 

 

 

 

 

 

Choosing an army for ‘For Reign or Ruin’ is more than picking the troops you like, as much of the playstyle of 
the army is determined by the selection of command structure, command quality in a combination with the 
troops. There are some requirements and limitations to what you can do to make sure this playstyle and the 
game challenges are maintained. This section specifies how an army is designed, how to determine a point 
value and several army lists are provided to start with. 

SELECTING AN ARMY 

To select an army using the lists you will have to: 

 First select which list you want to use. Apart from 
the race and type of troops the army consists of, 
this will also determine the set of order counters 
you will use and the overall military structure. 

 Determine the army structure you want to use, 
the number of Brigades, Divisions, etc. and the 
commanders needed for this. 

 Select the troops of every subcommand. Usually 
this is a selection of units that together forms a 
Brigade under a commander.  

 Select higher level commanders for Divisions, 
etc. as necessary, possibly with their own troops. 

 Select Heroes, to give you some extra flexibility 
and control. 

 Select any Magic users which can be either 
Commanders or Heroes and choose their spells. 

 Optionally select extra things at army level such 
as additional messengers for higher level 
commanders, standards, magical items and 
artefacts, etc.   

The number of commanders, heroes and magic 
users is limited by point value, the number of 
Actions that are available and a maximum number 
of Mana and Wisdom points. These are determined 
by the points value of the army and the number of 
elements. 

POINT VALUE 

You can construct an army without calculating 
points and have fun with it as a good game does not 
need both sides to be closely matched. However, if 
you want to compare the strength of one army with 

another and have closely matched armies, e.g. for 
tournament play, you can calculate the value of 
your forces or work towards a certain points value.  

When determining the point value of your army 
calculate the cost of all commanders, heroes, 
troops and special items and add them together. 
Then determine the point value of the orders set 
used, which is a percentage of the previously 
determined troop value. This is then added to find 
the total army point value. 

E.g. your troops are 500 points, and your 
commanders 170. Heroes cost another 60 and 
some special item is 50. This brings the total to 
780 points. The orders set used costs -8% for the 
troops, so it has a point value of 500 x -0,08 = -40 
points. This gives a final points value of 780 -

 40 = 740 points. 

If working towards a certain point total, start by 
subtracting the point value of the order counter set 
used. So if you want an army of say 700 points, and 
the counter set cost 8%, it will cost 8% of 700=56 
points and you should have around 644 points to 
spend on the commanders, troops, etc. Check your 
total point value at the end. 

You can expect to spend 200 to 250 points on each 
Brigade including its commander. In addition you 
probably have to spend points on commanders for 
the higher organisational levels.  

You should save some points to spend on additional 
troops at higher levels (division, corps, etc.), magic, 
heroes and other optional extra's as most army list 
require some of them.  



 

  

ARMY LIMITATIONS 

Several limits are placed on the number of 
command actions and magic based on army point 
total and composition. 

MAGIC LIMITATIONS 
The number of magic users and their ability is 
limited by the chosen magic level of the 
background. For the lists below, assume a magic 
level of 7%.  

You can choose magic users up to a total of: 7% (the 
magic level) of the total army points value for the 
maximum total sum of Mana times Wisdom of each 
magic user.  

Note that this does not involve inherently magical 
troops with Mana and Wisdom but without Actions. 

If the total point value is 740 from the previous 
example, you have 7% of 740=52 point to spend 
on Mana x Wisdom points for magic users. 

This could be a single 7/7 mage (7x7=49) or two 
5/5 mages (5x5 + 5x5 = 50) or any other 

combination. 

For each magic user you must choose a number of  
spells equal to their Wisdom. 

ACTIONS LIMITATIONS 
The number of Actions (Act.) available for your 
army (and therefore the number and quality of 
commanders and heroes) is dependent on the size 
of the army and is calculated using Leadership 
points. 

The number of Leadership points is: 
 The number of Units, Individuals and 

Commanders, i.e. elements that require orders. 

These Leadership points can be used to assign 
actions. It takes two Leadership points to give a 
commander one Action and one Leadership point to 
give a Hero one Action.  

Each magic-user starts with one action and you can 
add Actions using leadership points as usual. 

For an army with 14 units and 2 commanders you 
will have 16 Leadership points.  

For this you can have e.g. one commanders with 4 
Act. (8 leadership points) and one with 3 Act. (6 
leadership points) and two Heroes with one Act. 
each (1 leadership point each). A Mage would 
start with one Action which you could raise to 2 
Act. using 1 leadership if he is a hero or 2 

leadership if he is a commander.  

Note that heroes do not count towards determining 
the number of Leadership points, only commanders.  

LEADER LIMITATIONS 
The total number of points spent on commanders 
and heroes may not exceed 25% of the army total. 

TROOPS 
Although there are no formal limitations on the 
choice of troops beyond the total point value, it is 
advised you select a mix of mostly average troops 
with some poor and good troops. There is no one 
winning super troop type, and all troop types are 
useful. Combinations of troops give you the best 
options for tactics of combined arms, enough 
troops to be flexible and not get hopelessly 
outnumbered, adapt to different opponents, etc.  

TUNING 

Getting an army to conform to all requirements 
takes some fine-tuning. Tune your army by 
upgrading or downgrading the commanders, 
heroes, mages and troops to fit the desired points 
value of your army and the number of Actions and 
amount of magic. There are many different 
commanders, heroes and mages in the lists 
specifically for this purpose. 

The online army lists have point calculators for all 
these values and allow for easy tuning. 

ARMY FORM 

Once you have determined what your army will 
look like, you can fill out an army form with the 
stats of all troops. This should be done according to 
the army command structure so you can see who 
can issue orders to whom.  

There is also a section to list the spells for each 
magic user. Make sure you list both the name and 
the identifier so you can easily see in what phase 
you can use it and find the spell in the rules should 
you need it.  

The form also has space to personalise your army 
and record information used in campaigns. 

With that you have all the information you need to 
use your army in a 'For Reign or Ruin' battle. 

PERSONALISING YOUR ARMY 

To add some flavour and increase your involvement 
with your army, personalise brigades, divisions and 
individuals in your army. Use names for the 
organisational sections, ranks and titles of your 
army that are in line with its background. Refer to 
them as tribes, legions, companies, etc. and name 
them if it is appropriate. Referring to 'the wolf clan' 
makes things more interesting than referring to 
brigade two.  



 

  

Even if you do not name all your units and brigades, 
name your top commanders and heroes. In addition 
you can choose a nickname or title. 

You can choose the names any way you like. If you 
have trouble coming up with appropriate names 
and titles, there are plenty of random name 
generators to find online. You can find links on the 
website. The idea is to help you think of your army 
as something with a personality and help tell its 
story.  

ORDER COUNTERS 

The set of order counters used with an army will 
reflect its initiative and the quality of 
communication. I.e. how often does an order go 
astray or is misunderstood. To this end an order set 
must be selected determining the number of fails 
and wrong orders chosen. 

ORDER SET SELECTION 

Order sets are a combination of initiative and 
communication.  

With respect to initiative, armies are considered 
either, Eager, Cautious or Normal. 

Eager armies have a higher percentage of lower 
initiative numbers and more often move before the 
other army. The alternative orders would be attack 
rather than halt.  
Normal armies have average initiative and the 
alternative orders would generally go towards 
defend or halt.  
Cautious armies have a higher percentage of higher 
initiative numbers and can generally react to the 
other army. The alternative orders would probably 
be defend or retreat.  

The communication within the armies is considered 
to be Good, Average or Poor. 

Poor communication represents difficult messaging 
or simpler command structure, untrained troops or 
disobedient or stubborn commanders, and will have 
more failures and alternative orders. 
Average communication results in fairly reliable 
issuing of orders. 
Good communication represents advanced 
messaging, better training and more obedient 
commanders, and will have fewer failures and 
alternative order. 

These initiative and the communication options 
results in nine different sets of orders. The army 
lists specify the counter set for each army. If you 
make your own list, pick a combination that seem 
appropriate for the natural tendencies of your 
army.  

STANDARD COUNTER SETS 

All nine sets can be put together from the general 
counter sheet provided using these tables, or you 
can use one of the specific order counter sheets 
from the website. 

A table is given for each set listing the number of 
counters of a specific initiative for each order and 
the extra counters that must be included with that 
order. For example, the first table lists the order 
counters for troops with normal initiative and 
average communication. In the row for the Attack 
order, is listed that fourteen counters of initiative 
four, fourteen of initiative five, fourteen of initiative 
six and fourteen of initiative seven, must be present 
in the container plus six fail counters, one defend 
counter, one harass counter and one halt counter. 
These last ones should also be from the Attack 
counter section. For the Defend order container it 
should have fifteen with initiative two, fifteen of 
initiative three, fifteen of initiative four, five fails, 
one harass and one attack, etc.  

The content of the 'standard' nine sets is as follows: 

NORMAL , AVERAGE 

Order Initiative Extra 
 0 1 2 3 4 5 6 7 8 9  

Attack     14 14 14 14   

6x fail 
1x defend 
1x harass 
1x halt 

Harass         15 15 15 
5x fail 
1x attack 
1x halt 

Defend   15 15 15      
5x fail 
1x attack 
1x harass 

Move  19 20        
4x fail 
1x retreat 
1x march 

March  13 13        3x fail 
1x move 

Reform  13 13        3x fail 
1x halt 

Halt  4 4 4 4 4 4 4 4 4 1x fail 



 

  

2x retreat 

Retreat  20 20        
1x fail 
1x rout 
1x halt 

Rout 30          1x retreat 

 

EAGER ,  AVERAGE 

Order Initiative Extra 
 0 1 2 3 4 5 6 7 8 9  

Attack     17 15 13 11   
6x fail 
2x defend 
1x harass 

Harass         18 15 12 
5x fail 
1x attack 
1x defend  

Defend   18 15 12      
5x fail 
1x attack 
1x harass 

Move  19 20        
4x fail 
1x halt 
1x march 

March  13 13        3x fail 
1x move 

Reform  13 13        3x fail 
1x halt 

Halt  5 5 5 4 4 4 3 3 3 1x fail 
2x retreat 

Retreat  20 20        
1x fail 
1x halt 
1x rout 

Rout 30          1x retreat 

 

CAUTIOUS , AVERAGE 

Order Initiative Extra 
 0 1 2 3 4 5 6 7 8 9  

Attack     11 13 15 17   
6x fail 
2x defend 
1x halt 

Harass         12 15 18 
5x fail 
1x halt 
1x retreat  

Defend   12 15 18      
5x fail 
1x halt 
1x harass 

Move  19 20        
4x fail 
1x halt 
1x retreat 

March  13 13        3x fail 
1x halt 

Reform  13 13        3x fail 
1x retreat 

Halt  3 3 3 4 4 4 5 5 5 1x fail 
2x retreat 

Retreat  20 20        
1x fail 
1x halt 
1x rout 

Rout 30          1x retreat 

 
Average quality communication counters sets do 
not add to the army point value.  

NORMAL , GOOD 

Order Initiative Extra 

 0 1 2 3 4 5 6 7 8 9  

Attack     14 14 14 14   
4x fail 
1x defend 
1x harass 

Harass         15 15 15 
3x fail 
1x attack 
1x halt 

Defend   15 15 15      
3x fail 
1x attack 
1x harass 

Move  19 20        3x fail 
1x halt 

March  13 13        2x fail 
1x move 

Reform  13 13        2x fail 
1x halt 

Halt  4 4 4 4 4 4 4 4 4 1x fail 
1x retreat 

Retreat  20 20        
1x fail 
1x rout 
1x halt 

Rout 30          1x retreat 

 

CAUTIOUS , GOOD 

Order Initiative Extra 
 0 1 2 3 4 5 6 7 8 9  

Attack     11 13 15 17   
4x fail 
1x defend 
1x harass 

Harass        12 15 18 
3x fail 
1x halt 
1x retreat 

Defend   12 15 18      
3x fail 
1x harass 
1x halt 

Move  19 20        3x fail 
1x halt 

March  13 13        2x fail 
1x halt 

Reform  13 13        2x fail 
1x retreat 

Halt  3 3 3 4 4 4 5 5 5 1x fail 
1x retreat 

Retreat  20 20        
1x fail 
1x rout 
1x halt 

Rout 30          1x retreat 

 

EAGER ,  GOOD 

Order Initiative Extra 
 0 1 2 3 4 5 6 7 8 9  

Attack     17 15 13 11   
4x fail 
1x defend 
1x harass 

Harass         18 15 12 
3x fail 
1x attack 
1x defend 

Defend   18 15 12      
3x fail 
1x attack 
1x harass 

Move  19 20        3x fail 
1x halt 

March  13 13        2x fail 
1x move 



 

  

Reform  13 13        2x fail 
1x halt 

Halt  5 5 5 4 4 4 3 3 3 1x fail 
1x retreat 

Retreat  20 20        
1x fail 
1x rout 
1x halt 

Rout 30          1x retreat 

 
Good quality communication order sets cost an 
additional 8% of the total army point value. 

NORMAL , POOR 

Order Initiative Extra 
 0 1 2 3 4 5 6 7 8 9  

Attack     14 14 14 14   

9x fail 
2x defend 
1x harass 
2x halt 

Harass        15 15 15 

8x fail 
1x attack 
1x halt 
1x retreat 

Defend    15 15 15      

8x fail 
1x attack 
1x harass 
1x halt 

Move  19 20        

6x fail 
1x retreat 
1x halt 
1x march 

March  13 13        
4x fail 
1x move 
1x halt 

Reform  13 13        
4x fail 
1x halt 
1x retreat 

Halt  4 4 4 4 4 4 4 4 4 2x fail 
2x retreat 

Retreat  20 20        
1x fail 
1x rout 
1x halt 

Rout 30          1x retreat 

 

EAGER ,  POOR 

Order Initiative Extra 
 0 1 2 3 4 5 6 7 8 9  

Attack     17 15 13 11   

9x fail 
2x defend 
2x harass 
1x halt 

Harass        18 15 12 
8x fail 
2x attack 
1x halt 

Defend    18 15 12      
8x fail 
2x attack 
1x harass 

Move  19 20        

6x fail 
1x retreat 
1x halt 
1x march 

March  13 13        
4x fail 
1x move 
1x halt 

Reform  13 13        4x fail 

1x halt 
1x retreat 

Halt  5 5 5 4 4 4 3 3 3 2x fail 
2x retreat 

Retreat  20 20        
1x fail 
2x rout 
1x halt 

Rout 30          1x retreat 

 

CAUTIOUS , POOR 

Order Initiative Extra 
 0 1 2 3 4 5 6 7 8 9  

Attack     11 13 15 17   

9x fail 
2x defend 
1x harass 
2x halt 

Harass        12 15 18 

8x fail 
1x attack 
1x halt 
1x retreat 

Defend   12 15 18      

8x fail 
1x attack 
1x harass 
1x halt 

Move  19 20        

6x fail 
1x retreat 
1x halt 
1x march 

March  13 13        
4x fail 
1x move 
1x halt 

Reform  13 13        
4x fail 
1x halt 
1x retreat 

Halt  3 3 3 4 4 4 5 5 5 2x fail 
2x retreat 

Retreat  20 20        
1x fail 
2x rout 
1x halt 

Rout 30          1x retreat 

 
Poor quality communication order sets reduce cost 
by 8% of the total army point value. 

You should have one such set for each twenty five 
to thirty elements in your army, or the statistics will 
be influenced too much by the number of counters 
in play. You may vary the alternative counters of 
additional sets to various other orders keeping in 
mind its initiative (eager, normal, cautious). 

TROOP STATS 

The stats of the troops fully determine their 
functioning in the game and are therefore of 
paramount importance. The army lists give a large 
selection of common troops, and if you want to 
make your own list, you can select from these or 
create your own. The complete guidelines on the 
creation of unit stats can be found in the upcoming 
Army book and a tool will be available on the 
website.  



 

  

ARMY LISTS 

 

 

 

 

 

 

 

 

The army lists presented here are examples of the most common fantasy armies. These are not intended to be 
the definitive list, but to allow players to easily construct an army. An army put together using these lists will 
have a typical feel for the race or nation in question as represented in popular books and films. You can also 
create a few historical armies by simply leaving out the fantasy and magical elements from the appropriate 
human lists. More army lists with spreadsheets for army point calculation will be available on the website in 
addition to monsters lists, extended troop lists, mythological army lists, historical lists, etc. 

FEUDAL HUMAN 

Feudal human societies consist of a collection of local rulers subservient to a king. Feudal human armies consist 
of collections of troops that are provided by feudal rulers at the call of their lord. This is the structure of 
European medieval armies but also reflects the structure of other armies of the period, such as Arabic, Indian 
and early Chinese armies. Each section is like a miniature army on its own. As most of the troops and leaders 
are professional soldiers, the command structure is reasonable, although feuds and distrust between rulers can 
make cooperation difficult. Troops consist of reasonably equipped, average quality military units, some poor 
militia units and a few good quality household guards and mercenaries. 

ORDER COUNTERS 
Feudal Human armies use the Normal Average 
counter set. This order counter set does not add to 
the cost of the army. 

ORGANISATION 
A Feudal human army uses a varying size of 
subcommands, which is determined by the number 
of troops each ruler supplies, which stay under his 
or her command. This also results in troop types 
distributed over all commands, as every ruler 
basically brings its own small army with a variety of 
troops. 

 A Company (Brigade) consists of four to eight 
units.  

 A Battle (Division) consists of two to six 
Companies.  

 Armies are organised into three parts: the Van, 
the Main and the Rear each consisting of one or 
more Companies or Battles.  

The Army commander is either the King or the 
highest noble who is appointed as field Marshal and 
is in command of the Main. The commanders of the 
Van and Rear are lesser nobles or clerics. (Note that 
this is no reflection of their command ability). 

Commanders can only command sub-commands of 
the same or lower rank.  The order of ranks based 
on European titles is: King/Queen, Prince/Princess, 
Count/Countess, Duke/Duchess, Baron/Baroness, 
Knight/Dame. Other titles can be used instead such 
as: Maharaja, Sultan, Mirza, etc. to better reflect 
the cultural background of the army. 

All commanders, including higher order commands 
will be assigned their own household troops 
(Company) of at least two units but can command a 
full Company. 

Rivalries and class differences can exist within the 
army and be expressed as some subcommands 
being ‘indifferent’, or ‘inferior’. This does not 
change the point value. 

TROOPS 
Following are descriptions of the most common feudal troop types and the associated stats.  
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Specials Description 

Militia O (12) 3+2 (1) - 4 4 8 - - 17  No armour, shield, spear. 



 

  

Spearmen O (12) 4+3 (1) - 5 5 8 - - 28  Inf. light armour, shield, spear. 

Heavy billmen O (10) 5+1 (1) -  6 5 8 - - 33  Inf. medium armour, shield, bill. 

Longbowmen O (12) 3+1 (0) 2 (24) 3 5 8 - - 28 Front arc. Ind. fire Inf. no armour, hand weapon, long bow. 

Crossbowmen O (12) 3+1 (0) 2 (20) 4 5 8 - - 25 Front arc. 
Inf. light armour, hand weapon, 
crossbow 

Men-at-arms O (10) 4+2 (1) - 6 5 8 - - 31  Inf. medium armour, shield, spear. 

Foot knight C (8) 6+2 (1) - 6 5 10 - - 38  Inf. heavy armour, polearm. 

Knights C (16) 2+11 (1) - 6 6 10 - - 65 Superior 
Veteran cavalry, heavy armour, lance, 
light barding 

Catapults 
O (0) 1+0 (0) 2 (40) 5 5 6 - - 

32 

Deployed, front arc. 
Ind. fire. medium artillery, 4 cm front 

C (6) 1+0 (0) - 4 4 6 - - Limbered 

Hill giants O (10) 5+4 (1) - 5 5 8 - - 41 Fear lvl. 1 Large creature, light armour, club 

Specials            

Army 
standard 

I (10) 1+0 (0) - 5 6 2 - - 19 Regenerate lvl 10. 
Army banners, flag or holy relic. One per 
army. 

Courier I (20) 0+1 (0) - 4 5 0 - - 12  
Extra messenger to extend command 
range. 

Army baggage 
C (10) 1+0 (0) - 3 4 8 - - 

15 
Moving 

Army supply on carts and pack animals 
O (0) 2+0 (0) - 5 5 8 - - Defensive setup 

Army camp O (0) 2+0 (0) - 6 6 10 - - 19  
Army camp. Safe point for routers and 
target for enemy army. 

COMMANDERS 
Feudal commanders vary a lot in ability and are rarely selected for military skill. You can determine this 
randomly or divide a total of 2,5 times the number of commanders on Act. among all commanders. Use the 
following stats for the commanders in your army, or use the magic commanders below. 

Commanders 
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Specials Description 

Cmd. Lvl. 1 I (20) 1+1 (0) - 6 7 2 4 - 44 Commander Talented and experienced leader 

Cmd. Lvl. 2 I (20) 1+1 (0) - 6 7 2 3 - 39 Commander Experienced and driven leader 

Cmd. Lvl. 3 I (20) 1+0 (0) - 6 6 2 3 - 33 Commander Charismatic leader 

Cmd. Lvl. 4 I (20) 1+0 (0) - 5 6 2 2 - 25 Commander Average leader 

Cmd. Lvl. 5 I (20) 1+0 (0) - 5 5 2 1 - 18 Commander Inexperienced or distrusted leader 

Commanders will usually be mounted with a mounted retinue. If you use an commander on foot, change Move 
to 16 (-1 point).  

HEROES 
Feudal armies have some Heroes. Several types of heroes are available to a typical feudal army. 
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Specials Description 

Knight/Dame I (20) 1+1 (1) - 7 7 2 1 - 26 Hero Heavily armoured mounted knight 

Drill sergeant I (16) 1+1 (0) - 6 7 2 1 - 19 Hero 
Brutal, experienced and respected 
fighter 

Young noble I (20) 1+1 (0) - 6 6 2 1 - 20 Hero 
Mounted young knight/dame making a 
name for himself/herself 

Squire I (16) 1+0 (0) - 6 6 2 1 - 18 Hero Heroic youth showing courage 

Hunt master I (16) 0+1 (0) 1 (10) 5 6 2 1 - 21 Hero, ind. Fire. Experienced and trusted forester 

MAGIC USERS 
Although not a big part of a feudal army, some magic users in the form of wizards and clerics can join the army.  

 

M
o

ve
 

M
e

le
e 

M
is

si
le

 

D
e

f.
 

M
o

r.
 

En
d

. 

A
ct

. 

M
ag

ic
 

P
o

in
ts

 

Specials Description 

Court Wizard I (16) 1+0 (4) - 5 6 2 2 7/7 81 Hero  

Bishop I (20) 1+0 (3) - 5 7 2 2 8/6 76 Hero Head of religious order. 



 

  

Mage I (16) 1+0 (3) - 5 6 2 2 6/6 62 Hero Head of religious order. 

Cleric I (20) 1+0 (2) - 5 6 2 2 7/5 57 Hero Experienced and respected clergyman 

Priest I (16) 1+0 (2) - 5 5 2 1 6/4 45 Hero Official of religious order. 

Acolyte I (16) 0+1 (1) - 4 5 2 1 5/3 27 Hero Pious youth of religious order. 

Magic commanders 
Some higher clerics or priest can be in command of troops.  
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Specials Description 

Bishop I (20) 1+1 (3) - 6 7 2 3 7/5 78 Commander Head of religious order 

High priest I (16) 1+0 (2) - 6 6 2 3 6/4 55 Commander Head of church/temple 

Holy 
knight/dame 

I (20) 1+1 (2) - 7 6 2 2 5/5 59 Commander Mounted knight/dame.  

Cleric I (16) 1+0 (1) - 6 5 2 2 5/4 42 Commander Respected clergyman 

 

IMPERIAL HUMAN 

Imperial human armies are centralised, standing armies mostly consisting of professional soldiers. These 
soldiers have a strong national identity and are trained and put into service by the state, king or emperor. This 
is a structure more similar to late European medieval armies and classic armies such as the Greeks and Romans. 
Similar structures are found in other parts of the world. Armies are structured for specific purposes, with 
reserves, etc. Led by professional officers, the command structure is average or good. Troops are usually well 
equipped and consist mostly of average quality military units, some poor inexperienced units and a few good 
quality veterans and cavalry. 

ORDER COUNTERS 
Imperial human armies use the Normal Average 
counter set which does not add to the cost of the 
army, or the Normal Good counter set. This set 
costs +8% of the troops, increasing the cost of the 
army. 

ORGANISATION 
An imperial human army uses a fairly standardised 
subcommand in a standard army structure.   

 A Brigade consists of five to seven units. 
 A Division consists of two to six Brigades.  
 Armies usually consist of: Centre, flanks, reserve 

and support, each consisting of one or more 
Divisions or Brigades. Reserves and Support can 
be assigned to a high level commander. 

The Army commander is the Emperor, Army general 
or a Field marshal and is often in command of the 
centre, reserves or support. Other sections are led 
by military commanders who are often nobles. 

Commanders can only command sub-commands of 
the same or lower military rank. Ranks such as: 
General, Colonel, Brigadier, Major, or: Legate, 
Prefect, Tribune. Use ranks you feel are appropriate 
for your background. 

All higher order commands can be assigned their 
own troops of at most two units. 

Rivalries and class differences can exist within the 
army and be expressed as some elements being 
‘superior’ or ‘inferior’. Making elements superior 
adds 10% to their point cost. 

Imperial armies have relatively few Heroes as they 
are considered disruptive to the military hierarchy. 
No more than one Hero per two Commanders.  

Magic users are similarly rare and usually either 
priests in supportive roles or combat mages as part 
of the military support structure. Alternatively the 
commanders can be mages or priests. 

TROOPS 
Following are descriptions of the most common Imperial troop types and the associated stats.  

Units 
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Specials Description 

Spearmen O (12) 4+3 (1) - 4 5 8 - - 25  Inf. no armour, shield, spear. 

Medium 
spearmen 

C (10) 5+4 (1) -  5 5 10 - - 34  Inf. light armour, shield, spear. 

Men-at-arms O (10) 5+2 (1) - 5 5 8 - - 30  Inf. medium armour, polearm. 

Heavy 
pikemen 

C (10) 4+4 (3) - 5 6 10   38  Veteran Inf. medium armour, pike. 



 

  

Archers O (12) 3+1 (0) 2 (24) 3 5 8 - - 28 Front arc. Ind. fire Inf. no armour, hand weapon, long bow. 

Crossbowmen O (12) 3+1 (0) 2 (20) 4 5 8 - - 25 Front arc. 
Inf. light armour, hand weapon, 
crossbow. 

Outriders S (22) 1+3 (0) 1 (15) 5 4 6 - - 21 Front and rear arc. 
Cav, light armour, hand weapon, 
crossbow. 

Mounted 
sergeants 

O (18) 2+5 (0) - 5 5 8 - - 24  
Cav. medium armour, shield, hand 
weapon.. 

Knights O (16) 1+10 (1) - 6 6 8 - - 48 Superior 
Veteran cav, heavy armour, shield,  
lance, light barding 

Eagle knights 

O (6) 2+3 (1) - 5 6 8 - - 

42 

Ground 
Flying cav. on hippogriffs, medium 
armour, shield, hand weapon. O (8-

26F) 
1+5 (1) - 5 6 8 - - Flying 

Ballista 
O (1) 1+0 (0) 1 (30) 5 5 6 - - 

54 
Deployed Front arc. 

Medium artillery, 4 cm front. 
C (6) 1+0 (0) - 4 4 6 - - Limbered 

Catapults 
O (0) 1+0 (0) 1 (40) 5 5 6 - - 

32 

Deployed, front arc. 
Ind. fire. Medium artillery. 4 cm front 

C (4) 1+0 (0) - 4 4 6 - - Limbered 

Specials            

Army 
standard 

I( 10) 1+0 (0) - 5 7 2 - - 23 Regenerate lvl 10. 
Army banners or holy relic. One per 
army (standard or alter). 

Army alter C (8) 1+0 (0) - 4 6 2 - - 21 Regenerate lvl. 10. Alter or idol on cart. One per army. 4 cm 

Courier I (20) 0+1 (0) - 4 5 0 - - 13  
Extra messenger to extend command 
range. 

Army baggage 
C (10) 1+0 (0) - 5 5 8 - - 

21 
Moving 

Army supply on carts and pack animals 
O (0) 2+0 (0) - 6 6 8 - - Defensive setup 

Army camp O (0) 2+0 (0) - 6 6 10 - - 19  
Army camp. Safe point for routers and 
target for enemy army. 

Either army standard or army alter can be used. Not both in the same army. 

COMMANDERS 
Imperial commanders are professional military and usually have decent military skill. However, some 
inexperienced commanders can be present. Use the following stats for the commanders in your army, or use 
the magic commanders below. 

Commanders 
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Specials Description 

Cmd. Lvl. 1 I (20) 1+1 (0) - 7 7 2 4 - 50 Commander Talented and experienced leader 

Cmd. Lvl. 2 I (20) 1+1 (0) - 6 7 2 3 - 39 Commander Experienced and driven leader 

Cmd. Lvl. 3 I (20) 1+0 (0) - 6 6 2 3 - 33 Commander Charismatic leader 

Cmd. Lvl. 4 I (20) 1+0 (0) - 6 6 2 2 - 25 Commander Average leader 

Cmd. Lvl. 5 I (20) 1+0 (0) - 6 6 2 1 - 18 Commander Inexperienced or distrusted leader 

Commanders will usually be mounted with a mounted retinue. If you use an commander on foot, change Move 
to 16 (-1 point).  

HEROES 
Imperial armies have few Heroes, as they interfere with orders. Choose from the following list. 
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Specials Description 

Knight/Dame I (20) 1+1 (1) - 7 7 3 1 - 26 Hero Heavily armoured mounted knight 

Drill sergeant I (16) 1+1 (0) - 6 7 2 1 - 19 Hero 
Brutal, experienced and respected 
fighter 

Young noble I (20) 1+1 (0) - 6 6 2 1 - 20 Hero 
Mounted young knight/dame making a 
name for himself/herself 

Squire I (16) 1+0 (0) - 6 6 2 1 - 18 Hero Heroic youth showing courage 

Hunt master I (16) 0+1 (0) 1 (10) 5 6 2 1 - 21 Hero, ind. Fire. Experienced and trusted forester 



 

  

MAGIC USERS 
Although not a big part of an imperial army, some magic users in the form of mages and clerics can join the 
army.  
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Specials Description 

Arch mage I (20) 1+0 (4) - 5 7 2 2 7/7 82 Hero Head of magic order. On horseback. 

Mage I (16) 1+0 (3) - 5 6 2 2 6/6 62 Hero Experienced mage. 

Priest I (16) 1+0 (2) - 5 5 2 1 5/5 42 Hero Official of religious order. 

Acolyte I (16) 0+1 (2) - 4 5 2 1 4/4 29 Hero Pious youth of religious order. 

Magic commanders 
Some trusted mages or higher clerics or priest can be in command of troops.  
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Specials Description 

Arch mage I (20) 1+1 (4) - 6 7 2 3 6/6 83 Commander Head of magic order 

High priest I (16) 1+0 (3) - 6 6 2 3 6/6 73 Commander Head of church/temple 

Holy 
knight/dame 

I (20) 1+1 (2) - 7 6 2 2 5/5 59 Commander Mounted knight/dame.  

Cleric I (16) 1+0 (1) - 6 5 2 2 5/4 42 Commander Respected clergyman 

 

ORCS AND GOBLINS 

Orcs and goblins form a warlike and tribal community is the wilds of the world. They usually fight amongst 
themselves and send out raiding parties. Sometimes a War-chief manages to bring together different tribes and 
clans to form a haphazard army. Each tribe is like a miniature army on its own under its own boss. Cooperation 
is limited and many tribes despise and distrust each other making for poor control. Although individual orcs are 
strong fighters, they are not used to working together and relatively poor equipment and low morale results in 
mostly low quality military units, some poor units and a few good quality guards and veterans. 

ORDER COUNTERS 
Orc and goblin armies use the Eager Poor counter 
set. This order counter set has a cost of -8% of the 
troops, reducing the cost of the army. 

ORGANISATION 
A orc and goblin army uses a varying size of 
subcommands, which is determined by the number 
of troops each tribe supplies, which stay under their 
own command. This also results in troop types 
distributed over all commands, although many 
tribes have their own specialities such as wolf 
riders, archers or skirmishers. 

 A Tribe (Brigade) consists of four to eight units 
under their own Tribal leader.  

 A  War-clan (Division) consists of two to six Tribes 
under a Chieftain who is the strongest of the 
tribal leaders. 

 Horde (Army) consist of one or more tribes or 
war-clans, without any further organisation. 

The War-chief is in command of the whole army.  

Shamans are highly respected and feared and can 
be heroes or commanders. As commanders they 
will never be the only commander leading those 
troops. A normal military commander will be at that 
level as well, and both the shaman and the 
commander will be able to issue orders to the same 
sub-commanders and troops.  

Commanders, including higher order commands can 
be assigned their own troops. Shamans never have 
their own troops.  

Orc and goblin armies often have more heroes than 
other armies, which helps to compensate for the 
poor command structure. Most Tribes will have a 
hero with them.  

Many Tribes will be ‘Indifferent’. I.e. they will not  
transfer stress to or from other tribes. Alternatively 
some units will be ‘Superior’ and ‘Inferior’. 

Titles for leaders and heroes used here are only 
examples and any other titles can be used instead 
to reflect your background. 

TROOPS 
Following are descriptions of the most common troop types found in orc and goblin armies.  

Units 
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Specials Description 



 

  

Orc boys O (12) 5+2 (0) - 4 4 8 - - 20  Inf. no armour, hand weapon, shield. 

Orc light 
spears 

O (12) 4+4 (1) - 4 4 8 - - 24  Inf. no armour, spear, shield. 

Orc spears O (10) 4+4 (1) -  5 4 8 - - 27  Med. light armour, spear, shield. 

Orc polearms C (10) 6+3 (1) - 5 4 10 - - 31  Inf. medium armour, polearm. 

Orc dwarf 
eaters 

C (10) 6+4 (0) - 5 5 10 - - 37 Superior 
Veteran Inf. medium armour, 2-handed 
weapon. 

Orc 
skirmishers 

S (14) 2+1 (0) 1 (20) 4 3 6 - - 18 Front arc. Ind. fire Inf. no armour, bow. 

Orc archers O (12) 3+1 (0) 2 (20) 4 4 8 - - 25 Front arc. Ind. fire Inf. light armour, bow. 

Goblin grunts O (12) 3+3 (0) - 3 4 8 - - 16 Inferior 
Inf.  light armour/shield and mixed 
weapons 

Goblin 
archers 

O (12) 2 +1 (0) 2 (16) 2 4 8 - - 18 
Front arc. Ind. Fire, 
inferior 

Inf. no armour, short bow. 

Orc  boar 
riders 

O (14) 3+6 (0) - 5 4 8 - - 25  Cav. light armour, hand weapon, shield. 

Goblin wolf 
riders 

O (16) 2+6 (0) - 4 4 8 - - 19  Cav. light armour, spear, shield. 

Goblin wolf 
archers 

S (20) 1+2 (0) 1 (12) 4 3 6 - - 16 
Front + rear arc., 
Indirect fire 

Cav., no armour, short bow 

Orc chariot C (14) 2+3 (0) - 5 5 6 - - 23 4 cm front Chariot, scythe, hand weapons. 

Trolls O (10) 4+5 (1) - 6 5 8 - - 52 Regenerate 3. Large creature, no armour, club 

Catapult 
O (0) 1+0(0) 1 (40) 5 4 6 - - 

32 

Deployed, front arc. 
Indirect fire,  Medium artillery. 4 cm front. 

C (4) 1+0(0) - 4 3 6 - - Limbered 

Specials            

Army 
standard 

I (12) 1+0 (0) - 5 5 2 - - 20 Regenerate lvl 10. Army standard or totem. One per army. 

Courier I (20) 0+1 (0) - 4 4 0 - - 9  
Extra messenger to extend command 
range. 

Army baggage 
C (10) 1+0 (0) - 3 4 8 - - 

15 
Moving 

Army supply on carts and porters.  
O (0) 2+0 (0) - 5 4 8 - - Defensive setup 

Army camp O (0) 2+0 (0) - 6 5 10 - - 18  
Army camp. Safe point for routers and 
target for enemy army. 

COMMANDERS 
Orc commanders vary a lot in ability and are rarely selected for tactical skill. You can determine this randomly 
or divide a total of 2,5 times the number of commanders on AP among all commanders. Use the following stats 
for the commanders in your army. You can use an additional magic commander below. 
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Specials Description 

Big Chief I (20) 1+1 (0) - 7 7 2 4 - 50 Commander Respected and experienced leader 

Chief I (16) 1+1 (0) - 7 6 2 3 - 37 Commander Experienced and driven leader 

War Boss I (16) 1+0 (0) - 6 6 2 3 - 32 Commander Respected leader 

Big Boss I (16) 1+0 (0) - 6 6 2 2 - 24 Commander Average leader 

Boss I (16) 1+0 (0) - 6 5 2 1 - 19 Commander Inexperienced or distrusted leader 

Commanders will usually be on foot. If you use a mounted commander, change Move to 20 (+1 point). Goblin 
commanders Move -2 (14 on foot, 18 when mounted). 

HEROES 
Orc and goblin armies have quite some Heroes. Several types of heroes are available to a typical army. 
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Specials Description 

Orc 
Warmonger 

I (16) 1+1 (0) - 7 6 2 1 - 19 Hero Heavily armoured Orc brute 

Orc brave I (16) 1+0 (0) - 6 6 2 1 - 18 Hero Brutal, and respected fighter 

Goblin brute I (14) 1+1 (0) - 6 5 2 1 - 19 Hero Respected fighter 



 

  

Goblin 
Wolfmaster 

I (18) 1+1 (0) 1 (10) 5 5 2 1 - 23 Hero, indirect fire.5 Goblin on rabid wolf. 

MAGIC USERS 
Some magic users can join an orc and goblin army.  
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Specials Description 

High Shaman I (16) 1+0 (4) - 4 6 2 2 7/6 67 Hero  

Shaman I (16) 1+0 (4) - 4 6 2 2 6/5 51 Hero  

Witchdoctor I (16) 1+0 (3) - 4 6 2 1 5/4 33 Hero  

Soothsayer I (16) 1+0 (2) - 4 5 2 1 4/4 30 Hero  

 
Magic commanders 
Some shamans can be in a high command position, but only if they are very powerful. They will never be the 
only commander in charge of troops and will only lead next to a high level military commander. 

 

M
o

ve
 

M
e

le
e 

M
is

si
le

 

D
e

f.
 

M
o

r.
 

En
d

. 

A
ct

. 

M
ag

ic
 

P
o

in
ts

 
Specials Description 

High Shaman I (16) 1+0 (4) - 4 6 2 3 7/6 75 Commander Feared and respected spiritual leader 

Shaman I (16) 1+0 (3) - 4 6 2 2 6/5 54 Commander  

 

BARBARIANS 

Barbarians are tribal and warlike people from the edges of civilisation. Barbarian armies consist of collections of 
troops from different tribes and clans, gathered by a warlord, king or great hero. The organisation and 
command structure is generally poor, but troops are well motivated by glory and loot. Troops consist of good 
individual fighters not used to fighting in units resulting in mostly average quality military units, some poor 
driven units and a few good quality veterans and mercenaries. 

ORDER COUNTERS 
Barbarian armies use the Eager Poor counter set. 
This order counter set has a cost of -8% of the 
troops, reducing the cost of the army. 

ORGANISATION 
A barbarian army uses a varying size of 
subcommands, which is determined by the standing 
of the commander or the size of the tribe. This 
results in troop types being distributed over all 
commands, although some leaders can be put in 
command of similar troops such as cavalry, scouts, 
beasts, etc. 

 A War-band or Tribe (Brigade) consists of four to 
eight units under their own Chieftain.  

 A  War-clan or Tribe (Division) consists of two to 
six War-bands under a War-chief who is the 
strongest of the Chieftains. 

 Armies consist of one or more tribes or war-
clans, without any further organisation. 

Barbarians have kings/queens and princes/ 
princesses but mostly use military titles. The 

Warlord is in command of the whole army but this 
can be a king, queen, etc. 

Magic users can be priests, mages or shamans are 
respected and feared, and can be heroes or 
commanders. 

Titles for leaders and heroes used here are only 
examples and any other titles can be used instead 
to reflect your background. 

Commanders at all levels will have at least two units 
assigned as their personal troops. Shamans/priests 
never have their own troops.  

Barbarian armies have more heroes than most 
other armies, which helps to compensate for the 
poor command structure. All War-bands will have at 
least one hero with them.  

Status and fame are very important, so some units 
will be ‘Superior’ and ‘Inferior’. You can change any 
units and individuals as superior or inferior. This 
does not change the point value. However, troops 
of 35 points or more cannot be inferior, and troops 
of 30 points or less cannot be superior. 

TROOPS 
Following are descriptions of the most common troop types found in barbarian armies.  



 

  

Units 
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Specials Description 

Youths O (12) 4+1 (0) - 4 5 8 - - 19  Inf. no armour, hand weapon, shield. 

Light spears O (12) 4+3 (1) - 4 5 8 - - 25  Inf. no armour, spear, shield. 

Medium 
infantry 

O (10) 5+1 (0) -  5 5 8 - - 24  Inf. light armour, hand weapon, shield. 

Great swords O (10) 5+2 (0) - 5 5 8 - - 26  Inf. medium armour, 3 handed swords. 

Berserkers O (12) 5+3 (0) - 3 6 10 - - 35 Berserk, superior Inf. no armour, 2-hand weapons. 

Skirmishers S (14) 2+0 (0) 1 (20) 4 4 6 - - 19 Front arc. Ind. fire Inf. no armour, bow. 

Archers O (12) 3+1 (0) 2 (20) 4 5 8 - - 29 Front arc. Ind. fire Inf. light armour, bow. 

Wolfmen 
O (12) 5+1 (0) - 4 6 8 - - 

33 
Human form 

Inf.  shield, hand weapons 
O (14) 5+3 (0) - 4 5 8 - - Wolf from, berserk 

Light cav. O (20) 1+7 (0) 1 (3) 4 5 8 - - 24 Front arc. Inf. no armour, shield, spear, javelin. 

Heavy cav. O (18) 2+5 (0) - 5 6 8 - - 29  Cav. med. armour, hand weapon, shield. 

Chariot C (14) 2+3 (0) - 5 5 6 - - 23 4 cm front Chariot, scythe, hand weapons. 

Mammoth O (12) 4+2 (0) 1 (6) 6 5 6 - - 42 360, blind panic, 4 cm Cav., no armour, long spear, javelin 

Wolf pack O (16) 3+2 (0) - 4 4 8 - - 17 Inferior Wolves with handler 

Bear pack O (12) 4+2 (0) - 5 4 8 - - 22 Inferior Bears with handler 

Ogres O (10) 6+2 (1) - 6 6 8 - - 44  Large creature, light armour, club 

Specials            

Army 
standard 

I (12) 1+0 (0) - 5 6 2 - - 22 Regenerate lvl 10. Army standard or relic. One per army. 

Courier I (20) 0+1 (0) - 4 5 0 - - 11  
Extra messenger to extend command 
range. 

Army baggage 
C (10) 1+0 (0) - 3 4 8 - - 

16 
Moving 

Army supply on carts and pack animals. 
O (0) 2+0 (0) - 5 5 8 - - Defensive setup 

Army camp O (0) 2+0 (0) - 6 6 10 - - 19  
Army camp. Safe point for routers and 
target for enemy army. 

COMMANDERS 
Barbarian commanders vary a lot in ability and are rarely selected for tactical skill. You can determine this 
randomly or divide a total of 2,5 times the number of commanders on AP among all commanders. Use the 
following stats for the commanders in your army. You can use additional magic commanders below. 
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Specials Description 

Cmd. Lvl. 1 I (20) 1+1 (0) - 6 7 2 4 - 44 Commander Respected and experienced leader 

Cmd. Lvl. 2 I (16) 1+1 (0) - 6 6 2 3 - 33 Commander Experienced and driven leader 

Cmd. Lvl. 3 I (16) 1+0 (0) - 6 5 2 3 - 29 Commander Respected leader 

Cmd. Lvl. 4 I (16) 1+0 (0) - 5 5 2 2 - 23 Commander Average leader 

Cmd. Lvl. 5 I (16) 1+0 (0) - 5 5 2 1 - 18 Commander Inexperienced or distrusted leader 

Commanders will usually on foot. If you use a commander mounted, change Move to 20 (+1 point).  

HEROES 
Barbarian armies have plenty Heroes. Several types of heroes are available to a typical army. 
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Specials Description 

Legend I (20) 1+1 (0) - 7 6 2 1 - 23 Hero Heavily armoured legendary hero 

Slayer I (16) 1+1 (0) - 6 6 2 1 - 19 Hero Brutal, and respected fighter 

Sword master I (16) 1+0 (0) - 6 6 2 1 - 18 Hero Respected fighter 

Great hunter I (20) 1+0 (0) 1 (10) 5 6 2 1 - 22 Hero, indirect fire Mounted monster hunter. 

 



 

  

MAGIC USERS 
Magic users in the form of sorcerers, shamans and priests can join the barbarian army.  
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Specials Description 

Sorcerer I (16) 1+0 (4) - 5 7 2 2 7/7 81 Hero  

High priest I (16) 1+0 (3) - 4 7 2 2 6/6 60 Hero  

Priest I (16) 1+0 (3) - 4 6 2 1 5/5 40 Hero  

Shaman I (16) 1+0 (2) - 4 5 2 1 4/4 30 Hero  

 
Magic commanders 
Some magic users can be in command positions and the army can even be commanded by a high priest or 
sorcerer.  
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Specials Description 

Sorcerer I (16) 1+0 (4) - 5 7 2 4 7/7 100 Commander Very powerful sorcerer-king 

High priest I (16) 1+0 (3) - 4 6 2 3 6/6 68 Commander  

Battle mage I (16) 1+1 (3) - 6 6 2 2 5/5 55 Commander   

Priest I (16) 1+0 (2) - 6 5 2 2 4/4 39 Commander Respected clergyman 

 

WOOD ELVES 

The wood elves live in dense forests and their armies rely on the superior quality of troops and very efficient 
command structure. Wood elf armies are well organised and mostly consist of light and fast troops, supported 
by many forest creatures. Usually they are brought together as the need arises as no standing army exists. 

ORDER COUNTERS 
Wood elf armies use the Cautious Good counter set. 
This set costs +8% of the troops, increasing the cost 
of the army. 

ORGANISATION 
A wood elf army uses a fairly standardised 
subcommand in a standard army structure.   

 A Glade (Brigade) consists of four to six units. 
 A Weald (Division) consists of two to six Glades.  
 Armies usually consist of specialised sections, 

each consisting of one or more Wealds or Glades. 

The Army commander is an Elf lord or Field marshal 
and is possibly in command of the centre, reserves 
or support. Other sections are usually led by 
military commanders who are often nobles. 

All higher order commands can be assigned their 
own troops of at most four units. 

Wood elf armies have an average number of Heroes  

Magic users are common and can be priests and 
bards in supportive roles or combat mages as part 
of the military support structure. Any commanders 
can be a magic user. In addition some units may 
have magical powers. 

TROOPS 
Following are descriptions of the most common wood elf troop types and the associated stats.  

Units 
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Specials Description 

Scouts S (14) 4+2 (1) 1 (4) 5 5 6 - - 31 Front arc. Inf. no armour, shield, spear, javelin. 

Wardancers S (14) 5+1 (0) - 6 6 6 - - 36  
Veteran Inf. no armour, 2 hand 
weapons, protective tattoo’s. 

Hunters S (14) 3+0 (0) 1 (24)  4 5 6 - - 28 Front arc, ind. fire. Inf. no armour, elf bow. 

Light archers O (12) 4+1 (0) 2 (24) 3 6 8 - - 41 
Front arc. ind. fire 
forest walk. 

Inf. no armour, elf bow. 

Medium 
archers 

O (12) 4+1 (0) 2 (24) 4 6 8 - - 47 
Front arc. Ind. fire, 
forest walk 

Inf. light armour, hand weapon, elf bow. 

Spearmen O (12) 5+3 (1) - 5 6 8 - - 41 Forest walk Inf. light armour, shield, spear. 

Badger 
warriors 

O (12) 6+3 (0) - 4 6 8 - - 44 Berserk, forest walk Inf. light armour, 2 hand weapons. 

Stag riders O (16) 3+7 (0) 1 (3) 4 6 8 - - 39 Front arc, forest walk Cav. no armour, shield, spear, javelin. 



 

  

Spellsingers S (14) 4+1 (2) - 4 6 6 - 7/5 60 Forest walk. Inf. no armour, hand weapons. 

Woodland 
swarm 

S (10) 1+0 (0) - 7 4 5 - - 18 Inferior 
Swarm of small woodland creature with 
handler 

Sabretooth 
cats 

O (20) 2+5 (0) - 5 4 8 - - 21 Inferior, forest walk. Pride of giant cats with handler 

Forest beast 
riders 

O (16) 4+3 (1) - 5 5 6 - - 37 
Blind panic, forest 
walk 

Behemoth with handler, 4 cm font. 

Dryads O (10) 5+3 (1) - 4 6 8 - - 35 
Regeneration lvl. 3, 
forest walk. 

Inf. Tee sprits. 

Treemen O (8) 6+4 (2) - 6 5 8 - - 54 Forest walk. Giant inf.  

Specials            

Army 
standard 

I( 10) 1+0 (0) - 5 7 2 - - 23 Regenerate lvl 10. Army banners. One per army. 

Courier I (20) 0+1 (0) - 4 5 0 - - 12  
Extra messenger to extend command 
range. 

Army camp O (0) 2+0 (0) - 6 6 10 - - 19  
Army camp. Safe point for routers and 
target for enemy army. 

COMMANDERS 
Wood elf commanders are well trained and usually have decent military skill. However, some inexperienced 
commanders can be present. Use the following stats for the commanders in your army, or use the magic 
commanders below. 

Commanders 
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Specials Description 

High Lord I (20) 1+1 (0) - 7 7 2 4 - 50 Commander Talented and experienced leader 

Forest Lord I (20) 1+1 (0) - 6 7 2 3 - 39 Commander Experienced and driven leader 

Woodland 
Lord 

I (20) 1+0 (0) 1 (12) 6 7 2 3 - 47 Commander, Ind. fire. Charismatic leader with bow 

Master of the 
Glade 

I (16) 1+0 (0) - 6 6 2 2 - 27 Commander Average leader 

Woodland 
elder 

I (16) 1+0 (0) 1 (12) 5 6 2 2 - 30 Commander, Ind. fire Average leader with bow 

HEROES 
Wood elf armies have some Heroes accompanying and supporting them. Choose from the following list. 
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Specials Description 

Noble I (20) 1+1 (1) - 7 7 2 1 - 24 Hero Heavily armoured mounted knight 

Wardancer I (16) 1+1 (1) - 5 7 2 1 - 19 Hero 
Brutal, experienced and respected 
fighter 

Young noble I (20) 1+0 (0) - 6 6 2 1 - 18 Hero 
Mounted young nobel making a name 
for himself/herself 

Hunt master I (16) 1+1 (0) 1 (12) 6 6 2 1 - 27 Hero, ind. fire. Famous monster hunter 

Forester I (16) 0+1 (0) 1 (12) 5 6 2 1 - 22 Hero, ind. Fire. Experienced and trusted forester 

MAGIC USERS 
As a magical people, magic is a standard part of a wood elf army. Magic users in the form of mages, priests or 
woodland entities can join the army.  
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Specials Description 

Arcane 
master 

I (16) 1+0 (4) - 5 7 2 2 7/8 95 Hero Grand master of magic. 

Lore master I (16) 1+0 (4) - 4 7 2 2 6/7 71 Hero Experienced mage. 

Forest mage I (16) 1+0 (3) - 4 6 2 2 5/6 53 Hero Mage. 

Druid I (16) 1+0 (2) - 4 6 2 1 4/5 35 Hero Priest 

Tree spirit I (16) 1+0 (3) - 5 6 3 1 5/5 42 Hero Magical forest creature 

Magic commanders 
Some trusted mages or higher clerics or priest can be in command of troops.  
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Specials Description 

Arcane Lord I (16) 1+0 (4) - 6 7 2 4 7/7 104 Commander Grand master of magic. 

Forest magus I (16) 1+0 (4) - 5 6 2 3 6/6 71 Commander Mage lord. 

Glade magus I (20) 1+1 (3) - 6 6 2 2 5/5 56 Commander Mage on unicorn/stag 

Priest I (16) 1+0 (2) - 5 5 2 2 4/4 37 Commander Respected spiritual leader 

 

HIGH ELVES 

High elves live in a highly refined society of cities and towns, and their armies reflect this development and 
organisation. They rely on the superior quality of troops as their numbers are few. High elf armies have a 
sophisticated military structure and consist of well-armoured and equipped troops. They will mostly consist of 
professional troops but may contain drafted militia and support troops. 

ORDER COUNTERS 
High elf armies use the Cautious Good counter set. 
This set costs +8% of the troops, increasing the cost 
of the army. 

ORGANISATION 
A high elf army uses a fairly standardised 
subcommand in a standard army structure.   

 A Company (Brigade) consists of four to six units. 
 A Cloud (Division) consists of two to six 

Companies.  
 Armies usually consist of specialised sections, 

each consisting of one or more Clouds or 
Companies.  

The Army commander is an Elf lord or Field marshal 
and is possibly in command of the centre, reserves 
or support. Other sections are usually led by 
military commanders who are often nobles. 

All higher order commands can be assigned their 
own troops of at most four units. 

High elf armies have only a few Heroes as they 
interfere with the military orders. Use no more than 
one Hero per two Commanders. 

Magic users are common and can be mages and 
priests in supportive roles or combat mages as part 
of the military support structure. Any commanders 
can be a magic user.  

TROOPS 
Following are descriptions of the most common high elf troop types and the associated stats.  

Units 
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Specials Description 

Scouts S (14) 3+0 (0) 1 (24)  4 5 6 - - 28 Front arc, ind. fire. Inf. no armour, elf bow. 

Light archers O (12) 3+0 (0) 2 (24) 3 6 8 - - 31 Front arc. ind. fire. Inf. no armour, elf bow. 

Medium 
archers 

O (12) 4+1 (0) 2 (24) 4 6 8 - - 45 Front arc. Ind. fire.  Inf. light armour, hand weapon, elf bow. 

Elf spears O (10) 5+3 (1) - 5 6 8 - - 39  Inf. light armour, shield, spear. 

Elf blades O (10) 6+1 (0) - 6 6 8 - - 40  
Inf, medium armour, shield hand 
weapon 

Elf glaives O (12) 6+2 (1) - 5 6 8 - - 41  Inf. medium armour, polearm. 

Elf pike C (8) 5+5 (3) - 6 7 10 - - 76  Veteran inf. heavy armour, pike. 

Outriders S (22) 1+4 (0) 1 (3) 5 5 6 - - 24 Front + rear arc. Cav. no armour, shield, spear, javelin. 

Mounted 
archers 

O (20) 1+2 (0) 1 (18) 5 6 8 - - 31 Front arc. 
Cav. light armour, shield, long knife, elf 
bow. 

Elf knights C (10) 2+13 (1) - 7 6 10 - - 85  
Cav. heavy armour, shield, lance, 
barded horse. 

Eagle riders 

C (6) 3+3 (0) 1 (18) 4 5 8 - - 

86 

On ground 
Giant eagles with riders. Light armour, 
shield, spear, elf bow. O (12- 

30F) 
3+7 (0) 1 (18) 4 6 8 - - Flying with min.speed 

Ballista 
C (6) 1+0 (0) - 4 5 6 - - 

27 
Limbered. 

Medium artillery, 4 cm front. 
O (1) 1+0 (0) 1 (30) 5 6 6 - - Deployed, front arc. 

Specials            

Army 
standard 

I( 10) 1+0 (0) - 5 7 2 - - 23 Regenerate lvl 10. Army banners. One per army. 

Courier I (20) 0+1 (0) - 4 5 0 - - 12  Extra messenger to extend command 



 

  

range. 

Army baggage 
C (10) 1+0 (0) - 3 5 8 - - 

19 
Moving 

Army supply on carts and pack animals. 
O (0) 2+0 (0) - 5 6 8 - - Defensive setup 

Army camp O (0) 2+0 (0) - 6 6 10 - - 19  
Army camp. Safe point for routers and 
target for enemy army. 

COMMANDERS 
High elf commanders are well trained and usually have good military skill. However, some inexperienced 
commanders can be present. Use the following stats for the commanders in your army, or use the magic 
commanders below. 

Commanders 
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Specials Description 

High Lord I (20) 1+1 (0) - 7 7 2 4 - 50 Commander Talented and experienced leader 

Marshal I (20) 1+1 (0) - 6 7 2 3 - 39 Commander Experienced and driven leader 

Captain I (20) 1+0 (0) 1 (12) 6 7 2 3 - 47 Commander, Ind. fire. Charismatic leader with bow 

Battle warden I (16) 1+0 (0) - 6 6 2 2 - 27 Commander Average leader 

Master I (16) 1+0 (0) 1 (12) 5 6 2 2 - 30 Commander, Ind. fire Average leader with bow 

HEROES 
High elf armies sometimes have a few Heroes supporting them. Choose from the following list. 
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Specials Description 

Noble I (20) 1+1 (1) - 7 7 2 1 - 24 Hero Heavily armoured mounted knight 

High guardian I (16) 1+1 (1) - 5 7 2 1 - 19 Hero Very experienced and respected fighter 

Young noble I (20) 1+0 (0) - 6 6 2 1 - 18 Hero 
Mounted young nobel making a name 
for himself/herself 

Sword master I (16) 1+1 (0) - 6 6 2 1 - 19 Hero Famous weapons expert 

Hunter I (16) 0+1 (0) 1 (12) 5 6 2 1 - 22 Hero, ind. Fire. Famous master archer 

MAGIC USERS 
As a magical people, magic is a standard part of a high elf army. Magic users in the form of mages or priests can 
join the army.  
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Specials Description 

Arcane 
master 

I (16) 1+0 (4) - 5 7 2 2 7/8 95 Hero Grand master of magic. 

Lore master I (16) 1+0 (4) - 4 7 2 2 6/7 72 Hero Experienced mage. 

Battle mage I (16) 1+0 (3) - 4 6 2 2 5/6 53 Hero Mage. 

Wizard I (16) 1+0 (2) - 4 6 2 1 4/5 35 Hero Wizard. 

Priest I (16) 1+0 (3) - 5 6 2 1 5/5 42 Hero Spiritual leader 

Magic commanders 
Some trusted mages or higher clerics or priest can be in command of troops.  
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Specials Description 

Arcane Lord I (20) 1+0 (4) - 6 7 2 4 7/7 106 Commander Grand lord of magic. 

Lore marshal I (16) 1+0 (4) - 5 6 2 3 6/6 71 Commander Mage lord 

Battle magus I (16) 1+1 (3) - 6 6 2 2 5/5 55 Commander Mage 

Rector I (16) 1+0 (2) - 5 5 2 2 4/4 37 Commander Respected spiritual leader 

 

DWARFS 

Dwarves live in a well organised society and their armies reflect this. At times of war any dwarf is willing and 
able to pick up arms, so the armies consists of both professional troops and these reservists. Organisation is 



 

  

often by stronghold or clan under their own commanders. They rely on the superior quality of troops and very 
efficient command structure. Dwarf armies consist mostly of heavily-armoured and armed infantry.  

ORDER COUNTERS 
Dwarf armies use the Normal Good counter set. 
This set costs +8% of the troops, increasing the cost 
of the army. 

ORGANISATION 
A dwarf army uses a fairly standardised 
subcommand in a standard army structure. It 
usually contains a centre, flanks and a separate 
section of artillery. Due to the lack of speed of the 
troops, reserves are organised per section and not 
at army level. 

 A Regiment (Brigade) consists of four to six units. 
 A Battle (Division) consists of two to six 

Regiments.  
 Armies usually consist of specialised sections, 

each consisting of one or more Battles or 
Regiments.  

The Army commander is an King or Hold lord and is 
likely in command of the centre. Other sections are 
usually led by military commanders. Regiments 
consist of either professional soldiers or separate 
clan regiments under their own leader. These vary 
in size and composition. 

Higher order commands are usually assigned their 
own clan troops of one or two units. 

Dwarf armies have quite a few Heroes which are 
highly respected by the troops. One Hero per 
Commander is common. 

Magic users are less common and take the form of 
mages and priests in supportive roles. They do not 
hold military command positions.  

TROOPS 
Following are descriptions of the most common dwarf troop types and the associated stats.  

Units 
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Specials Description 

Skirmishers S (12) 3+0 (0) 1 (20)  5 5 8 - - 26 Front arc, Inf. light armour, crossbow. 

Gunners O (10) 3+0 (0) 2 (14) 4 6 10 - - 25 Front arc. Fear lvl. 1. Inf. light armour, hand cannon. 

Dwarf 
crossbows 

O (10) 4+1 (0) 2 (20) 5 6 10 - - 42 Front arc.  
Inf. medium armour, hand weapon, 
crossbow. 

Clan Dwarfs O (10) 6+1 (0) - 5 6 10 - - 34  Inf. light armour, shield, hand weapon. 

Dwarf spears O (10) 4+4 (2) - 5 6 10 - - 41  Inf. medium armour, long spear 

Dwarf 
hammerers 

O (10) 6+1 (0) - 6 6 10 - - 41  
Inf. medium armour, shield, hand 
weapon. 

Anvil splitters O (10) 6+2 (0) - 5 6 10 - - 37  Inf. medium armour, 2-handed weapons 

Dwarf axes C (10) 6+1 (0) 1 (3) 7 6 12 - - 61 Front arc. 
Inf. heavy armour, shield ,axe, throwing 
axe. 

Troll slayers O (10) 8+3 (0) - 5 6 10 - - 66 Berserk 
Veteran Inf. medium armour, 2-handed 
weapon. 

Field cannon 
C (8) 1+0 (0) - 4 5 6 - - 

22 
Limbered. 

Light artillery, 4 cm front. 
O (1) 1+0 (0) 1 (24) 4 6 6 - - Deployed, front arc. 

Bombard 
mortar 

C (6) 1+0 (0) - 4 5 6 - - 
32 

Limbered. 
Medium artillery, 4 cm front. 

O (0) 1+0 (0) 1 (40) 5 6 6 - - 
Deployed, front arc. 
Ind. fire 

Trebuchet 
C (4) 1+0 (0) - 4 5 8 - - 

38 
Limbered. 

Heavy artillery, 4 cm front. 
O (0) 1+0 (0) 1 (50) 4 6 8 - - 

Deployed, front arc. 
Ind. fire 

Specials            

Army 
standard 

I( 10) 1+0 (0) - 6 7 2 - - 23 Regenerate lvl 10. Army banners. One per army. 

Courier I (20) 0+1 (0) - 4 5 0 - - 12  
Extra messenger to extend command 
range. 

Army baggage 
C (10) 1+0 (0) - 4 5 8 - - 

20 
Moving 

Army supply on carts and pack animals. 
O (0) 2+0 (0) - 6 6 8 - - Defensive setup 

Army camp O (0) 2+0 (0) - 6 6 10 - - 19  
Army camp. Safe point for routers and 
target for enemy army. 



 

  

COMMANDERS 
Dwarf commanders are well trained and usually have reasonable military skill. However, some inexperienced 
commanders can be present. Use the following stats for the commanders in your army. 

Commanders 
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Specials Description 

Miner-general I (14) 1+1 (0) - 7 7 2 4 - 49 Commander Talented and experienced leader 

Clan-general I (14) 1+1 (0) - 6 7 2 3 - 38 Commander Experienced and driven leader 

Guard captain I (14) 1+1 (0) 1 (10) 6 6 2 3 - 45 Commander Charismatic leader with crossbow 

Hammer-
thane 

I (14) 1+0 (0) - 6 6 2 2 - 26 Commander Average leader 

Thane I (14) 1+0 (0) - 6 6 2 1 - 21 Commander Inexperienced leader 

Dwarf commanders are normally on foot. They can be mounted. Increase Move to 18 (+1 point). 

HEROES 
Dwarf armies usually have a Heroes supporting them. Choose from the following list. 
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Specials Description 

Greybeard I (14) 1+1 (1) - 7 7 2 1 - 22 Hero Heavily armoured senior warrior 

Giant slayer I (14) 1+1 (1) - 5 7 3 1 - 22 Hero Very experienced and respected fighter 

Forge master I (14) 1+1 (0) - 6 6 2 1 - 17 Hero 
Young nobel making a name for 
himself/herself 

Axe master I (14) 1+0 (0) - 6 6 2 1 - 16 Hero Famous weapons expert 

Mine hunter I (14) 0+1 (0) 1 (10) 5 6 2 1 - 21 Hero Famous master crossbow-dwarf 

MAGIC USERS 
Magic in the form of Clerical miracles, Rune magic, alchemy and artefacts can be part of a dwarf army. Choose 
from the list below.  
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Specials Description 

Rune master I (14) 1+0 (4) - 5 7 2 2 6/8 84 Hero Grand master of magic. 

High cleric I (14) 1+0 (3) - 4 7 2 2 5/7 62 Hero Head or religious order. 

Rune smith I (14) 1+0 (3) - 5 6 2 2 5/6 54 Hero Mage. 

Grand 
artificer 

I (14) 1+1 (3) - 6 6 2 1 5/5 45 Hero Wielder of magical artefacts. 

Alchemist I (14) 1+0 (2) - 5 6 2 1 4/5 36 Hero Wielder of alchemy 

 
Magic commanders 
Dwarf armies do not have magic-users in command of troops.  
 

UNDEAD 

Consisting primarily of the magically animated bodies of the dead, undead armies are very different and their 
organisation reflects this. They are willed into existence and controlled by the army commander and possibly 
some sub-commanders, but the rest have no will or initiative. The troops are of poor quality, which is made up 
for by sheer numbers and the fact that they will not flee. This requires a very different army structure and style 
of play and may not be suitable for a beginning player. 

ORDER COUNTERS 
Undead armies use the Normal, Average counter 
set. This does not change the cost of the army. 

ORGANISATION 
An undead army uses a highly hierarchical sub-
command in a standard army structure.   

 A  Horde (Brigade) consists of four to eight units. 
 A Charnel (Division) consists of two to eight 

Hordes.  
 Armies usually consist of specialised sections, 

each consisting of one or more Hordes or 
Charnels.  

The Army commander is a High necromancer, 
Vampire or Lich and is always a magic user. It is 



 

  

possibly in command of some reserves or support 
units. Other sections are usually led by subservient 
higher undead or necromancers, these can be 
mindless, automatons or sentient. If sentient, they 
will usually be magic users, although non-magical 
commanders can be used by simply assuming they 
carry a magic item for control. 

All higher order commands can be assigned their 
own troops, but this is unusual due to the command 
issues of mindless troops. 

Undead armies have very few if any Heroes. Use no 
more than one Hero per two Commanders. These 

will always be sentient (i.e. not mindless or 
automatons). 

Magic users can be used both as commanders or 
heroes. 

In order to keep your army functioning, avoid 
Hordes of mixed purpose troops unless you have 
sentient (sub) command. Otherwise you will not 
have enough actions to keep them going. A Charnel 
should have a sentient or automaton commander 
as the command distance quickly becomes too large 
to confirm their orders by your Army commander 
every turn.  

TROOPS 
Following are descriptions of the most common undead troop types and the associated stats. Note that all 
mindless and automaton elements are always fearless. 

Units 
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Specials Description 

Zombies O (10) 2+0 (0) -  3 M 6 - - 12 Mindless, fear lvl. 1 Inf. no armour, hand weapon 

Mummies O (6) 4+0 (0) - 5 M 8 - - 22 Mindless, fear lvl. 1 Inf. no armour, claws. 

Ghouls O (10) 3+2 (0) - 4 5 8 - - 18 Fearless, inferior.  Inf. no armour, claws. 

Skeletons O (10) 3+1 (0) - 4 M 6 - - 15 Mindless, fear lvl. 1 Inf. no armour, shield, hand weapon. 

Skeleton 
spear 

O (10) 3+2 (1) - 4 M 6 - - 18 Mindless, fear lvl. 1 Inf, no armour, shield, spear. 

Skeleton 
polearms 

O (8) 4+1 (1) - 5 M 6 - - 22 Mindless, fear lvl. 1 Inf. medium armour, polearm. 

Skeleton 
dwarfs 

C (6) 5+1 (0) - 6 M 10 - - 33 Mindless, fear lvl. 1 
inf. medium armour, shield, hand 
weapon. 

Skeleton 
heavies 

O (8) 3+1 (0) - 6 M 6 - - 20 Mindless, fear lvl. 1 
inf. medium armour, shield, hand 
weapon. 

Skeleton 
archers 

O (10) 2+0 (0) 2 (16) 3 M 6 - - 18 
Front arc. Ind.fire 
mindless, fear lvl. 1 

inf. no armour, bow. 

Skeleton 
cavalry 

O (18) 1+4 (0) - 4 M 6 - - 16 Mindless, fear lvl. 1 Cav. no armour, shield, hand weapon. 

Skeleton 
knights 

C (16) 2+10 (1) - 5 M 8 - - 41 Mindless, fear lvl. 1 Cav. medium armour, shield, lance. 

Skeleton 
giants 

O (10) 4+2 (1) - 5 M 8 - - 29 Mindless, fear lvl. 1 Giant Inf. light armour, hand weapon 

Skeleton 
catapult 

C (4) 1+0 (0) - 4 M 6 - - 
25 

Limbered. mindless 

Medium artillery, 4 cm front. 
O (1) 1+0 (0) 1 (36) 5 M 6 - - 

Deployed, front arc. 
Ind. fire, mindless. 

Specials            

Tome of 
necromancy 

I( 10) 1+0 (0) - 5 M 2 - - 20 
Regenerate lvl 10, 
mindless. 

Allows stress transfer to the tome. One 
per army. 

Courier I (16) 0+1 (0) - 4 5 0 - - 10  
Extra messenger to extend command 
range. 

Courier I (20) 0+1 (0) - 4 A 1 - - 12 Automaton 
Extra messenger to extend command 
range. 

Army baggage 
C (10) 0+1 (0) - 4 M 6 - - 

10 
Moving, mindless 

Army supply on carts and pack animals. 
O (0) 1+0 (0) - 5 M 6 - - 

Defensive setup, 
mindless 

COMMANDERS 
Undead army commanders are magically controlling their troops. Therefore the army commander must be a 
magic user. Use the following stats for the commanders in your army. 
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Specials Description 

Grand Lich I (20) 1+0 (4) - 6 7 2 4 7/7 105 Commander, fearless Powerful undead mage on mount 



 

  

Master 
Necromancer 

I (16) 1+0 (4) - 5 6 2 4 6/6 76 Commander, fearless Mage lord 

Master 
vampire  

I (16) 1+0 (3) - 6 6 2 3 5/5 59 Commander, fearless Powerful vampire 

Necromancer I (16) 1+0 (2) - 5 6 2 3 4/4 44 Commander, fearless Mage 

 
commanders 
Normal commanders can be mindless, automatons or living. All three variants are listed below. 

Commanders 
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Specials Description 

Undead 
general 

I (14) 1+0 (0) - 6 M 2 4 - 26 
Commander, 
mindless 

Powerful undead leader 

Automaton 
general 

I (14) 1+0 (0) - 6 A 2 4 - 31 
Commander, 
automation 

Powerful undead leader 

General I (16) 1+0 (0) - 6 6 2 4 - 38 Commander. fearless Powerful sentient leader 

Undead 
major 

I (14) 1+0 (0) - 6 M 2 3 - 23 
Commander, 
mindless 

Potent undead leader 

Automaton 
major 

I (14) 1+0 (0) - 6 A 2 3 - 27 
Commander, 
automaton 

Potent undead  leader 

Major I (16) 1+0 (0) - 6 6 2 3 - 33 Commander, fearless Potent sentient  leader 

Undead 
captain 

I (14) 1+0 (0) - 6 M 2 2 - 17 
Commander, 
mindless 

Undead leader 

Automaton 
captain 

I (14) 1+0 (0) - 6 A 2 2 - 23 
Commander, 
mindless 

Undead leader 

Captain I (16) 1+0 (0) - 6 5 2 2 - 28 Commander, fearless. Sentient leader 

Undead 
lieutenant 

I (14) 1+0 (0) - 6 M 2 1 - 13 
Commander, 
mindless 

Undead leader 

Automation 
lieutenant 

I (14) 1+0 (0) - 6 A 2 1 - 19 
Commander, 
automaton 

Undead leader 

Lieutenant I (16) 1+0 (0) - 6 5 2 1 - 23 Commander, fearless Undead leader 

HEROES 
Undead armies sometimes have a few Heroes supporting them. Choose from the following list. 
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Specials Description 

Death knight I (20) 1+1 (1) - 7 7 2 1 - 27 Hero, fearless Heavily armoured mounted knight 

Death dealer I (16) 1+1 (0) - 5 7 2 1 - 18 Hero, fearless Weapons expert 

Skeleton 
knight 

I (14) 1+0 (0) - 6 6 2 1 - 19 Hero, fearless Undead hero 

Assassin I (16) 0+1 (1) 1 (12) 5 6 2 1 - 25 
Hero, fearless, ind. 
fire. 

Master assassin 

MAGIC USERS 
As an army based on magic, magic users sometimes join the army.  
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Specials Description 

Grand 
necromancer 

I (16) 1+0 (4) - 4 7 2 2 7/6 68 Hero, fearless Powerful mage. 

Lower lich I (14) 1+0 (3) - 5 6 2 2 6/5 53 Hero, fearless Undead mage. 

High 
necromancer 

I (16) 1+0 (3) - 4 6 2 1 5/4 34 Hero, fearless Mage. 

Necromancer I (16) 1+0 (2) - 5 6 2 1 4/4 32 Hero, fearless Mage. 

 
 



 

  

Rules summary 

GENERAL RULES 
Stress (p. 13) 
Stress > Endurance: element is destroyed. All 
friendly elements within 4 cm gain one stress. 

Groups (p. 16) 
Elements same facing, edge contact, same order 
and not in contact with enemy; Issue (same) order 
to Group: 1 Act. 

Any violation immediately breaks up Group. 

Visibility (p. 16) 
Any line between any point of the base and the 
target base not obstructed by:  

Solid terrain feature. 

Semi-transparent features more than 1 cm not in 
base-to-base contact with the spotter, or more than 
4 cm in base-to-base contact with spotter. 

Line-of-sight (p. 16) 
A straight line between ½ of the facing edge of the 
element and ½ / 4cm of the target base, not 
obstructed by:  

Solid terrain features  
Semi-transparent features more than 1 cm width. 

Destroyed elements (p. 19) 
1 stress to elements within 8 cm.  
Indiv. in destroyed element; stress above End. 

MOVEMENT PHASE 
Movement initiative (p. 25) 
Move Groups/Elements in the order indicated on 
their order counter from 0 up unless forced to 
evade. 

Multiple stat lines  (p. 9): Change at start or end of 
movement (½ Mov. own init.). +1 stress in combat. 

Movement (p. 25) 
Movement speed is 'Move' stat in cm.  
Move Backwards or Sideways: half speed  
(full movement modified for: difficult terrain (½ 
speed) or evade (Move-d10).). 

Manoeuvres (p. 25) 
Advance: Straight ahead. 
Wheel: Wheel around Group/unit corner. 
About Face: Flip front and rear (half movement, 
one free for skirmish formation). 
Pivot: rotate around centre (full movement). 
Change Facing: change side edge with front (full 
movement). 
Charge: Move and align with facing side of enemy 
within move distance (full movement). 

Individuals can move freely up to Move speed. 
Double movement speed: All Act. 

Interpenetration (p. 27) 
Skirmish form. vs. any form.:  no penalty. 
Open form. vs. Open form:  no penalty. 
Open form. vs. Close form.:  1 stress. 
Close form. vs. Close form.:  1 stress. 
Individuals vs. any from.:   no penalty. 
Interpenetrated by Router:  1 stress. 
Interpenetrating enemy:  1 stress both. 

May not end movement overlapping other unit. 

Groups (p. 28) 
Groups move as one entity. Units may move 
relative to others, but movement may not violate 

any Unit's movement or break Group. Determine 
closest enemy from Group's centre front. 

Compulsory movements (p. 28) 
Attack order: Move full speed towards primary 
enemy unit. Will interpenetrate. 
Harass order: Move full speed towards primary 
enemy until in weapon's range/move. May move 
away from enemy but must stay in weapon's 
range/move. Evade out of close combat. Will evade. 
Defend order: Stay in contact with position/object. 
May enter close combat. If away from pos./obj. 
move full speed to pos./obj. and avoid enemy. 
Move order: Move half speed or more along path 
or to position. Avoid enemy contact. Evade out of 
close combat. Will evade. 
March order: Move double speed along path or to 
position. Avoid enemy contact. Evade out of close 
combat. Do not enter stressful terrain. Will evade. 
Reform order: Do not move but may Change facing. 
Move within Group (one element stationary). 
Halt order: Do not move but may Change facing. 
Retreat order: Move full speed away from visible 
enemy. May face enemy. Move out of close 
combat. Will interpenetrate.  
Rout order: Move double speed away from enemy 
and towards safe position/table edge. Is destroyed 
If unable to move. 

Primary enemy (p. 30): Enemy engaged with 
shortest move. When further away use shortest 
distance between front centre and centre of facing 
side (for Group movement use Group front centre). 

Leading Groups (p. 31) Commander with Group or 
Hero with Element overruling compulsory 
movement, 1 AP/change (distance, target, order). 

Move into and out of contact (p. 30) 
Maximise edge contact when making contact. 



 

  

Unit in Group making contact receives own order. 
Finish movement accordingly. 

Evasion (p. 32): If contacted when the target with 
Harass/Move/March orders has not moved yet. 
Move target to avoid contact: movement - d10 cm. 
Turn in direction of movement. Additional evades, 
normal movement. 

Make way (p.30): Move 2 cm to enable friendly 
unit to finish compulsory movements unless: in 
close combat, breaking up a Group, unable to move, 
forced into enemy contact. Gain 1 stress. 

Terrain (p. 34) 
Broken terrain:  
Skirmish and Individuals: no effect. 
Open form.: half speed while overlapping. 
Close from.: half speed while overlapping and 
minimum 1 stress when moving. 
Dense terrain:  

Skirmish form. and Individuals: no effect. 
Open form: ½ mov. speed, and min. 1 stress.  
Close from: ½ mov. speed and min. 2 stress.  
Impassable terrain: No entry by any troops without 
special equipment. 
Roads: All from. +50% movement speed. Can follow 
road without manoeuvres. One unit wide Groups 
can snake along road without breaking Group. 

Flyers (p. 60)  
When flying only use Move, Wheel, Charge, Climb 
or Dive manoeuvres and ignore terrain. Flyers 
capable of hovering can use all manoeuvres. 
Climb: one level up (-d10 cm movement) 
Dive: one level down (+d10 cm straight ahead) 

Altitudes: 
Low: Close combat with ground level. 
Medium: Ranged combat with ground and low level 
All levels: Close / ranged combat within own level. 

RANGED COMBAT PHASE 
Shoot if: Attack, Defend, Harass, Move order.  

Determine target for each element separately. 

Viable targets (p. 36) within range and shooting arc 
and line-of-sight  or visible (indirect shooting only). 
Target contacted during move with primed attack. 

Target priority (p. 37):  
1. Newly contacted enemy in close combat. 
2. Target indicated by commander (1 Act.). 
3. Nearest unit able to attack. 
4. Nearest unit shooting at them. 
5. Closest enemy unit. 
6. Nearest separate individual. 

Cover (p. 37) when line-of-sight to half target or 
more goes through soft/hard cover. 

Ranged attack procedure (p. 37): 
Roll number of d10 equal to Sht. 
Add 1 stress for every roll over the target Def. 
Indirect shooting and Soft cover: Def.+1, max 5 / 
Hard cover: Def.+2, max 6 / Fortification: Def.+3, 
max 7 / Rear: Sht. x2. 

Commander/Hero using ranged attack: all Act. 

Targeting Individuals (p.37): 1 attack on any 
individual within 4 cm of one or more targets. 

Flyers  (p. 63) Range +4 cm between ground/low 
alt. and medium alt. and +4 cm between high alt. 

CLOSE COMBAT PHASE 
Attack elements in contact unless: Rout order. 

Any element in combat cannot be part of a Group 
(give own order counter). 

Primed attack if (p. 39): 
 new combat (contacted this turn). 
 fight to front. 
 2 or less stress. 
 Attack or Defend orders (own or leader’s). 
 Not swoop attack (flying). 

Use Imp. and Rch., else use Imp.=0, Rch.=0. 

Attack initiative (p. 39): 
Reach determines initiative (highest reach first).  

Combat attack procedure (p. 39): 
Roll number of d10 equal to Att.+Imp. x tact.mods. 
Add 1 stress for every roll over the target Def. 

Multiple opponents (p. 40): 

Distribute Att. equally over opponents to front, 
then flanks, then rear. Distribute any Imp. over 
front. Modify each number of dice as usual. 

Tactical modifiers (p. 40): 
 Reduced contact (contact >= ½): max dice-1. 
 Small contact (contact < ½): max ½ of dice. 
 Attack to Flank or Rear: ½ x dice (not indiv.). 
 Attacking Flank: 2 x dice (not individual). 
 Attacking Rear: 3 x dice (not individual). 

Defended terrain  (p. 42): 
Defended obstacle: no Imp. if it slows movement. 
Defending low defence: Def.+1, max 5. 
Defending high defence: Def.+2, max 6. 
Defending fortification: Def.+3, max 7. 

Commander/Hero using close combat attack: All 
remaining Act. 

Individuals 1 attack on individual if attached to unit 
in combat if not in combat himself (p. 42). 



 

  

MORALE PHASE 
Stress redistribution (p. 43) 
Transfer stress markers to elements within 4 cm. 
Start with highest stress.  
Stress of recipient cannot become higher. 

Transfer limits (p. 43): 
Normal: transfer 1 (or more) stress to each adjacent 
element. 
Superior: will not accept stress from non-superior. 
Inferior: cannot transfer stress to non-inferior. 
Indifferent: will not accept nor transfer stress to 
elements it is indifferent to. 
Mindless: cannot transfer to or from at all. 

Reform (p. 44) 
Element/Group with reform order and not 
attacked: remove 2 stress. 
Elements spending 1 AP and not routing: remove 1 
stress (only one per turn). 

Morale (p. 44) 
Stress check (p. 44): 
If stress increased this turn, roll number d10 equal 
to stress level. 
If roll > element's Morale, shift order one right. 

 Attack → Halt → Retreat → Rout 
 Defend → Halt → Retreat → Rout 
    Harass → Retreat → Rout 
    Move → Retreat → Rout 
      March → Rout 
     Reform → Rout 

When routed add 1 stress to elements within 4 cm 
(max 1 for individuals per turn). 

Rally check (p. 45): 
Element routing and ordered by superior or hero (1 
Act.), roll number d10 equal to stress level. 
If no Morale failures, change order to Halt. 

COMMAND PHASE 
Spotting (p. 46) 
1 Act. for each attempt to spot a Brigade marker. 
Roll d10. If result is larger than distance/10 the 
marker is revealed. 

Orders (p. 46) 
Issuing orders (p. 46): 
1 Act. per Order to: Group/element of subcommand 
within 16 cm.  
 Draw order counter from appropriate container. 

Fail indicates no order change. Different order 
will take effect when drawn. 

 Orders issued on initiative of commander's order 
counter. 

 Only one order per Group/element per turn. 

Allowed orders (p. 47): 
 Orders must conform to the standing order of 

the issuing commander.  
 Rout orders cannot be changed. 

C-in-C and Heroes (no superior) choose own order. 

 

Order types (p. 48): 
Attack: Move towards primary enemy and engage 
in close combat. 
Harass: Move into weapons range and shoot 
primary enemy, or onto move distance of primary 
enemy but avoid close combat. 
Defend: Move to and stay within one move of 
position/object. 
Move: Move to position or along path and avoid 
close combat. 
March: Move at double speed and avoid close 
combat. 
Reform: Do not move and reduce stress by one or 
reorganise Group. 
Halt: Do not move but may shoot. 
Retreat: Move away from enemy. 
Rout: Move away from enemy and towards safe 
table edge at double speed. 

Automatic order changes (p. 47) 
Mindless, Berserk, Unwilling: spend 1 Act. for 
confirming order, or change order at end of order 
phase. 

MAGIC 
Magic users cast spells at their initiative (or reach 
during melee) in the phase. They spend 1 Act. and 
cannot do anything else that phase. 

Casting (p. 65)  
Roll a d10 for each Man. you want to use. 

Magic success if: d10 >=Wis. 

Spell cast: # Magic successes >= Spell complexity. 
If failed: +1 stress to caster. 

Dispelling magic (p. 66) 
Cast active spell at same target to dispel. 
On duration spells only (not permanent or 
instantaneous spells)  



 

  

 

GAME STEPS 

As an aid in playing the rules, a sequence of steps is listed that take place every turn. 

1. Reset the Action markers for each element 
(commanders, heroes, etc.). 

Movement phase 
2. Both players move the units in the order given 

by their initiative according to what is allowed 
by their present order. Movement Magic and 
General Magic is done at initiative instead of 
moving. 
a. Look for next lowest initiative element/ 

group. 
b. Determine relevant actions of commanders 

and heroes leading, etc. 
c. Determine if this movement can be delayed. 
d. In case of multiple stat lines, consider state. 
e. Determine primary enemy for movement if 

the order requires it. 
f. Move the element/group using the 

appropriate manoeuvres. 
g. When moving through difficult terrain 

modify the speed as long as the element is in 
the terrain.  

h. Add the appropriate stress for changing state 
in combat, difficult terrain, interpenetration, 
or making way. 

i. When contacting enemy, immediately drop 
both elements out of their groups and get 
own order counter. Finish movement. 

j. Resolve all effects on contact (fear, etc.) and 
add appropriate stress. 

k. Do not forget to move order counters and 
any stress counters with the element. 

Ranged combat phase 
3. Ranged or General Magic is performed on 

casters initiative, except magic ranged attacks. 
4. Both players do ranged combat with all 

elements capable of doing so. All ranged combat 
is simultaneous.  
a. Determine the priority target.  
b. Determine any cover or if the shot is indirect 

or to the rear.  
c. Work out ranged combat and add the 

appropriate stress.  
d. Remove destroyed elements and add stress 

to friendly elements as appropriate. 
5. For any non-targeted individuals within 4 cm of 

a ranged target, roll 1 attack on individual. 
Close combat phase 
6. Both players do Combat and General magic at 

reach and/or initiative if relevant. 
7. Both players do close combat with all elements 

in base-to-base contact with an enemy.  
a. Determine if you can use reach and impetus 

on an enemy (primed attack and defences).  

b. Determine the number of attack dice you roll 
for each element in contact. Take into 
account Att., Imp. and the tactical situation 
(flank, rear, partial contact, defences, etc.) 

c. Treat each opponent as a separate combat, 
with use of Imp., Reach and loss of Imp. for 
that opponent alone. 

d. If your reach is greater, you roll first and do 
damage before your opponent strikes back. 

e. Roll attacks and add stress as appropriate. 
f. Remove destroyed elements and add stress 

to friendly elements as appropriate. 
8. For any non-fighting individuals in contact with 

an element in combat, roll 1 attack on 
individual. 

Morale phase 
9. Both players do Morale or General magic at 

initiative during the relevant action. 
10. Both players redistribute stress. 

a. Start with the elements with the highest 
stress. 

b. Move stress as necessary (one stress to 
neighbouring units, etc.) or as desired within 
the rules for both the distributing and 
receiving elements. 

11. Remove two stress from reforming or 
regenerating elements and one stress from 
elements spending one Action.  

12. Both players check instable elements. 
13. Both players check for morale. 

a. Do a stress check for all elements with more 
stress than last turn’s Morale phase. 

b. Change the orders if morale failed. 
c. Do any rally checks. 
d. If elements were routed or destroyed, add 

stress to friendly elements as appropriate. 
Command phase 
14. Both players do Command and General magic at 

initiative during the relevant action. 
15. Both players try spotting Brigade markers if 

desired. 
16. Both players issue new orders/confirm orders. 

a. Check to see if the element can be issued 
orders (own subcommand, within range, not 
routing or just rallied, remaining actions 
etc.). 

b. Draw new order counter and return previous 
one to its container, or confirm order of 
Mindless or Unwilling troops. 

17. Both players change order on elements with 
mental attributes (Mindless, Unwilling) that 
were not confirmed. 



 

  

Designer notes 
For the past decades I have been reading and 
analysing rule sets in the search of the ever elusive 
'perfect game'. As I could not find a set of rules that 
ticked all the boxes for me I did what many gamers 
do; I wrote my own rules. I tried to start with a 
clean slate and a clear understanding of the 
mechanisms and statistics involved. I collected ideas 
over several years and finally brought these 
together and these rules are the result. I have no 
illusions that this is perfect, as every system has its 
weaknesses and no two people will agree on what 
is perfect anyway, but all this notwithstanding, I 
made my choices aiming at my personal vision of it. 
Therefore, I would like to express some of my 
thoughts on game mechanics, how I think they 
influence a game, and my assumptions and choices 
for these rules. 

My intentions were for rules for large scale 
wargames where the player feels like a general 
commanding his or her army. I assume a ground 
scale in the order of 1:1000 (1 cm equals 10 metres) 
and units that represent many hundreds of soldiers. 
I also assume that the troops are manoeuvring and 
reorganising within their base area to optimise their 
performance and to maintain their fighting strength 
over their front line. This results in a game where 
units to the side or behind a unit in combat will be 
supporting morally, but will not add combat 
strength. Those soldiers would be dozens of metres 
behind the front line and no weapon is that long. 

I wanted troops that are 'doing their thing' without 
the possibility of direct control, and as a result 
undesired things will happen that you cannot 
change. It is the level of control that defines the 
tactical possibilities and challenges of leading an 
army, which is where I like the game challenge to be 
as well. As the commander you have to be in the 
right place, give the right orders at the right time to 
the right troops in order to win the battle.  

Wargames generally allow you to control either 
everything, or limit the number of activations of 
commanders. The first gives you unrealistic control 
over your army and removes part of the 
commanders challenge. The second often allows 
you to only move or use part of the troops, which is 
unrealistic in the sense that troops become passive 
and will not react to their environment when you 
focus on something else. To circumvent both 
problems, I implemented a systems in which the 
troops are given orders that result in specific 
compulsory movements, attacks, etc. depending on 
the local situation. This is rather unusual for a 
wargame but creates some autonomous troop 

behaviour that will continue without your 
interference. In combination with a limitation in the 
number of orders you can give, and the slow 
disintegration of the command structure as your 
army engages the enemy, you will be struggling to 
stay in control.  

I chose to use bases to represent large numbers of 
troops which makes for easy movement and good 
looking armies on the game table. It might also have 
something to do with the fact that I already have 
two armies like this and I am not too fond of 
rebasing. These unit bases have the disadvantage 
that there is no possibility of removing individual 
figures to show unit deterioration. Unless you 
accept that a base survives or perishes and that 
there is no damage carrying over to the next turn, 
you need some bookkeeping on paper or in markers 
on the table. As I think this on-off behaviour is too 
limiting, I have chosen to use markers on the table. 
Even though it can look a bit messy, it is the easiest 
to use and allows for some novel game mechanics. 

As these rules were first designed for fantasy 
games, the game mechanics must be able to deal 
with a huge range of troop types and strengths. It 
needs to be able to represent both a swarm of rats 
and a dragon and still have enough midrange 
variability for normal troops and in this sense is very 
different from historical wargames. This large 
variation in ability has the added risk that some 
troops are so powerful that they cannot be touched 
by anybody or others are totally inconsequential. To 
this end I chose to abandon the ubiquitous six sided 
dice in favour of ten sided dice to extend the 
statistical range and to use a variable number of 
dice for attacks. In addition, a comparatively large 
number of unit properties are defined to allow for 
troop differentiation, and enough impact of the 
tactical situation is included (defensive position, 
flanking, multiple attackers, etc.)  so weaker troops 
can overcome or at least have a chance against 
stronger enemies by clever manoeuvring or sheer 
numbers. This combination of statistics and tactics 
makes it possible to represent and have a use for all 
manner of troops. 

Wargames use one of two methods of capturing 
troop behaviour in game mechanics. Class based 
mechanics use descriptions of troop types and 
weapons such as 'open formation, light infantry 
with bow' and 'veteran, close formation, heavy 
cavalry with lance', and couple these using tables. 
Statistics or stat based mechanics describe a more 
abstract behavioural aspect of the troops in 
numbers, such as attack score, defence score and 



 

  

morale. Class based mechanics have the advantage 
that the strengths and weaknesses of all troop 
types can be included in class behaviour. This 
includes the 'rock-paper-scissors' effect of enemy 
dependent ability. I.e. troop strength varies with 
the enemy they are fighting. However, for fantasy 
this quickly results in a huge number of classes and 
lots of large look-up tables. Stat based systems can 
easily capture many troop types, but do not allow 
for 'rock-paper-scissors' as a stat is not dependent 
on the enemy. To achieve some of this, special rules 
can be introduced, such as 'spear vs. cavalry: 
attack+1'. No easy choices, but I decided on stat 
based mechanics in favour of class based mechanics 
to allow for all possible troops, monsters, etc. and 
to avoid using reference tables as this can take 
some time and slow the game. To get some of the 
enemy based variation, I introduced a separate stat 
('Reach') that changes initiative in combat 
depending on the enemy, which manages to 
capture a lot of the variation usually found in tables 
or special rules.  

The number of stats for each unit is large compared 
to most other systems. I have chosen to do this in 
order to allow for more variability between troops/ 
races and to reduce the need for looking up 
modifiers in tables and reduce the number of 
special rules. Virtually everything you need is in the 
troop stats and there is little need to refer to the 
rules or even a quick reference sheet.  

A big issue in any wargame is how to determine the 
order in which things take place and if the player 
can react to it. In reality, everything happens at 
once and the general cannot react on, or even see 
everything. In a game we can see it all, so how do 
we determine if and when we can react when 
things happen at the same time? Most wargames 
use alternate play (I go, you go) to solve this 
initiative problem. Some systems use a random 
sequence of the troops taking their actions. This has 
the advantage of some order variation and more 
constant involvement of both players. However, if 
used in large games with more people, it tends to 
slow things down a lot. Personally I prefer 
simultaneous play as both players are actively 
involved all the time, and also speeds up play. This 
does require a separate initiative system to solve 
the previously mentioned problems. I merged the 
initiative with the order system so initiative is 
always clear locally and there is still some 
uncertainty. It also allows for some variation in the 
initiative between armies. 

For movement this initiative will strongly influence 
what the final deployment will look like for shooting 

and combat. At first this can seem strange as units 
can move after being contacted by an enemy. 
Despite the movement sequence, it assumes all 
bases are moving at the same time, reacting by 
redeploying, attacking or disengaging if that is in 
their orders. 

For the combat resolution I chose one roll with 
several dice for each attack, giving direct results. 
The statistical variation comes from the number of 
dice and the use of ten-sided dice. This is limited 
compared to the use of several successive rolls (to 
hit, to wound, to save) or extensive modifications 
using lookup tables. I chose to do this as I wanted 
the quickest possible combat resolution to get a 
rapid succession of turns and to achieve complexity 
over several turns instead of in a single turn, and 
keep the attention on command and control rather 
than the fighting.  

Another thing that is different from almost all 
wargames is that the units do not lose fighting 
strength if they are damaged, (although they do 
lose their impetus). I had difficulty finding a system 
of gradual weakening that worked with such 
simplified combat mechanics, but thinking of the 
number of casualties in ancient and medieval 
warfare and the hundreds of soldiers per base, it is 
not unrealistic to assume basic fighting strength 
stays much the same right up to the moment of the 
unit breaking. I therefore stopped looking for a 
damage system and the results are quite satisfying. 

The rules are geared towards scalability so you can 
play an evening game with a friend or very large 
games with lots of players. It is my experience that 
most rule systems break down in either control or 
local balance of forces if they are used for games 
considerably larger than the one-on-one, evening 
game they are generally designed for. The initiative 
and command systems used here solve problems 
locally without depending on other parts of the 
table or disrupting the local balance, so you can go 
as big as you want. 

In addition I came up with a few new game 
mechanics to achieve certain effects and I tried to 
bring all these ideas together in one rule system. I 
wanted to keep the game mechanics simple while 
interacting in complex ways to get an interesting 
and challenging game that is easy to learn but hard 
to master. The result is a game that feels a little 
different from other wargames, but one I hope you 
will enjoy. 

Hans Goosen, 2017. 
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