


2.11|201610081833

BLADESTORM"™

- SECOND EDITION -

RULESBOOK CREDITS
Designer/Developer: Coleman Charlton, Sebastian Klapdor

Cover lllustration: Nicoleta Stavarache
Character Illustrations: Nicoleta Stavarache
Interior Photographs: Jurgen Brendick, Sebastian Klapdor
Layouts: Sebastian Klapdor
Playtesters and Proofreaders:
Sheldon Greaves
Leland Erickson
Nina 'this is the plan' Wallenborn
Jan-Philip "Butzi" 'screw the plan' Wallenborn
Oliver 'Ivl 70" Feige
Andreas 'l break systems' Brendick
and the 'Deep Space Eifel' Playtest Group

Special Thanks: Ginther Orlowski, John Seal, Ramiro Olano, John van Schaik, Stefano Grazzini,
Tony Francis, Bernd Siepmann and the crew of Metal Express.

OTHER CREDITS

Miniatures: Brigade Models, Excalibur, Heresy, Menhir Games, Mirliton, Reaper and RAFM.
Maps: Brian Travis Thompson, David Martin, Peter C. Fenlon, Sebastian Klapdor.

To Alexandra

© 2016 Bladestorm, MX, ICE and Iron Crown Enterprises and all products related thereto, are trademark
and copyright © properties of Aurigas Aldebaron LLC, Charlottesville Virginia 22902 USA and are used
with permission. All rights reserved. Material derived from Rolemaster and associated products is used in
this product under license from Aurigas Aldebaron.

Purchasers of the pdf version of this product are entitled to print one copy form the pdf for personal use. Print
editions are also produced through OneBookShelf. All other reproduction, re-selling, and redistribution of
this work are strictly and expressly forbidden without written permission from METAL EXPRESS.

Produced by
METAL EXPRESS
2310 Rock Street, No. 31
Mountain View, CA 94043

e |1 o

= =

Stock # 7600




WELCOME TO BLADESTORM

B — BASIC GAME

B-1.0 INtroduCtion: ........cccoovvvvieicecceee e 10
B-2.0 CONVENLIONS: ...ovoveeieecccee e 10
B-2.1 Dice ROIIS .....ocvveiiiiiiicc e 10
B-2.2 TIME SCalB......cveiviiiiieccceece e 10
B-2.3 Size/Distance Scale.........cccoeviieiiiieiiciecreeieceee 10
B-2.4 BaSES......cciiiicieiie e 11
B-3.0 ENVIrONMENL: ..o 11
B-4.0 ComMbBatants: .......cccoceeviviiiiiecceee e 12
B-5.0 TUIMN SEQUENCE: .....oveeeteeee e 12
B-6.0 MOVEMENT: ..o 12
B-7.0 Melee Combat: .......cccoooveiieiieeee e 14
B-8.0 DamMagEe: .....coovoviviiieei e 14
B-8.1 HitS TAKEN ..ceviivviiececce ettt 14
B-8.2 Damage ReSUILS .......cccceveviiereieceeece e 14
B-8.3 Damage Modifiers ..........ccocovereneneneeeieeeceee, 15
B-8.4 Combat EXampIe .......ccccovvvveriieiceieceeeeeeena 15

I — INTERMEDIATE GAME

1-1.0 INtrodUCTION: .oeeeee e 16
1-2.0 CONVENLIONS: ..ot 16
1-3.0 ENVIFONMENT: ..o 16
1-4.0 ComMbDAtANES: ....cooeeee e 17
1-5.0 TUIN SEQUENCE: ....oiieieeeceiieeceeee e 17
1-6.0 MOVEMENT: ..ot 18
1-7.0 Melee COMDBAL: ..o 18

1-7.1 Terrain Modifications ............cocveeevviieevneeieeeeeeeeeenns 18

1-7.2 Shield BONUSES ........oooveeieeiciicceece e 19
1-8.0 DAMAGE: ... 19
1-9.0 Missile CoOmMDaAL: ... ....ooovveeeeeeeeeeeeeeeeeeeeeeeeee e 19

1-9.1 Partial COVE ....cceeiiiicieecee e 20

S — STANDARD GAME

S-1.0 INErOdUCTION: .. 21
S-2.0 CONVENTIONS: .veeeeeeeee oot 21
S-2.1DIiCE ROIIS ..ot 21
S-2.2The TIME SCale........coveeeiviiieecee e 22
S-2.3TheSize/DistanceScale.......cccovvvvvvvevieevieiieiceeiiens 22
S22 A BASES. ..ttt 22
S-3.0 ENVIFONMENT: oo 22
S-4.0 COMDBALANTS: ....ooveeeeeee e 23
S-4.1Combatant Cards .........cccvevveeeeeeiieecie e 23
S-5.0 TUIMN SEQUENCE: ..o 25
S-6.0 MOVEMENT: ..ottt 25
S-6.1 Terrain EffeCtS......cooovviiiiiiiiiieeeeee e 26
S-6.2 FACING .evviviieieieeie et 26
S-6.3Weapon iNUSE ..o 27
S-6.4 Movement ReStriCtions..........ccoevvvvveveeevee e 27
S-7.0 Melee Combat: ........ooveeeeeeeeeeeeeeeee e, 28

S-7.1 Terrain Modifications .............cocevveeevveeeeoeeeeieee e 28

%3

S-7.2 Shield BONUSES .....oceevviieiiiie e 29

S-7.3 Flank and Rear Attacks .........ccccoeoveriiiiiiciicens 29
S-8.0 DAMAJE: ....ceiieeie e 29
S-8.1 HitS TAKEN ...ocvieciiiecicecceese e 29
S-8.2 Damage RESUILS ......ccoeiiiriiiiiie e 30
S-8.3 Damage Result Mods .........c.ccovveieneniiiicce 30
S84 AIMON ..o 30
S-9.0 Missile Combat: .........cccooviiirriccee e, 31
S-9.1 Partial COVEr .......ccccviiriiieieeiee e 32
S-9.2 Firing Into Melee ..ot 32
S-9.3 Blocking Terrain .........ccccooeveiiieieneneieiceeeceis 32
S-9.4 Unaware OPPONENTS ......ccvervirieriieienieeiesieeee e 33
S-10.0 MOrale: ..o 33
S-12.0 UNIES: o 34
S-11.1 UNit Cards ....ocvvveirieiiicinciseeseese s 34
S-11.2 FOrmMationS ......coceovrveirreinrcinreiesrenesre e 35
S-11.3 MOVEMENL ...t 36
S-11.4 Changing FOrmations ..........c.cccceveneneiencieicienns 38
S-11.5 CoMDAL ... 38
S-11.6 MOTalE ... 39
S-11.7 Movement ReStriCtioNS .........ccccvvveriireircinceas 39
S-12.0 Special Combatants: ............ccocevvviiiiciicee, 41
S-12.1 LEATEIS ..ottt 41
S-12.2 SPEILUSEIS ...t 42
S-12.3 Heroes & MONSIENS ........ccoviiiiiiiies e 43
S-13.0 Professions: .......cccorrniieenneeesnee s 44
S-13. L FIGRLE o 45
S-13.2 ASSASSIN ..ottt 46
S-13.3 Barbarian ..........ccoccoveiiiiiiici 47
S-13. A ROQUE ...t 48
S-13.5Warrior MONK ........cccccovieiiiiiiiciies e 49
S-13.6 CIENIC ot 50
S-13.7 DIUI o 51
S-13.8 MAQICIAN ..coveiiiiiiiieccee e 52
S-13.9 HIUSIONIST ... 53
S-13. 10 MENtaliSt .....cveveviiiiieer e 54
S-13.11 Lay Healer ..o 55
S-13.12 ArmS MASHEN .....covviiiiiiiiiiie e 56
S-13 A3 RANGET .o 57
S-13.14Paladin ..coeiviiceciiieeee 58
S-14.0 Profession Archetypes: .......ccoevvveeiiiieenennn, 59
S-14.1 Profession Cards .........ccoeevrreerrerenereseiseseeseeieeas 59
S-14.2 Ready-to-Play COMDOS .......ccccoereeieiiiiiciceieie 60
S-15.0 SPEIIS: wovvii e, 67
S-15.1 Channeling Spells — Level One .........ccccccoeviinee 67
S-15.2 Channeling Spells — Level TWO ........cccooeveeinnne 69
S-15.3 Channeling Spells — Level Three .........ccccoeoiieee 71
S-15.4 Channeling Spells — Level FoUr .........cccccoeiinee 72
S-15.5 Channeling Spells — Level Five ... 74
S-15.6 Essence Spells — Level One .......cccooceveiciiiicnns 75
S-15.7 Essence Spells — Level TWO ......cccceveieicicininne 76
S-15.8 Essence Spells — Level Three .......cccooeecieiiinne 78
S-15.9 Essence Spells — Level Four .........ccccoviiieiiinnnae 79
S-15.10Essence Spells—LevelFiVe ........cccooeieiciceicnnae 81
S-15.11 Mentalism Spells — Level One .........ccccceveviinee 82
S-15.12 Mentalism Spells — Level TWO .........cccceveiinnne 83
S-15.13 Mentalism Spells — Level Three ..o 85
S-15.14 Mentalism Spells — Level Four ..........cccccevviinee 86
S-15.15 Mentalism Spells — Level Five ..o 87

:.;%



O — OPTIONAL RULES

O-1.0 INtroducCtion: ........cccccveeevieiiieeeecece e, 88
0-2.0 CONVENLIONS: ...oocviviiccreicee e, 88
O-3.0 Terrain TYPES: ....cvevvieririreise e, 88
O-4.0 SEALS: oo 90
O-5.0 TUIM SEQUENCE: ..o 90
0-6.0 MANBUVETS: ...t 90
0-6.1 Combatant ManUVEFS ...........ceeeerererienierieieeianeas 91
0-6.2 UNIt MANBUVELS .....oovvcvreieciecir e 95
0-6.3 Maneuver FUMDBIES .......cccoviviiiiieci e 99
0-7.0 Melee Combat: ........ccccovieeiiiicieeecee s 101
O-7.1 Parrying & Targeting ........ccecvevvvvieseiesesese e, 101
0O-7.2 Second Line Polearms Attacks ...........ccccceevveriennen, 101
0-7.3 Melee Type Modifiers ........cccceeeeveeeeneneneeeenn 101
O-7.4 Wound Penalties ..........cccovvevvevrieiieniie e, 101
O-7.50pen ENded ROIIS ......cocveeeicice e, 102
O-7.6 Depth Melee BONUSES .......cccvevveieireiieiiesiesiesie e, 102
O-7.7 Uncontrolled Creatures ..........ccooveveevvevesvesiesiennan, 102
0O-7.8 Melee FUMDBIES .......coveveiiiiicc e, 103
0-7.9 Multiple Melee Attacks ..........ccoevvvevievenieseriennen, 104
O-8.0 DAMAQE: ...ooveiieeeereee e 104
0-8.1 Armor AdVaNntages ........cccvveveereeenesiesesiesie e, 104
0-8.2 Slaying Weapons .........cccccveveeeeieseieseseesie e, 104
0-9.0 Missile Combat: ..........ccoceeriiieieecceee s 105
0-9.1 Missile Parrying ......cccccovveveeveesieiecece e 105
0-9.2 Missile Targeting .......cccevvevveveesie i 105
0-9.3 Unit Missile AtACKS ........covevevieiereie e, 105
0-9.4 Missile FUMDBIES ......cocveiiieiicecce e, 106
O-10.0 MOTalE: ..ot 107
0-10.1 Combatants vs. UNItS ........cccvvevevenenesieriesienen, 107
0-10.2 Effects of ROUL ......ccvvviieiiiiiiiceieeeeeeeee 107
0-10.3 Effects 0f LOSSES ..couvveeeiieieiieeeeeeee e 107
0-10.4 Morale Rolls Caused by Charges ............ccccvu..e. 107
0-10.5 Depth Morale Roll BONUS .........ccccvvevieiiiieiennen, 107
0-10.6 Retreat & FOHOW-UP ..c.ooovevveeiececccc e, 107
O-11.0 FOrmations: .......ccceeveviiereiiieeee e 108
0-11.1Special Formations...........cccccevveeeeeesesesesesienans 108
0-11.2 Changing FOrmations............cccceevevevevesieseriennen, 109
0-12.0 Special Combatants: ...........ccccccevveveeeincrereennen, 110
O-12.1 MUSICIANS ....vvveiveiviiiesresiesie e 110
0-12.2 Standard Barers .........ccccevvevvevvevereeeensesesresies 111
0-12.3 Mounted Combatants ..........cceevverveeeeseseseinenns 111
0-12.4 Vehicles and Vehicle Cards ..........cccovevvevverennnne, 112
0-13.0 Unitvs. UnitCombat: ........ccccoevvvvviieiicrircene, 114
0-13.1 Combining Attacks FromaUnit............ccccccevevane. 114
0-13.2 Larger Scale Battles ..........ccccceevvevvevicieieieerene, 115
0-14.0 Songs and War Sounds: ...........cccoceeeenieveveennnen. 116
O-14.1LeVel ONE ...cocvecevicececece e 116
0-14.2 LeVEl TWO ..vocveiiiiiiecccee e 117
0-14.3 Level TAree .oovviviiiiiicece e 117
0-14.4 Songs and War Sounds Fumbles ....................... 117
O-15.0 SPEIIS: ..o 118
0-13.4 Spell Casting FUmMbIES .......cccoevvevievviicicecrce, 118
0-16.0 Personal Challenges: ..........cccccvvvvveieincrcveenen, 119
0-16.1 Before the Battle Starts ...........ccccceevveevevvcvecnennnn, 119
0-16.2 During the Battle .........ccccccevveviieieceecece, 119

%3

3

O-17.0FIYING: .o 120
0-17.1 FIying ManEUVETS ......cceeververiereerierieeaeaesnsennens 120

C — CAMPAIGN RULES

C-1.0 Introduction: .......coeeeveeicee e 121
C-2.0 Running Campaigns: .....ccccoeveviverivenieeiieininininnns 121
C-2.1 Campaign SEQUENCE .......ccuervrreeieieieiieiesesie e 121
C-2.2Beforethe Game ......ccccevvveveeeiieiiiececcec e, 122
C-2.3 Setup and PIay ........ccoceveiiiiiieeceee 123
C-2.4 After the Game .....ccocevvvviiiecie e, 124
C-3.0 SCENANIOS: .....ooveeeecveeeeeee e 128
C-3.1The Continent of Folenn ........c.cccoveeveeviiiieccieeenen, 128
C-3.2 Scenario Information: .........cccccevvveiveeiee e, 130
C-3.3 SCENANIOS: ..uveeveiiiieeiee ettt 132
C-4.0 Mercenary FOrCeS: ......ccccovvvvveeiiiiiceeieeseeens 140
C-5.0 Items and Supplies: ..o, 158
C-5.1 M Chart ....cocveiiieecee e 158
C-5.2 Money Sub-Chart ..o 159
C-5.3 Armor SUb-Chart .........cccovvveeieiiiece e 159
C-5.4 Shield SUb-Chart .........cccocveviviiiiiiieieece e 159
C-5.5Weapon Sub-Chart ..........ccccoeieiiiniiiiecce 159
C-5.6 Magic Item Sub-Chart .........cccceeeiiiiiini 160
C-5.7 Channeling Sub-Chart .........cccccoeiiviiiiie 161
C-5.8 Essence Sub-Chart .........cccoeeveeiieiiieciecceceee e, 162
C-5.9 Mentalism Sub-Chart ..........ccccevviiieeieciie e, 163
A — APPENDIX
A-1.0 Creating FOICES: ......ccouvirrieriesieseeeeeieis 164
A-1.1 Design PrinCiples ........cccoeviiiiiniiiiinccnccenns 165
A-1.2 Total POINt COSE ....ccvviiviiceiecee et 165
A-1.3 Base COSIS ...ccvviiiiieecieeece e 166
A-1.4 RACE COSIS ..ot 166
A-1.5 Profession/SKill COSES ........ccoevvvviveeeieiiieceeeieene 166
A-1.6 WEAPONS COSLS .....ocveveriiiieieiceeeee s 166
A-1.7 Stat Change COStS ......ccvvervriririiiircinee s 167
A-1.8 Special Stat COStS ......ccvervririiiriiiicirec e 167
A-L1.9 UNIE COSES vt 167
A-2.0 ChartS: ...oovceeeeeeceeeeee e 174
A-2.1 Summon Animal .......cc.ccoveeiiiiiiceeee e 174
A-2.2 Create Undead .........ccoevveveeeeiiieceecie e 174
A-2.3 SUMMON DEMON .....cocvvieiiiiicie e 174
A-2.4 Summon Elemental ...........ccccevvviviiiieicieeeeee 175
A-2.5 Professions and SKills .........ccccooeeveieiiiiiicieeeee 175
A-2.6 Alphabetical SKills INdeX ........cccovirviriiiiinn 176
A-3.0Fromthe Bestiary: .........ccccoovvvennennesnesnens 182
A-3.1TheUndead .......cccooveveieiieeeieiieeceeee e 182
A-3.2 Elementals ........cccooviviiiiieeeceecec e 182
A-3.3Tree FIends ......ccoveveeiiiiiiecee e 182
A-3.4 Great Drakes .......ccoceevviieeeeeeiieecree e 182
A-3.5 DEMONS ..ovoiiiiiiiecee e 182
A-4.0 CONVEISIONS: ..voeiivieeirieeceeeeeeeeeee e 183
A-4.1 From Fantasy Hero .......ccccovveviniiciiincicicne, 183
A-4.2 From Rolemaster 2nd ........cccccoveeeeeveiiieccieeeneene 183
GaAME ATES: .t 184
Card Templates .......ccoeiiieiiieiee e
Standard Rules Summary Sheet ..o
Optional Rules Summary Sheet ..........ccoccovviiveiiciiennns

:.;%




Have you ever wondered how great it would be to have this spe-
cial set of rules for miniature gaming that lets you fight hideous
monsters and historic figures alike? Put together your band of he-
roes in ancient times or in a realm imbued with magic to see them
best challenges and thrive on their experience. Enjoy your epic
tale, duel your friends or follow the dungeon master into the abyss
and back.

Right now, this set of rules is here in your hands.

Welcome to Bladestorm Second Edition (B2E), a fast and
highly customizable set of rules for miniature gaming that can be
played with any kind of 25 to 28mm miniatures of your choice.

This Rulesbook contains everything you need to bring your
miniatures to life. Contrary to many gaming systems
past and present, there are no purchases of special
miniatures or miniature lines necessary to play
Bladestorm. Use the ones you have, stop by at
your local gaming store or shop online.
After reading through this set of rules,
you will likely look at miniatures dif-
ferently than you did before.

But before we venture further into the
details of this game, let's take a look at
the scope of Bladestorm as compared
to other miniature gaming systems.

For centuries, the use of miniature
figurines and miniature terrain to rep-
resent, recreate, and refight battles has
been a rich form of entertainment. This
type of gaming has ranged from children play- ing with
toy-soldiers to elaborate military simulations conducted in war
colleges. Today, miniatures battles of any scope are an extensive
hobby that encompasses wargaming, role playing, and the collec-
tion and painting of miniatures.

A set of rules that governs battles using miniatures is often re-
ferred to as a "miniatures system™ or "tabletop rules." However,
in order to distinguish between a mass combat miniatures system
and a skirmish miniatures system, we will refer to Bladestorm as a
"skirmish system." A skirmish system emphasizes rules for battles
involving individual combatants, while a mass-combat system em-
phasizes rules for battles involving “units" (i.e., large groups of
individual combatants).

Bladestorm deals primarily with a medieval, fantasy-type envi-
ronment as presented in the Rolemaster and Shadow World series
of publications by Iron Crown Enterprises (ICE).

The rules however, are laid out in a way that offers compatibil-

%3

ity with any background or setting imaginable, be it from movies,
books or computer games. To get started right away, we have in-
cluded ten new scenarios that revisit the Warring Holds of Folenn.
Contrary to First Edition these scenarios are now setup to encour-
age competitive games between two or more adventuring parties.

Bladestorm Second Edition is very flexible and enables a vari-
ety of game types. The system can be used to realize anything from
a single encounter that itself represents a larger battle inside your
role playing game campaign to a highly competitive, magically
tainted duelling pit inside a ruined city, the reenactment of an au-
thentic or imagined historical encounter or a long lasting tabletop
campaign

that sees the rise and demise of heroic combatants on
either side of the table.
While the types of possible games are too many
to count in this introduction, so is the number
of players that can attend a gaming session.
Here, the truly limiting factor is the space
available at the gaming table itself. You can
run Bladestorm solo or with any number of
players willing to throw their heroes into
the adventure.

For ease of reference, the rules pre-
sented in this book are divided in five
parts. Each game section is playable by
itself and builds on top of the previous
one while the optional and the campaign
rules add depth and realism. We distinguish
between:

Basic Game
Intermediate Game
Standard Game
Optional Rules
Campaign Rules

GETTING STARTED

Novice skirmish players should start by reading the Basic Game
and then play the scenarios provided. Once you have mastered the
Basic Game, or if you have learned about the Basic Game through
the freely available Bladestorm Quick-Start Rules (QSR), you
can turn to the Intermediate Game and play the provided scenarios.
Similarly, you can then move on to the Standard Game, and to the
Optional Rules. Finally, the Campaign Rules represent the epic
connection between games as they let your combatants gain expe-
rience, obtain a Profession and train skills in between scenarios or

encounters.
=
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This layered approach enables you to gradually absorb the basic
concepts and principles that must be understood in order to get
the most out of full-blown Bladestorm Second Edition skirmish
battles and campaigns.

MoRre EXPERIENCED PLAYERS
Depending upon the amount of previous experience, some play-
ers may wish to proceed directly to the Standard Game. All of the
Basic Game material and the Intermediate Game material is re-
peated in the Standard Game.

RETURNING BLADESTORM PLAYERS

If you have played Bladestorm in the past and have recently
turned your attention to the new incarnation of this classic skir-
mish game, we welcome you back and hope that you enjoy the
changes we made and the added depth of Bladestorm Second Edi-
tion. Rest assured: The basic principles remain unchanged, as we
perceived them to have perfectly captured the necessity for quick
action and resolve right from the start. We expect two things to be
especially important for returning players:

» All the rules and additions presented in this Rulesbook are
backwards compatible with material from the First Edition.

e The Campaign Rules are a legendary improvement and we
encourage you to give them a try with your favorite setting
and role playing characters.

For a summary of changes that you have to expect while mov-
ing up from the First Edition, please have a look at the following
paragraph.

CHANGEs From FirsT EDITION

Subtle changes were introduced to the Intermediate Game that
now allows players to make better use of tabletop terrain through
the introduction of Partial Cover.

A lot of previously Optional Rules have now been introduced to
the Standard Game which contains the entire magic system, now
also enriched by new Mentalism spells. Missile combat was up-
dated with new rules for Firing into Melee and attacking unaware
combatants while Blocking Terrain was also moved from a previ-
ously optional to a standard rule.

All these changes made way for some significant additions to the
Optional Rules. First of all, there is chance that attacks dismally
fail and result in a fumble for melee, ranged and spells attacks or
effects. These are now described in their respective chapters and
wait for a hapless combatant to experience their karmic wrath.

Special combatants now include improved rules for standard
bearers. More importantly though is the addition of musicians such
as drummers and horn blowers who fuel their fellow combatants
through the use of specially designed song lists or war sounds. The
concept is similar to casting a spell with a timed effect of a leader
or a discouraging notion to an affected enemy. Mounted combat-
ants are now treated as two separate entities and can be addressed
in the game respectively. The same principles are then applied to
vehicles such as war machines which were not covered by the First
Edition.

While these are general improvements to playability and the
range of miniatures that can be introduced on the table, the Cam-
paign Rules resemble the biggest improvement over the First Edi-
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tion of Bladestorm. Since each combatant carries with it a Total
Point Cost (TPC) value that is derived during its creation, this
TPC-value is used as Experience that another combatant gains
upon defeating this opponent. Experience (Exp) is collected in a
pool and turned into Development Points (DP) which can be spent
on assigning a Profession to a combatant. A Profession brings with
it certain special abilities and a dedicated Skill Tree from which
players can buy additional skills for their heroes. As combatants
become heroes with individual skill sets, they become harder to
defeat and are vying for stronger and deadlier opponents. An epic
tale unfolds.

Note: For readability purposes, Bladestorm uses stan-
dard masculine pronouns when referring to persons of
uncertain gender. In such cases, these pronouns are in-
tended to convey the meanings: he/ she, her/his, etc.

MEASUREMENTS
These rules use English measurement (i.e., inches and feet). An
equivalent Metric measurement is provided in brackets after each
occurrence of an English measurement. The Metric measurements
have been rounded to the nearest millimeter, centimeter, or meter
and thus are not exactly equal to the English measurements.

MounTing MiNIATURES ON BASES

When fighting a miniatures battle, it is very useful to have each
individual miniature mounted on a "base.” A base can be made
of thick card stock or cardboard or even thin plastic sheets. Each
miniature should be pasted or glued onto its base. Typically, minia-
tures come with a slot that slides into a base or they already include
some ground to give them safe footing.

A base gives a miniature stability, and it also gives a representa-
tion of the minimum space required for the miniature to move and
fight. Bladestorm rules assume that each miniature is mounted on
a base. We suggest a 1"x1" base [or 25mm x 25mm] for miniatures
representing human sized combatants (i.e.,5'-7' [2m] tall). Other
sized combatants can use proportionally smaller or larger bases,
e.g., 5/8"x5/8" [15x15mm] for Halflings, 1.5"x1.5" [40x40mm]
for 7'-9' [2.5m] Trolls, 1"x1.5" [25x50mm] for cavalry, etc. See
the following page for a listing of typical base sizes.




Small sized
Combatants:

Unit minimum of 8

- Bone Worm 5/8"
5/8" [15mm] bases

- Goblin [15mm]
- Gnome
- Halfling
- Ratman

Human Sized
Combatants:

- Dwarf
- EIf
- Ghoul 1"

- Golem [25mm]
- Human
- Orc
- Wolf

S 1"x2"
Unit minimum of| 6
1" [25mm] base [25x50mm]

"2

Standard Sized
Cavalry

Large Sized
Combatants:

- Basilisk
Eﬁ%ﬂ?ﬁ 15" Unit minimum of 3
Gl [40mm] 1,5" [40mm] bases
- Minotaur
- Ogre
- Troll

Huge Sized
Combatants:

- Cave Worm
- Dragon Combination of 2
- Fell Beast 1.2" [30mm] bases
- Hydra
- Roc
- Titan
- War Elephant

- Wyvern 2"
[50mm]

(Huge creatures can-
not build units.)

Combination of 2

1.5" [40mm] bases
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Note: These rules assume the use of "25mm" or "28mm"
miniatures. If a different scale is to be used, the figures
used in this product must be adjusted accordingly.

Note: A base is used to abstractly represent the 6' [2m]
area influenced by a combatant during combat. Certain
abnormal situations arise due to the use of a square
base. For example, the diagonal of a 1"x1" [25x25mm]
square is ~1.4" [~36mm], so a miniature on such a base
could not turnaround ina 1" [25mm] wide corridor. Use
common sense in such cases (e.g., a combatant can turn-
around in a 1" [25mm] wide corridor).

NuUMBERING MINIATURES

In a miniatures battle, figures of the same type and painting
scheme are often used (i.e., members of the same military unit).
During play it is necessary to be able to distinguish between min-
iatures of the same type. So, for each type of miniature, you should
place a unique number on each figure’s base (start with 'l' each
time). This can be accomplished with a marking pen or scotch tape
and small bits of paper. If certain miniatures are about to play a
special role in your encounter, you can use also a letter to designate
their type.

MEeAsURING DisTaNcEs ON FREE TERRAIN

In a miniatures battle it is necessary to measure distances. Regu-
lar tape measures can be acquired from any hardware store. How-
ever, players may find it also useful to use real rulers and/or tape
measures specifically made for gaming purposes.

String is also often useful for measuring distances that do not oc-
cur in straight lines. Just lay the string along a route whose length
needs to be determined; then straighten the string and measure the
route's length.

Note: Normally, a player may measure a distance (e.g.,
for the purposes of movement, missile fire, etc.) only af-
ter committing to perform the action being measured.

MeasurinG Distances ON GRIDs
A popular alternative to free movement across open terrain are
map sheets or floor tiles that feature a square tile background.
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Bladestorm Second Edition can also be played on these maps by
using 1" [25mm] square tiles to determine distances for the pur-
pose of movement and range increments. This does not change
any of the concepts behind the game but merely offers an alternate
view on the tabletop setup. The following example can be applied
to moving a miniature across a room as well as to measure the
distance for a ranged attack.

1" [25mm)]
—_
g
=
<) \
N
1 2 73

Follow these general guidelines to fully adopt a grid-based gam-
ing experience and apply the Bladestorm rules of the following
chapters accordingly:

1. Movement and range determination always follows straight
and diagonal lines across the grid.

Counting always starts in the center of an occupied tile and
stops in the center of the target tile.

Creatures that occupy fractions of a floor tile because of
their base size are always considered to be occupying the
entire tile. This applies to huge creatures that sprawl across
several tiles as well as to very small creatures that occupy
merely a fraction of a tile.

1" [25mm)]
| |

1" [25mm]

Changing the facing of a miniature does not constitute
movement and thus does not reduce its movement range.

When movement for combatants and units in impe-
rial scale includes half inches such as 7" (5.5"/3.5"/2")
[18cm(14/9/5)], always round them up to the next full inch-
es, e.g. 7" (6"/4"2") to reach an even set. Players on metric
scale likewise apply multiples of 2.5.




ABBREVIATIONS
Game Systems and Supplements

B1E — Bladestorm First Edition (Box Set)
B2E — Bladestorm Second Edition

BSB — Bladestorm Bestiary

QSR — Quick-Start Rules

RM — Rolemaster

AL — Arms Law

CL — Character Law

SL — Spell Law

C&T — Creatures and Treasures

Combatant and Unit Stats

Arm — Armor

Def — Defense

En — Endurance

ESB — Elemental Spell Bonus
Ma — Maneuver

Mo — Morale

MR — Movement Rate

PP — Power Points

Rs — Resistance

SB — Shield Bonus

Unit Ma — Unit Maneuver

Game Terminology

AR — Attack Roll
Ch — Channeling

D — Die or Dice
DM — Defense Modification
Dmg — Damage

DP — Development Points
Exp — Experience

Es — Essence

Fum — Fumble

IR — Influence Range

KS — Known Spells
MeA — Melee Attack
MeB — Melee Bonus
MeD — Melee Damage
MeM — Melee Mod

MsA — Missile Attack
MsB — Missile Bonus
MsD — Missile Damage
MsM — Missile Mod
MnB — Maneuver Bonus
Me — Mentalism

MM — Morale Roll Mod
Mod — Modifier or Modification
Pro — Profession

RR — Resistance Roll

Skl — Skill

Stat — Statistic or Characteristic
TPC — Total Point Cost
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Glossary

Area Effect — An effect that is not limited to one combatant but
that affects an area (radius) and everything inside.

Attack Roll — The dice roll that determines the success or failure
of an attack.

Attack — An attempt by one combatant/unit to damage another.

Blind — A combatant that has lost his sense of vision. The
condition applies a -10 modifier to Attack Rolls.

Blocking Terrain — Missile attacks may not pass through
"blocking™ terrain (e.g., woods, impassable terrain, etc.).

Channeling — A realm of magic based on powers that have
been granted to the spell user by his deity.

Chance — Sometimes an event has a "chance” or a "percentage
chance" of occurring, and this chance is given in the form of
"#%." To determine if the action occurs, roll 2D10 — one die
is the tens, the other is the ones, for a result between 1 and 100
(treat 00 as 100). If the result is less than or equal to the "#%",
the event occurs.

Combatant — Each individual participant in a skirmish battle is
called a combatant and is represented by a miniature.

Concentration — Some magic spells require the caster to
continually focus on the spell's effect for it to remain in action.
The caster may not cast another spell while concentrating.

Cursed — A combatant that is affected by a curse suffers its
adverse effects as described by the individual type of curse.

Death Die — A player must use one and only one black six-
sided die; this is the "Death Die."”

Development Points — In a campaign game, 2% of a combatant's
Experience is converted into Development Points.

Diseased — A combatant that is affected by a disease suffers its
adverse effects as described by the individual type of disease.
Disrupted — A combatant/unit that has failed a morale check is

disrupted and less effective in a battle.

Endurance — A stat indicating how much damage a combatant/
unit can absorb before being removed from play.

Essence — A realm of magic based on the ability of the spell
user to manipulate matter on an elemental level.

Experience — In a campaign game, the TPC of defeated opposing
forces is counted as Experience.

Facing — After each combatant is moved, it must be "faced"” in a
specific direction. Facing determines a combatant’s front, flank
and rear.

Falling Damage — Whenever a combatant falls due to a
failed maneuver or another adverse effect, it suffers a falling at-
tack of 1D6 for every 1" [25mm] fallen.

Fixed Bonus — A permanent bonus to the Melee attack, e.g. a
3D6+5 Melee Attack stat has a "fixed bonus" of 5.

Formation — Each unit must be in a specific formation that
determines its movement, combat, and morale capabilities.

Fumble — An epic failure to any attempted task in the game.
Such grave failures cause the attempting combatant/unit to suf-
fer penalties based on the attempted task.

Hero — A combatant who has adopted a Profession and now
specializes in a field of expertise.

Impassable Terrain — Terrain that totally prohibits normal
movement (e.g., a wall, a sheer cliff, a ravine, etc.).

Initiative — An initiative roll determines who is "Player #1". The
highest roller has the initiative and gets to move first.
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Leader — A leader is a special combatant who can modify the
morale and combat capabilities of other combatants and units.
Maneuver — An action that is not normal movement, not an

attack, and not the casting of a spell.

Mass-combat System — A miniatures system that emphasizes
rules for battles involving "units" (i.e., groups of similar indi-
vidual combatants).

Melee Attack — An attack against a target adjacent to the attacker
(e.g., hand-to-hand attacks with swords, axes, polearms, etc.).
Mentalism — A realm of magic based on the ability of the
spell user to manipulate or control the minds and perceptions of

others.

Miniature — A small figurine or statue used to represent an
individual participant in a skirmish battle.

Missile Attack — A ranged attack against a target not adjacent to
the attacker (e.g., bows, thrown weapons, slings).

Monster — A monster is a beast-like combatant that has special
capabilities.

Morale — A stat that reflects how resistant a combatant/unit is to
panic and demoralization on the battlefield.

Movement Rate — The distance that a combatant/unit may move
in a given turn.

Playing Surface — Aplaying surface can be any regular surface on
which the miniatures can be set up and moved (e.g., a table top,
the floor, etc.).

Poisoned — A combatant that is affected by poison suffers a
certain number of hits or effects per turn.

Profession — When a combatant has gained enough Development
Points, he can spend them to buy a Profession. A profession
grants 2 positive and 1 negative modifier and opens a Skill Tree
for further specialization.

Rallying — An attempt by a disrupted combatant/unit to become
undisrupted and thus operate normally once again.

Skill Tree — A collection of special abilities and powers that
are available to a given Profession.

Skirmish System — A miniatures system that emphasizes rules for
battles involving individual combatants.

Spell User — A combatant who can cast spells.

Stat — One of the statistics representing the capabilities of a
combatant/unit.

Stunned — A stunned combatant has lost control over his actions
and is defenseless for a limited amount of time. The condition
applies a -5 modifier to the Defense stat.

Target — A combatant or unit being attacked is called the "target
of the attack."

Terrain — Terrain consists of objects placed on the playing surface
to represent various features of the battlefield (e.g., trees, bush-
es, buildings, roads, walls, etc.).

Turn Sequence — The order in which activities occur during aturn
of play.

Turn — Combatants/units fight and move in terms of a fixed period
of battle time called a turn. Each turn represents 10-30 seconds
of battle time, but a given turn may take much longer for the
players to actually resolve.

Unit— A unit is a group of similar combatants who move and fight
together in a battle.

Vehicle — A vehicle can be a chariot pulled by horses, a war
machine or a platform carried by another creature.

= =
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B-1.0 ‘
INTRODUCTION

The Bladestorm Basic Game is designed to introduce novice
skirmish players to some of the key elements of resolving a battle
in a skirmish system. First a few basic conventions concerning die
rolling and other factors are presented; then the measurement scale
and playing surface are discussed.

Game mechanics presented in the Basic Game are:

Environment .......c.cccoeeieenns Section B-3.0
Combatants ..........cccoevvevenene. Section B-4.0
Turn Sequence .......ccccevvveneene. Section B-5.0
Movement .........ccoeeveeeeieeinns Section B-6.0
Melee Combat ........cc.cveuene. Section B-7.0
Damage ...ccoovevvverieierieieeieneas Section B-8.0

B-2.0 .
CONVENTIONS
B-2.1 DICE ROLLS

In most games, it is necessary to generate a random number in
order to determine the result of an action (e.g., an attack).

A Bladestorm player generates such random numbers by rolling
dice.

There are two types of dice used in Bladestorm: 6-sided dice
and 10-sided dice. A 6-sided die gives a result between 1 and 6,
inclusive. Such aroll is referred to as "D6". A 10-sided die actually
gives theresults: 0,1, 2, 3,4, 5, 6, 7, 8, and 9 — but the 0 is treated
as a 10. Thus, a 10-sided die gives a result between 1 and 10. Such
aroll is referred to as "D10".

Multiple Dice — If more than one die is to be rolled, the number
of dice precedes the "D".

Example: 3D6 indicates that three 6-sided dice are to
be rolled. 2D10 indicates that two 10-sided dice are to
be rolled.

An Addition: A fixed number may be added to a given die roll.
Example: "1D10+4" means: the result of a 10-sided

die plus four. If the 10-sided result is a 7, then the result
of therollis 11 =7 + 4.
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A Dice ""RoLL"

The result of a dice roll is the total of all dice rolled — after
modification by additions and multipliers.

Example: "2D6+1D10+4" means: two 6-sided dice
plus the result of a 10-sided die plus four. If the two 6-
sided results are 2, 5 and the 10-sided resultisa 7, then
the result of theroll is 18 =2+ 5+ 7 + 4.

B-2.2 THE TIME SCALE

In Bladestorm, combatants fight and move in terms of a fixed
period of battle time called a turn (see B-5.0). Each turn represents
10-30 seconds of battle time, but a given turn may take much more
time for the players to actually resolve. During a given turn each
combatant may only move once (see B-5.0).

B-2.3 THE SIZE/DISTANCE SCALE

To fight skirmish battles it is impossible to use the real sizes/dis-
tances for the combatants and the area in which they fight. Instead
we will use "scaled down" sizes: every one inch of size/distance
in a Bladestorm skirmish battle represents six feet in the "real
world." In metric terms, 25 millimeters represents two meters.

6 feet = 1 inch = 25 millimeters = 2 meters

Example: A 1" [25mm] high miniature can represent a
6' [2m] tall man, while a 1.5" [40mm] high Troll minia-
ture can represent a 9' [3m] tall Troll. If a Troll can move
42' [14m] in 10 seconds, the miniature representing the
Troll can move 7" [18cm] in a turn.

Note: These rules use English measurement (i.e., inches
and feet). An equivalent Metric measurement is provided
in brackets after each occurrence of an English mea-
surement. The Metric measurements have been rounded
to the nearest millimeter, centimeter, or meter and thus
are not exactly equal to the English measurements.

Note: Normally, a player may measure a distance (e.g.,
for the purposes of movement, missile fire, etc.) only af-
ter committing to perform the action being measured.
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can be set up and moved (e.g., a table top, the floor, etc.).
B-2.4 BASES Terrain consists of objects placed on the playing surface to rep-

The Bladestorm rules assume that each miniature is mounted  regent various features of the battlefield (e.g., trees, bushes, build-
on a base that is proportional to its size. A base gives a miniature  jngs, roads, walls, etc.). These terrain features can be purchased
Stablllty, and it also gives a representation of the minimum Space Commercia”y or they can be created from common every day
required for the miniature to move and fight. See page 5 for guide-  gbjects. For example, you can use a box to represent a house, a
lines for base sizes and for mounting miniatures on bases. couple of pieces of stacked cardboard to represent hill contours,
balls of cotton to represent bushes, etc..

B'S.O ‘ If using map sheets with 1" [25mm] square tiles, it is also pos-
sible to obtain maps that include environment as part of the printed
E NV IRONMENT map sheet.

The combatants in a skirmish battle fight in an environment
which consists of a playing surface and any special terrain. The For the Basic Game the only terrain used totally prohibits nor-
playing surface can be any regular surface on which the miniatures  mal movement. Such terrain is called impassable terrain. For ex-
ample, movement through a wall is prohibited.

Example: The following terrain is used in the first Basic Game Scenario: the impassable walls of a cavern and
four impassable pillars (see below).

Scenario Type: Skirmish

The Tale: Beneath the Folenn Spikes lie labyrinthine caverns
known as the Ash Lairs. Within these dark passages, foul crea-
tures incessantly battle one another.

Terrain: The impassable walls of a cavern and four impassable
pillars. Note that the gaps marked as 1" [25mm] cannot be tra-
versed by the Troll — his base is 1.25" [40mm] wide.

Victory Conditions: To win, a player must eliminate all of his op-
ponent's combatants.

Player #1 — Controls three Goblins: Monto, Argh and Cro. Mon-
to and Cro are lesser Goblins and Cro, the greater Goblin, is the
strongest of the group. They get to move first and take position
as indicated by the squares "M", "A" and "C" on the map.

Player #2 — Controls the Sea-Troll; a very large and powerful
fellow. The Troll moves second and takes position as indicated
by the capital "T" on the map.

SEA-TROLL CRO, Greater Goblin ARGH, Lesser Goblin IMONTU, Lesser Goblin
(Large Claws) (2H-sword) (Scimitar) (Scimitar)
Movement Rate 7" [18cm] J| Movement Rate 6" [15cm] Movement Rate 5"  [13cm] Movement Rate 5"  [13cm]
Melee Attack ............ 3D6+4 || Melee Attack ... 2D6+D10+3 Melee Attack ............. 3D6-2 Melee Attack .............
Melee Damage......... High+2 || Melee Damage High+Low+2 Melee Damage ........ High+2 [| Melee Damage ........
Defense.....covvevevieivenanns Defense ......cccoovvevevieieninnn, 7 || Defense.....ccccovevveiveivevannnne,

Endurance (51) Endurance (18) aaa Endurance (10) QOQOOAO J| Endurance (10) QOOQOO

aaaaQ aaaad aaaaa aaaaa
aaaaQ aaoaaa aaaaaa

aaaaQ

aaaaQ

aaaaQ
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B-4.0 ‘
COMBATANTS

Each combatant in a skirmish battle is represented by a min-
iature and a set of statistics called its stats. These stats will be

explained in the following sections on movement and combat. For
the basic game, only the following stats are used:

* Movement Rate
» Melee Attack

* Melee Damage
* Defense
 Endurance

Example: A 1" [25mm] high miniature can represent a
6' [2m] tall man, while a 1.5" [40mm] high Troll minia-
ture can represent a 9' [3m] tall Troll. If a Troll can move
42" [14m] in 10 seconds, the miniature representing the
Troll can move 7" [18cm] in a turn.

Example: The combatants to the left are used in the first
Basic Game Scenario: a Sea-troll versus three Goblins.
The Goblins should be mounted on 1"x1" bases and the
Troll on a 1.25"x1.25" base.

B-5.0
TURN SEQUENCE ‘

A Bladestorm battle is divided in turns. A turn is divided in
phases for each player. In the Basic Game, one player may move
all of his combatants, and then combat occurs between combat-
ants in base-to-base contact. Then the next player may move all of
his combatants and combat occurs again. This comprises one turn
and represents 10-30 seconds of activity in the battle. The players
repeat this process until one player wins.

In order to determine who goes first, each player rolls 3D6. This
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is called rolling for initiative. The highest roller is "Player #1"
and chooses one edge of the battlefield to place his forces on the
playing surface. "Player #2" then places his forces. Normally, forc-
es should be placed within 10" [25cm] of the edge of the playing
surface. "Player #1" gets to move first. Initiative rolls are made
only once at the very start of a Bladestorm battle. Scenarios may
define which player moves first and when a win occurs.

Example: In the first Basic Game Scenario, the Gob-
lins move first, and the Troll moves second.

TURN
SEQUENCE

Only once !

Player 1
Melee Attack

Player 2
Melee
Counter
——
Player 2
Moves

Player 2
Melee Attack

Player 1
Melee
Counter

B-6.0 ‘
MOVEMENT

During his part of the turn, a player may move some, all, or none
of his combatants. Each combatant may move (in any direction) a
distance up to its Movement Rate.

Distance is measured from the center of one of a miniature's

edges. These restrictions apply:

A combatant may not move through another miniature. That
is, a combatant's base may not pass through the area occupied
by another miniature's base.

A combatant may not move through impassable terrain (see
B-3.0). That is, a combatant's base may not pass through im-

passable terrain.
=1
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Example: The diagram below shows each of the com- Example: In the first scenario after the Goblins move,
batants in the first scenario. The shaded area around the Troll moves up to the closest Goblin, Montu, as
Montu shows the allowable position to which he can shown below.

move during his part of the first turn. The Troll, Argh,

and Cro have similar limitations.

Example: After combat takes place between Montu and
the Troll (see B-7.0), it is the Goblins' turn to move.
Montu chooses not to move, while Argh and Cro move to
attack the Troll as shown in the diagram below.

Example: In the first scenario the Goblins move first.
Since they can't get all the way to the Troll, they all move
about 3" [7.5¢m] towards the Troll. They end up in the
positions shown below.
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B-7.0 ‘
MELEE COMBAT

When the turn sequence (see B-5.0) calls for combat to occur,
each combatant may make one attack against one other combatant
(called the target of the attack). The targeted combatant gets to
defend against the attack by making a counter-attack. If the tar-
geted combatant is attacked by multiple attackers, he may make
one counter-attack against only one of them (his choice). The fol-
lowing restrictions apply:

* One edge of the target's base must be in contact with one
edge of the attacker's base (i.e., they may not just touch at
a corner). The area of contact must be at least 1/4" (6mm).

»  All combatants get to make their attacks before any combat-
ants are removed from play. Though combat is simultaneous,
the player that just moved his combatants may resolve his at-
tacks first. Attacks are announced and resolved one at a time.

* Inthe Basic Game, combatants need not face each other in
order to attack; only base-to-base contact is required.

Example: In the first scenario after the Goblins move,
combat cannot occur because none of the combatants
are in contact. After the Troll moves (see above), the
Troll and Montu are in contact and may attack each
other (see above).

To determine the result of an attack, roll the dice (see B-2.1) in-
dicated by the attacker's Melee Attack stat. This is called an "attack
roll". If the attack roll exceeds the target's Defense stat, the attack
damages the target. Otherwise, the target takes no damage (i.e., the
attack misses).
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B-8.0 ‘
DAMAGE

An attack roll determines whether or not an attack damages a
target (see B-7.0).

B-8.1 HITS TAKEN

If a target is damaged, its Endurance stat is decreased by an
amount indicated by the attacker's Melee Damage stat (e.g., High,
Low, Highx2, etc.). See the section below on "Damage Results"
for a discussion of how High and Low results are obtained. This
damage is based upon the attack roll, so don't move the attack roll
dice until after the damage has been applied.

To record damage, check off boxes next to the target's Endur-
ance stat. Each box checked off is called a "hit"; so damage is often
referred to as "hits taken."

After all attacks have been resolved, any combatant whose En-
durance stat is zero or less (i.e., all of its boxes have been checked)
is removed from the game. Such a combatant is assumed to be
incapacitated, killed, or unconscious for the rest of this battle.

Note: This removal process takes place after all attacks
have been resolved, thus all combatants get to make
their attacks before any combatants are removed from
play. Therefore, combat is simultaneous.

B-8.2 DAMAGE RESULTS

The Melee Damage stat will indicate a damage result based
upon "High Damage" or "Low Damage."

High Damage — The target takes a number of hits equal to the
highest die already rolled. If more than one die are highest, the
damage taken is equal to the sum of the highest dice.

Example: An attack roll of "3D6+7" results in die re-
sults of 3, 5, and 1. "High" damage from such an attack
would be 5 hits. If the rolls were 2, 4, and 4, the "High"
damage would be 8 = 4 + 4 because both 4's are high.
If the rolls were 2, 2, and 2, "High" damage would be 6
=2+2+2.

Low Damage — The target takes a number of hits equal to the
lowest die already rolled. If more than one die are lowest, the dam-
age taken is equal to the sum of the lowest dice.

Example: An attack roll of "3D6" results in die results
of 6, 4, and 1. "Low" damage from such an attack would
be 1 hit. If the rolls were 3, 4, and 3, the "Low" damage
would be 6 = 3 + 3 because both 3's are low. If the rolls

were 4, 4, and 4, "Low" damage would be 12 = 4 + 4
+4.
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High+Low Damage — The target takes a number of hits equal to
the sum of the highest die and the lowest die already rolled. If more
than one die are lowest or highest, the damage taken is equal to the
sum of all three of the dice.

Example: 4n attack roll of "3D6" results in die results
of 6, 4, and 1. "High+Low" damage from such an attack
would be 7 = 6 + 1. If the rolls were 3, 4, and 3, the
"High+Low" damage would be 10 = 4 + 3 + 3 because
both 3's are low.

B-8.3 DAMAGE MODIFIERS

As with normal dice rolls (see B-2.1) damage results can be
modified by additions and multipliers.

Example: An attack roll of 3D6 results in die results of
6, 4, and 1. "Low+2" damage from such an attack would
be 3 =1 + 2. If the rolls were 3, 4, and 3, the "Low+2"
damage would be 8§ =3 + 3 + 2.

Example: An attack roll of 3D6 results in die results of
6, 4, and 2. "Lowx3" damage from such an attack would
be 6 = 2 x 3. If the rolls were 3, 4, and 3, the "Lowx3"
damage would be 18 = (3 +3) x 3.

B-8.4 COMBAT EXAMPLE

In the first scenario, after the Troll and the Goblins have moved
(see the example in Section B-7.0), the Troll and Montu stand in
base-to-base contact and may attack one another. The Troll's Melee
Attack is "3D6+4" and his attack roll isa 1, a 5, and a 3, for a total
attack roll of 13 = 1+5+3+4. Since Montu's Defense is only "7",
the Troll's attack damages Montu. Since the Troll's Melee Damage
is "High+2" and his dice results were 1, 5, 3, Montu's Endurance
is decreased by 7 =5 + 2 (i.e., check off 7 boxes next to Montu's
Endurance, he takes 7 hits).

Montu's Melee Attack is "3D6-1" and his attack roll isa 2, a 3,
and a 6, for a total attack roll of 10 = 2+3+6-1. Since the Troll's
Defense is "10", Montu's attack just misses and doesn't damage
the Troll.

Next, the remaining Goblins move, and all decide to move into
base-to-base contact with the Troll (see the diagram below). Mon-
tu chooses not to move and keeps his position in front of the Troll.

After their movement has concluded, it is their turn to attack
the Troll and melee combat between the two groups commences
again.

Argh's attack roll is 8 = 1+5+4-2, he misses. Cro's attack roll is
15 = 6+2+4+3 (his Melee Attack is 2D6+D10+3), so he damages
the Troll. Cro's Melee Damage stat is High+Low+2, so the Troll
takes 10 hits (i.e., 10 = 6+2+2).

Montu attacks and rolls 11 = 4+2+6-1 — which is more than the
Troll's Defense of 10, he damages the Troll! Since Montu's Melee
Damage stat is High+2, the Troll's Endurance is decreased by 8 =
6+2.

The Troll decides to attack Montu again, this time with an attack
roll of 12 = 2+3+3+4. This is more than Montu's Defense of 7, so
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the Troll damages Montu again — Montu's Endurance stat is de-
creased by 8 =6 + 2, since the High result of a 2,3,3 roll is 6 = 3+3.

After those attacks the Troll has taken 18 hits (i.e., its Endurance
is reduced by 18), Montu has taken 15 hits, and the other Goblins
are undamaged. Since Montu only has an Endurance of 10 (i.e., 10
boxes), he is removed from play.
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SEA-TROLL
(Large Claws)

Movement Rate 7" [18cm]

Melee Damage......... High+2

aaaaa

Melee Attack ............ 3D6+4

Defense....ccccvvvevveecieeeiienns 10

HANXX HNNOQ aaaaa aaaaa
aaadaa aaaaa
aaadaa aaaaa

CRO, Greater Goblin
(2H-sword)
Movement Rate 6"  [15cm]
Melee Attack ... 2D6+D10+3
Melee Damage High+Low+2
Defense .......ccoeveevevieieninnnn, 9

Endurance (51) a || Endurance (18) aaa
QARG (0404045 I i i i

ARGH, Lesser Goblin

IMoONTU, Lesser Goblin

(Scimitar) (Scimitar)
Movement Rate 5"  [13cm] || Movement Rate 5" [13cm]
Melee Attack ............. 3D6-2 || Melee Attack ............. 3D6-1
Melee Damage ........ High+2 || Melee Damage ........ High+2
Defense .......coevevieccninnn 7 || Defense......ccoovviiniininnn. 7
Endurance (10) 4OOQAQ [| Endurance (10) X1X1xx1x]

aaaaao XX XIXIX)




1I-1.0 FrAcTIONS
INTRO DUCTION . If the rules call for a fraction of a value to be used (e.g., half, one

third, etc.), round up any results. For example, half of 5 would give

The Intermediate Game introduces more key elements of resolv- a result of 3, one third of 7 would give 3, etc.

ing a battle in a skirmish system. Novice players should master the

Basic Game first. English Movement Rate reductions are the exception to this rule

. i . (see 1-6.0 and 1-9.0) — in these cases, increase fractions to the
The new game mechanics presented in the Intermediate Game nearest half inch (e.g., 5.25 t0 5.5, 6.75 to 7, etc.).

are:

Terrain TYPES .oovevveiieieeeee e Environment, 1-3.0

New Combatant Stats ..........cccceevrervrerinen. Combatants, 1-4.0 I’S.O ‘
New Turn SEqUENCE .......cccvvvrvrerrennenn Turn Sequence, 1-5.0

Terrain Effects .....ccooevvevieviiiieiicieieeeee Movement, 1-6.0 ENVIRONMENT

Terrain Effects, Shields .........c..cccceueene Melee Combat, 1-7.0 All of the environment material presented in the Basic Game
ATMNOT i Damage, 1-8.0 (see B-3.0) is in effect for the Intermediate Game. However, in
Missile Combat, COVer..........ccccevvrierenne. Missile Combat, 1-9.0 the Intermediate Game, we will present a number of terrain types

which will have an effect on play — movement (I-6.0) and combat

1_2 0 . (1-7.0 and 1-9.0). The terrain types are:
CONVENTIONS * Clear

All of the conventions presented in the Basic Game (see B-2.0) Brush
) . . . . » Heavy Woods
are in effect for the intermediate game — dice rolls, time scale, and
. . e Streams
size/distance scale.
* Impassable

Dice RoLLs

A Multiplier: The results of a dice roll may be multiplied by a
number (#) indicated by "x#" following the dice roll indicator.

Example: "1D6x2" means: multiply the results of a
6-sided die roll by two. If the 6-sided result is a 4, then
the result of the roll is 8§ = 4 x 2.

Example: "2D6+1D10x2+4" means: two 6-sided dice
plus the result of a 10-sided die multiplied by 2 plus four.
If the two 6-sided results are 2, 5 and the 10-sided result
is a 7, then the result of the roll is25 =2 + 5 + (7 x 2)
+ 4.

Example: "2D6x3+1D10+2" means: two 6-sided dice
multiplied by 3 plus the result of one 10-sided dice plus
two. If the two 6-sided results are 3, 4 and the 10-sided
result is a 2, then the result of the roll is 27 = [(3 + 4) x
3] +2+4.
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[-4.0 .l
COMBATANTS
All of the material on combatants presented in the Basic Game

(see B-3.0) is in effect for the Intermediate Game. However, for the
Intermediate Game, a number of new stats come into play:

» Missile Attack
 Missile Damage
* Shield Bonus

e Armor

Example: The following combatants are used in the examples in
the Intermediate Game: a Sea-troll versus three Goblins. These
combatants were also used in the Basic Game examples and the
first Basic Game scenario.

CRO, Greater Goblin
(2H-sword,

Chain Armor)
MovementRate....6"(3"/1.5")
[15¢cm (8cm/4cm)]

Melee Attack .. 2D6+D10+3

SEA-TROLL
(Large Claws, Thrown Rocks
Rigid Leather Armor)
MovementRate....7"(3.5"/2")
[18cm (9cm/5¢cm)]
Melee Attack ............ 3D6+4

Melee Damage......... High+2 || MeleeDamage.High+Low+2
Missile Attack ........... 4D6-1 Missile Attack ........... 4D6-1
Missile Damage ........... High | Missile Damage ........... none
Defense.....coccovevieiiennn, 10 || Defense .....cccooevvvveviennnns 9
Shield Bonus .................. +0 || Shield Bonus ...................
AMMOT e =2 [ Armor ...ooooeiiiieiiies
Endurance (51) O || Endurance (18) aaa
aauaua aaaaa I [ | o
aauaua aaaaa aaaaa aaaaa
aauaua aaaaa
aauaua aaaaa

I | i i

IMONTU, Lesser Goblin
(Scimitar, Throwing Daggers,
Shield, Soft Leather Armor)
MovementRate.5"(2.5"/1.5")

[13cm (7cm/4cm)]

ARGH, Lesser Goblin
(Scimitar, Throwing Daggers,
Shield, Soft Leather Armor)
MovementRate.5"(2.5"/1.5")

[13cm (7cm/4cm)]

Melee Attack ............. 3D6-2 Melee Attack ............. 3D6-1
Melee Damage ........ High+2 || Melee Damage ........ High+2
Missile Attack ........... 2D6+2 || Missile Attack ........... 2D6+2
Missile Damage ........... High | Missile Damage........... High
Defense .....ccocvvvvineiiiennn, 7 || Defense .....cccoovveveviviennns 7
Shield Bonus ................... +4 | Shield Bonus ...................

AIMOT e -1 F] ArmOr .o

Endurance (10) WQQAQQ || Endurance (10) QUWQQAQA

I I i i aaaaa
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[-5.0 l.
TURN SEQUENCE

In the Basic Game, one player moves all of his combatants in
his movement phase and then melee combat occurs in his melee
combat phase; then the next player moves all of his combatants
and melee combat occurs again. In the Intermediate Game, this
sequence is modified to include missile attacks (see 1-9.0).

An Intermediate Game turn consists of the following phases:

Player 1 Movement-Missile Phase ...........cccccceuee. 1-6.0&9.0
Melee Combat Phase .........cccoervieriiniiieneese, 1-7.0
Player 2 Movement-Missile Phase ...........c.cccccoueee. 1-6.0&9.0
Melee Combat Phase .........cccocvvviiriiniiieesese, 1-7.0

During his movement-missile phase, a combatant may move up
to his full movement rate or move up to one-fourth of his move-
ment rate and make a missile attack. A player may decide to move
combatants and make missile attacks in any order he desires.

A battle is started by rolling for initiative (see B-5.0) and is re-
solved as a series of turns, which continues until a win occurs. Sce-
narios may define which player moves first and when a win occurs.

TURN
SEQUENCE

Only once !

Player 1
Melee Attac]

Player 2
Melee Counter

Player 2
Move
Missile Attack
I

Player 2
Melee Attack

Player 1
Melee Counte:
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[-6.0 ‘
MOVEMENT

During his movement-missile phase, a player may move some,
all, or none of his combatants. Each combatant may move (in any
direction) a distance up to its Movement Rate. Distance is mea-
sured from the center of one of a miniature’s edges. Once all of a
combatant’s Movement Rate has been used, it may not be moved
again during the current turn.

The following restrictions apply:

e A combatant may make a missile attack and still move up to
one-fourth of his normal Movement Rate (round up) in the
same phase (i.e., during its movement-missile phase).

e A combatant may not move through another miniature. That
is, a combatant’s base may not pass through the area occupied
by another miniature’s base.

e Acombatant may not move through impassable terrain (1-3.0).

* A combatant’s Movement Rate may be affected by the terrain
it moves through (see the next page).

TerRRAIN EFFeECTS

Certain types of terrain are more difficult to move through than
clear terrain.

If a combatant moves through any Heavy Woods terrain and/or
any Stream terrain, its Movement Rate for that turn is reduced to
half of normal. Regardless of how much Heavy Woods or Stream
terrain a combatant moves through, its Movement Rate will never
be reduced below half of normal. The "half movement rate" for a
combatant is given in the parentheses after its normal Movement
Rate. [The numbers in brackets are Metric Movement Rates (see
B-2.3)].

MOVEMENT/RATE/REDUCTION/CHAR TS
MovementjRatejReduction

R

Clear no reduction
Brush no reduction
Heavy Woods 1/2 of normal
Streams 1/2 of normal
Impassable not allowed

Note: A combatant’s Movement Rate for an entire turn is
reduced by entering restrictive terrain. Thus, a combat-
ant who has already moved more than half of his Move-
ment Rate may not enter Heavy Woods terrain or Stream
terrain.

Example: The Troll (a Movement Rate of 7" [18cm])
starts his position at the point marked "x". If he moves
towards point "y", he moves through 2" [5cm] of Clear
terrain and then enters Heavy Woods terrain. This re-
duces his Movement Rate for the turn to 3.5" [9cm] (half
of 7" [18cm]), so he can only move 1.5" [4cm] further
during his movement-missile phase.

Once again, the Troll starts at point "x" and then moves
towards point "'z"'. He moves through 1" [2.5cm] of clear

%5
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terrain and then enters a 1" [2.5cm] wide Stream with
Heavy Woods on the other side. This again reduces his
Movement Rate for the turn to 3.5" [9cm] (half of 7"
[18cm]), so he could cross the stream and move up to
1.5" [4cm] on the other side. The Heavy Woods on the
other side does not slow him further because his Move-
ment Rate has already been reduced to 1/2 of normal due
to his passage through the stream.

Once again, the Troll starts at point "x" and then
moves towards point "w". He moves through 2" [5cm] of
Clear terrain and then 2" [5cm] of Brush terrain (does
not reduce his Movement Rate) and then stops in front
of an impassable wall. He could move 3" [S8cm] along
the edge of the wall, but the Troll wants to stop with his
back to the wall so that a limited number of foes can at-
tack him.

[-7.0 ‘
MELEE COMBAT

All of the material on melee combat presented in the Basic Game
(see B-7.0) is in effect for the Intermediate Game. However, for the
Intermediate Game, several other factors can come into play.

To determine the result of an attack, roll the dice (see B-2.1)
indicated by the attacker's Melee Attack stat. This is called the "at-
tack roll." There can be two different attack results:

e An attack damages a target if the attack roll exceeds the tar-
get's "Modified Defense," which is equal to:

Defense stat + Terrain Modification + Shield Bonus stat
e Otherwise, the target takes no damage (i.e., the attack misses).

[-7.1 TERRAIN MODIFICATIONS

Certain types of terrain make a target easier or more difficult
to attack.

Whenever an attack is made against a target, the target's Defense
is modified by an amount determined by the terrain that the target
occupies (see the chart on the next page).

Use common sense and the following guidelines to determine
what terrain type a combatant occupies:

e If any part of the base of a combatant is in ""Stream" terrain,
the combatant occupies "Stream" terrain.
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»  Otherwise, if more than half of the base of a combatant is Example: The Troll attacks Montu the Goblin (see

in "Heavy Woods" terrain, the combatant occupies "Heavy 1-4.0). Montu's Defense is 7, but he decides to use his
Woods" terrain. shield against the Troll's attack (a good idea since Mon-
»  Otherwise, if more than half of the base of a combatant is in tu is only being attacked by one opponent). This means
"Brush" terrain, the combatant occupies "Brush" terrain. that the Troll must make an attack roll greater than 11 =
»  Otherwise, the combatant occupies clear terrain. 7 + 4 (for the Shield Bonus) in order to damage Montu.

[-8.0 ‘
DAMAGE

All of the material on damage presented in the Basic Game (see
B-8.0) is in effect for the Intermediate Game. However, for the
Brush 1 Intermediate Game, one other factor can come into play.
Heavy Woods +3
Streams -2 ARMOR EFFECTS
Impassable not allowed

A target's armor can reduce the damage taken from an attack.
Example: Cro the Goblin is in some Heavy Woods next

to a stream. He is being attacked by the Troll that is The five Armor stats used in the Intermediate Game are:

standing in the stream. Cro s Modified Defense is 12 = 9

+ 3. The Troll's Modified Defense is 8§ = 10 + (-2). « -1 — This stat usually indicates *'Soft Leather"" armor and
indicates that the target takes one less hit than normal from

any attack.

e -2 — This stat usually indicates ""Rigid Leather" armor and
indicates that the target takes two less hits than normal from
any attack.

e -3 — This stat usually indicates ""Chain'* armor and indicates
that the target takes three less hits than normal from any at-
tack.

e -4 — This stat usually indicates "‘Dragonskin' or "Half
Plate™ armor and indicates that the target takes four less hits
than normal from any attack.

e 1/2—This stat usually indicates "'Plate'* armor and indicates

that the target takes half of normal damage from any attack
(round up).

[-7.2 SHIELD BONUSES _ :
Example: Cro the Goblin attacks the Troll and deliv-

A target's shield makes the target harder to attack. ers 11 hits. However, the Troll has -2 armor (his natural
hide) so the Troll only takes 9 hits: 9 =11 - 2.
Whenever an attack is made against a target, the target's Defense
may be modified by its Shield Bonus stat. This modification can be Example: Cro attacks a man in plate armor (1/2 dam-
applied against one and only one attack during each phase. age) and delivers 11 hits. So the man only takes 6 hits: 6

=11+ 2 (i.e., 5.5 rounded up).
The five Shield stat bonuses used in the Intermediate Game are:

. o . 1-9.0
e +1—This stat bonus usually indicates a *"Very Small*'-sized
shield that adds one point to the defense stat against an attack. MISSILE COMBAT

* *2—Thisstat bc_)nus usually indicatesa"S_maII"-sized shield When the turn sequence (see 1-5.0) calls for a player to make
that adds two points to the defense stat against an attack. missile attacks, each of that player's combatants may make one

*  +3 — This stat bonus usually indicates a ""Medium™-sized  mjssile attack against one other combatant. A missile attack is re-
shield that adds three points to the defense stat against an at-  sp|ved just like a melee attack.

tack.
e +4 — This stat bonus usually indicates a ""Full*-sized shield The following restrictions apply:
that adds four points to the defense stat against an attack.
e +5— This stat bonus usually indicates a ""Wall"-sized shield ¢ A combatant may make one missile attack and still move up
that adds five points to the defense stat against an attack. to one-fourth of his normal Movement Rate (round up) in the
same phase (i.e., during its movement-missile phase).
= =
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The target may not be more than 20" [50cm] away (i.e., 120'
[40m]).

The target may not be engaged in a melee combat (i.e., its base
may not be in contact with the base of an enemy combatant).
The combatant making a missile attack may not be engaged
in a melee combat (i.e., its base may no be in contact with the
base of an enemy combatant).

The attacker must have a missile weapon (e.g., a combatant
with only a battleaxe may not make a missile attack).

There may not be a combatant and/or "blocking™ terrain
between the attacker and his target (see B-3.0). For these
purposes blocking terrain includes: all impassable terrain and
Heavy Woods terrain.

Note: If a target occupies blocking terrain, no one may
make a missile attack against him and he may not make
any missile attacks.

Example: The diagram below shows the positions of the
Troll, Cro, Montu, Argh, and a fourth Goblin, Nay. Play-
er 1 controls the Goblins and player 2 controls the Troll.
During the Player 2 movement-missile phase, the Troll
may move and/or make a missile attack against Montu
or Cro. The Troll may not make a missile attack against
the other two Goblins — Argh is 21" [53cm] away and
there are Heavy Woods between the Troll and Nay.

The Troll decides not to move and makes a missile at-
tack against Montu. His attack roll (4D6-1) is 12 =3 +
2 +4 + 4 - 1. Montu's modified Defense is only 11 (7
normal +4 for his shield), so the attack damages Montu.
Because the Troll s Missile Damage stat is "High", Mon-
tu takes 7 hits = 4 + 4 - 1 (for armor).

No melee attacks are made because no one is adja-
cent. During the following Player 1 Movement-Missile
Phase, only Montu may make a missile attack against
the Troll — Cro has no missile attack, Argh is too far
away, and there are Heavy Woods between Nay and the
Troll.

Montu's missile attack roll (2D6+2) is 10 =3 + 5 + 2.
The Troll’s Defense is 10, so the attack misses.

I-9.1 PARTIAL COVER

A target partially covered by adjacent walls or objects is harder
to hit.

Whenever a missile attack is made against a partially visible
target, that target's Defense stat receives a +2 bonus against the
incoming attack.

The following restrictions apply:

In order to receive Partial Cover, a target has to touch base
with the obstruction (crate, wall, palisade,...).

e At least half of the target needs to be visible to the attacker.

e The modification can be applied against any number of ranged
attacks that are made across the obstruction.

e Both, the target and the obstruction must lie within the line of
sight of the attacker.

e Partial Cover is cumulative to all other terrain based missile
defense modifications.

Note: Partial Cover can be used during the movement-
missile phase against any number of missile attacks that
fall into the line of sight. If more than half of a combat-
ant is visible to the attacker, the obstruction does not
count as impassable terrain for the purpose of missile
attacks.

Example: Two Elven archers, Keyaan and Nirubar be-
come aware of Belluk, the Goblin who has advanced to
the corner of a building in his movement phase. In their
movement-missile phase, Keyaan and Nirubar decide to
attack the Goblin. Both can see Belluk but only Nirubar
can see more than half of him.

Because Keyaan's view of the Goblin is too limited,
his attack automatically misses.

Nirubar has a better chance and fires at the Goblin
who receives a +2 bonus to his Defense. Nirubar's mis-
sile attack roll (2D6+4) is 12 =2+ 6 + 4. The Goblin's
modified Defense is 10 (Defense 8 + Partial Cover 2 =
10), so the attack succeeds.
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S-1.0 ‘
INTRODUCTION

The Bladestorm Standard Game is designed to introduce all of
the key elements of resolving a battle in a skirmish system. All
of the material presented in the Basic Game and the Intermediate
Game is repeated in the Standard Game. Thus, more experienced
players can skip the Basic and Intermediate Games and proceed
directly to the Standard Game.

The game mechanics presented in the Standard Game are:

CONVENLIONS ..ot Section S-2.0
ENVIrONMENT ...ooooviiiiicccecec e Section S-3.0
Combatants ......ccoevviieiieececee e Section S-4.0
TUIN SEAUENCE ..veveveieieieiie e e e Section S-5.0
MOVEMENE ..ot Section S-6.0
Melee Combat .......ccccovvveviiieiecee e, Section S-7.0
DaAMAQGE .vvevveererecreree e Section S-8.0
Missile Combat ........c.ccveeveeiiciiieiece e Section S-9.0
MOTaIE ..vivieiictieece e Section S-10.0
UNIES oot Section S-11.0
Special Combatants .........ccccceevevvviviiviniiniesenn, Section S-12.0
ProfeSSIONS ....vvcviivieiicieccie e Section S-13.0
Magic and Spells ......ccccovvvviiviiiiiiiireie e Section S-14.0

NeEw MATERIAL
or players who have played the Basic and Intermediate Games,
material in Sections S-1.0 to S-9.0 is marked like this para-
ph (i.e.,with a red bar on the side). Since all of the material in
tions S-10.0 to S-14.0 is new, it is not marked with bars.

he new game mechanics presented in the Standard Game are:

EW Terrain TYPES .ocvvvvvververeeieriereerenenas Environment, S-3.0
ew Combatant StatS ...........ceevveevvriiiennns Combatants, S-4.0
asting Spells ..o Turn Sequence, S-5.0
acing, Terrain Effects ........c.ccoccoevnoininnnnnn Movement, S-6.0
acing, Terrain Effects .........cccccvvvenennee. Melee Combat, S-7.0
ange, Blocking Terrain ................... Missile Combat, S-9.0
OFAlE .. Morale, S-10.0
Nits, FOrmations .........cccovevvevieiniiecr e Units, S-11.0
eaders,SpellUsers,Heroes, Monsters..Sp. Combatants,S-12.0
rofessions, SKill Trees .......ccccevvveveiernenn. Professions, S-13.0
agicand Spells .........ccceeveveiiiienns Magic and Spells, S-14.0
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S-2.0 ‘
CONVENTIONS

S-2.1 DICE ROLLS

In most games, it is necessary to generate a random number
in order to determine the result of an action (e.g., an attack). A
Bladestorm player generates such random numbers by rolling dice.

There are two types of dice used in Bladestorm: 6-sided dice
and 10-sided dice. A 6-sided die gives a result between 1 and 6,
inclusive. Such aroll is referred to as "D6". A 10-sided die actually
gives theresults: 0,1, 2, 3,4, 5, 6, 7, 8, and 9 — but the 0 is treated
as a 10. Thus, a 10-sided die gives a result between 1 and 10. Such
aroll is referred to as "D10".

Multiple Dice: If more than one die is to be rolled, the number of
dice precedes the "D".

Example: 3D6 indicates that three 6-sided dice are to
be rolled. 2D10 indicates that two 10-sided dice are to
be rolled.

An Addition: A fixed number may be added to a die roll.

Example: "ID10+4" means: the result of a 10-sided die
plus four. If the 10-sided result is a 7, then the result of
therollis 11 =7 + 4.

A Multiplier: The results of a dice roll may be multiplied by a
number (#) indicated by "x#" following the dice roll indicator.

Example: "1D6x2" means: multiply the results of a
6-sided die roll by two. If the 6-sided result is a 4, then
the result of the roll is 8§ = 4 x 2.

A Dice "RoLL"

The result of a dice roll is the total of all dice rolled — after
modification by additions and multipliers (see above).

Example: "2D6+1D10x2+4" means: two 6-sided dice
plus the result of a 10-sided die multiplied by 2 plus four.
If the two 6-sided results are 2, 5 and the 10-sided result
isa 7, then the result of the roll is25 =2 + 5 + (7 x 2)
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Example: "2D6x3+1D10+2" means: two 6-sided dice
multiplied by 3 plus the result of one 10-sided dice plus
two. If the two 6-sided results are 3, 4 and the 10-sided
result is a 2, then the result of the roll is 27 = [(3 + 4) x
3] +2+4.

FracTiONS

If the rules call for a fraction of a value to be used (e.g., half, one
third, etc.), round up any results. For example, half of 5 would give
a result of 3, one third of 7 would give 3, etc.

English Movement Rate reductions are the exception to this rule
(see S-6.1 and S-11.2) — in these cases, increase fractions to the
nearest half inch (e.g., 5.25t0 5.5, 6.75 to 7, etc.).

S-2.2 THE TIME SCALE

In Bladestorm, combatants fight and move in terms of a fixed

period of battle time called a turn (see S-5.0). Each turn repre-
sents 10-30 seconds of battle time, but a given turn may take much
more time for the players to actually resolve. During a given turn
each combatant may only move once (see S-5.0).

S-2.3 THE SIZE/DISTANCE SCALE

To fight skirmish battles it is impossible to use the real sizes/dis-
tances for the combatants and the area in which they fight. Instead
we will use "scaled down" sizes: every one inch of size/distance
in a Bladestorm skirmish battle represents six feet in the "real
world." In metric terms, 25 millimeters represents two meters.

6 feet = 1 inch = 25 millimeters = 2 meters

Example: A 1" [25mm] high miniature can represent a
6' [2m] tall man, while a 1.5" [40mm] high Troll minia-
ture can represent a 9' [3m] tall Troll. If a Troll can move
42' [14m] in 10 seconds, the miniature representing the
Troll can move 7" [18cm] in a turn.

Note: These rules use English measurement (i.e., inches
and feet). An equivalent Metric measurement is provided
in brackets after each occurrence of an English mea-
surement. The Metric measurements have been rounded
to the nearest millimeter, centimeter, or meter and thus
are not exactly equal to the English measurements.

Note: Normally, a player may measure a distance (e.g.,
for the purposes of movement, missile fire, etc.) only af-
ter committing to perform the action being measured.

S-2.4 BASES

The Bladestorm rules assume that each miniature is mounted
on a base that is proportional to its size. A base gives a miniature
stability, and it also gives a representation of the minimum space
required for the miniature to move and fight. See page 5 for guide-
lines for base sizes and for mounting miniatures on bases.

%5
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S-3.0 ‘
ENVIRONMENT

The combatants in a skirmish battle fight in an environment
which consists of a playing surface, and terrain which is placed
on it. The playing surface can be any regular surface on which the
miniatures can be set up and moved (e.g., a table top, the floor,
etc.).

Terrain consists of objects placed on the playing surface to rep-
resent various features of the battlefield (e.g., trees, bushes, build-
ings, roads, walls, etc.). These terrain features can be purchased
commercially or they can be created from common every day
objects. For example, you can use a box to represent a house, a
couple of pieces of cardboard to represent a hill, balls of cotton to
represent bushes, etc.

For the Standard Game, we will present a number of terrain types
which will have an effect on play — movement (S-6.0), combat
(S-7.0), and morale (S-10.0). The terrain types are:

e Clear

* Brush

I:ght Woods
edium Woods

* Heavy Woods

#SIopes

* Streams

* Impassable

BBuildings




S-4.0 ‘
COMBATANTS

Each combatant in a skirmish battle is represented by a min-
iature and a set of statistics called his stats. These stats will be
explained in the following sections on movement (S-6.0), combat
(S-7.0), morale (S-10) and magic & spells (S-14).

For the Standard Game, the following stats are used:

Stat Abbreviation Stat Abbreviation
MovementRate................... MR  Defense......cceceevveennns Def
Melee Attack .................... MeA Shield Bonus................. SB
Melee Damage.................. MeD  Armor.......ccooceveenieennne Arm
Missile Attack .................. MsA [Morale.........cccccoovunnnne. Mo
Missile Damage................ MsD Endurance ..........ccccceenee. En
PRange Mod .......cooovrrrennnn. RM [RBsistance ...................... Rs

CO

S-4.1 COMBATANT CARDS

n the standard game, Bladestorm uses Combatant Cards to of-
quick and easy reference for all stats and combatant related
ormation. Unless dealing with a legendary encounter that in-
des special rules, the cards are identical in their presentation of
batant stats.
Combatant Cards can be found predefined with certain person-
ies and encounters in scenarios as well as in blank form to cre-
individual heroes and monsters for a tabletop game.

Note: Sets of blank templates can be obtained in elec-
tronic form and free of charge through www.rpgnow.
com. You can also print out or copy the templates found
in the Appendix chapters A-5.0 of this Rulesbook.

f you would like to learn more about the possibilities of combat-
creation for your own individual games, see Appendix chapter
1.0 "Designing Combatants, Units, and \Vehicles".

ur

There are four types of stat

For ease of visibility, the
combatant's name as well
as the most important stats
are grouped together in the
top box. To speed up the
movement phase, the move-
ment rate is already broken
down into ranges for x1,
x3/4, x1/2 and x1/4.

This is the health box. Your
combatant receives one cir-
cle of health for each point
of endurance.

Starting with the standard
game, the '‘M' is important.
When taking damage, cross
off health circles starting
from the lower right to the
top left.

The spell user box contains
all relevant information for/
magically attuned combat-
ants. It notes their power

points, elemental bonus
and known spells and spell
levels.

Special powers and The
other game related
information is not-

ed in this field.
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combatant's
race and the base
size it requires are
given in these fields.

® 23 O

cards: Combatant Cards
for individuals, Profes-
sion Cards for heroes, Unit
Cards for groups of identi-
cal combatants and Vehicle
Cards for different types of
machinery. Each card ref-
erences its type on the top.

The available weapons,
their attack and  dam-
age values as well as pos-
sible range modifiers are
presented in this box. The
available four slots are pro-
vided with readability and
game speed in mind. Add
more if required.

Thisisthe leader box. Lead-
ers inspire those around
them and their range and
measure of influence on
those under their command
is noted here.

The TPC value, which works
as an abstract of the com-
batant's overall strength, is
indicated in the lower right.
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S-5.0 ‘
TURN SEQUENCE

A Bladestorm battle is divided in turns. A turn is divided in
phases for each player. In the Basic Game, one player may move
all of his combatants, and then combat occurs between combat-
ants in base-to-base contact. Then the next player may move all of
his combatants and combat occurs again. The Intermediate Game
introduced missile attacks (see S-9.0) as an additional action dur-
ing the movement phase. In the Standard Game, this sequence is
modified to include spells cast by spell users (see S-12.3).

A Standard Game turn consists of the following phases:

Player 1 Movement-Missile-Spell Phase

Move, Missile, Spell.................... S-6.0, S-9.0 & S-12.3
I RaAY...ciiice e S-10.0 & S-11.5
Melee Combat Phase .........cccoeviviniiiiciiiicies S-7.0
Player 2 Movement-Missile-Spell Phase
I Move, Missile, Spell.................... S-6.0, S-9.0 & S-12.3

R S-10.0 & S-11.5
Melee Combat Phase .........cccoevieiniinciicicies S-7.0

During its movement-missile-spell phase, a combatant may
move up to his full movement rate or move up to one-fourth of
his movement rate and attempt one of the following:

e make a missile attack

e orcastaspell
A player may decide to move combatants, make missile attacks or
cast spells in any order he desires.

A hattle is started by rolling for initiative (see B-5.0) and is re-
solved as a series of turns, which continues until a win occurs. Sce-
narios may define which player moves first and when a win occurs.

S-6.0 .
MOVEMENT

During his movement-missile-spell phase, a player may move
some, all, or none of his combatants. Each combatant may move
(in any direction) a distance up to its Movement Rate. Distance is
measured from the center of a miniature’s front edge. Once all of
a combatant’s Movement Rate has been used, it may not be moved
again during the current turn.

The following restrictions apply:
A combatant may make a missile attack or cast a spell and still
move up to one-fourth of his normal Movement Rate (round
up) in the same phase (i.e., during its movement-missile-spell
phase).

e A combatant may not move through another miniature. That
is, a combatant’s base may not pass through the area occupied
by another miniature’s base.

e Acombatant may not move through impassable terrain.

e Acombatant's Movement Rate may be affected by the terrain
it moves through (see S-6.1).

= =
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TURN
SEQUENCE

Only once!

Player 1
Move
Missile Attac

Player 1
Rally

Player 1
Melee Attack

Player 1
Melee Counter

MovemMENT RATE
7" /55" /35" /2"

Note: Four numbers are provided for the Movement
Rate stat. The first number is the normal (x1) Movement
Rate, the second is the x3/4 MR, the third is the x1/2 MR,
and the fourth is the x1/4 MR (see S-6.1). [The numbers
in brackets are Metric Movement Rates (see B-2.3)].
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S-6.1 TERRAIN EFFECTS

Certain types of terrain are more difficult to move through than
clear terrain.

f a combatant moves through terrain other than Clear, Brush, or
ht Woods, its Movement Rate for that turn is reduced to either
f of normal (x1/2) or three quarters of normal (x3/4) — increase
ctions up to nearest 'half inch' [cm]. The Movement Rate re-
tion is determined by the type of terrain moved through (see
Combatant Terrain Effects Chart). Regardless of how much
trictive terrain a combatant moves through, its Movement Rate
I never be reduced below half of normal.

Note: A combatant’s Movement Rate for an entire turn is
reduced by entering restrictive terrain. Thus, a combat-
ant who has already moved more than half of its Move-
ment Rate may not enter Heavy Woods terrain or Stream
terrain.

Note: Three numbers are provided for the Movement
Rate Stat. The first number is the normal (x1) Movement
Rate, the second is the x3/4 MR, and the third is the x1/2
MR. The fractions are already rounded to nearest 'half
inch' (cm). [The numbers in brackets are Metric MR’s
(see S§-2.3)].

f a combatant moves through several different types of terrain
ing a given turn, its Movement Rate is modified by the highest
uction involved. For example, if a combatant moves through
sh terrain (x1), Medium Woods terrain (x3/4), and Stream ter-
(x1/2) during its turn, its Movement Rate is 1/2 of normal.

Example: The Troll (a Movement Rate of 7" [18cm])
starts his position at the point marked "x". If he moves
towards point "y", he moves through 2" [5cm] of Clear
terrain and then enters Heavy Woods terrain (x1/2). This
reduces his MR for the turn to 3.5" [9cm] (half of 7"
[18cm]), so he can only move 1.5" [4cm] further during
his movement-missile phase.

Once again, the Troll starts at point "x" and then
moves towards point "z". He moves through 1" [2.5cm]
of clear terrain and then enters a 1" [2.5cm] wide Stream
(x1/2) with Heavy Woods (x1/2) on the other side. This
again reduces his MR for the turn to 3.5" [9cm] (half of
7" [18cm]), so he could cross the stream and move up to
1.5" [4cm] on the other side. The Heavy Woods on the
other side does not slow him further because his MR has
already been reduced to 1/2 of normal due to his passage
through the stream.

Once again, the Troll starts at point "x" and then
moves towards point "w". He moves through 2" [5cm] of
Clear terrain and then 2" [5cm] of Brush terrain (does
not reduce his Movement Rate) and then stops in front
of an impassable wall. He could move 3" [Scm] along
the edge of the wall, but the Troll wants to stop with his
back to the wall so that a limited number of foes can at-
tack him.

%5

IDefense) | Defensel| Morale;
Clear x1 +0 +0 +0
Brush x1 +0 +2 +1
Light Woods x1 +1 +3 +1
Medium Woods x3/4 +2 +4 +2
Heavy Woods x1/2 +4 n/a +3
Streams x1/2 -2 +0 -1
Slope* x3/4 +2 +1 +2
Impassable n/a n/a n/a n/a
Buildings x1 +1 +3 +2

n/a = Movement not allowed

* — If a target is above an attacker, the target is said to be "Up
Slope" from the attacker. Only a target "Up Slope" from an at-
tacker receives the modifications listed above and only move-
ment "Up Slope" receives the movement reduction above.
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S-6.2 FACING

fter the end of each combatant's move, it must be "faced" in
ecific direction. Facing determines a combatant's front, flank,
rear. A unit’s facing will affect its ability to make attacks (see
.0 & S-9.0) and it may affect attacks made against the combat-
(see S-8.0).




Derenper Facing

fter all of the moving player's combatants are moved,
non-moving player may face each of his free com-
ants in a specific direction. Combatants who are cur-
tly engaged in melee combat cannot change their fac-
away from their opponent unless it is their turn to move.
is represents the defender combatants reacting to the movement
heir opponents.

Note: "Units" may not perform this action (see S-11.1
and S-11.4).

S-6.3 WEAPON IN USE

f a combatant has more than one weapon, only one weapon can
used each phase. However, it can be any weapon that the com-
ant has and the weapon used can change each phase.

Example: In his movement-missile-spell phase, Keyaan,
the elven archer has attacked Belluk the Goblin with
his Long Bow. The shot missed and Belluk moves into
"base-to-base” contact during his movement-missile-
spell phase. In the following melee phase, Belluk attacks
Keyaan with his Scimitar. The elven archer then uses his
dagger to counter the Goblin's attack.

S-6.4 MOVEMENT RESTRICTIONS

he Bladestorm turn sequence (see S-5.0) requires one player

ove his combatant and then the other player to move his com-
ants. However, combatants move simultaneously during a real
tle. In order to minimize the unrealistic effects of such "alter-
ing" movement, the following movement restrictions must be
ered to:

No combatant may move within one inch [Metric: 25mm] of
an opposing combatant unless the moving combatant is mov-
ing directly away from the unit or it is moving directly into
"base-to-base™ contact with the unit (i.e., into melee combat).

No combatant or "unit" (see S-11.0) may move within two
inches [Metric: 5¢cm] of a unit unless the moving combatant/
unit is moving directly away from the unit or it is moving di-
rectly into "base-to-base" contact with the unit (i.e., into melee
combat). The two inch [Scm] effect represents the coordinated
effectiveness and presence of a unit as compared to a single
combatant.
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Note: "Units" may freely move within an inch [25mm] of
individual combatants.

Example: A combatant entering area "A" in the dia-
gram below must move into base-to-base contact with
Cro's front. If entering area "B", he must contact Cro's
left flank. If entering area "C", he must contact Cro’s
right flank. If entering area "D", he must contact Cro's
rear.

Example: A combatant/unit entering area "A" in the
diagram below must move into base-to-base contact
with the units front. If entering area "B", it must con-
tact units left flank. If entering area "C", it must contact
unit’s right flank. If entering area "D", it must contact
unit’s rear.




S-7.0 ‘
MELEE COMBAT

When the turn sequence (see S-5.0) calls for melee (i.e., hand-
to-hand) combat to occur, each combatant may make one attack
against one other combatant (called the target of the attack). The
targeted combatant gets to defend against one attacker by making
a counter-attack. The following restrictions apply:

*  One edge of the target's base must be in contact with one edge
of the attacker's base (i.e., they may not just touch at a corner).
The area of contact must be at least 1/4" (6mm).

The target must be in front of the attacker (see S-6.2).

The attacker must be using a melee weapon (e.g., a combatant
using a bow may not make a melee attack).

Though combat is simultaneous, the player that just moved his
combatants may resolve his attacks first. Attacks are announced
and resolved one at a time.

Note: All combatants get to make their attacks before
any combatants are removed from play.

DeTerMINING ATTACK RESULTS

To determine the result of an attack, roll the dice (see S-2.1) indi-
cated by the attacker's Melee Attack stat. This is called the "attack
roll". There can be four different attack results:

The attack automatically does no damage (i.e., it misses) if
two or more die results are ones.

If result 1) does not apply — the attack automatically dam-
ages the target if the result on the "Death Die" is a "1".
When an attack is rolled, a player must use one and only
one black six-sided die; this is the "Death Die."

3. Ifresults 1) and 2) do not apply — an attack damages the
target if the attack roll exceeds the target’s "Modified De-
fense," which is its Defense stat plus any applicable modifi-
cations (see below).

4. |If results 1), 2), and 3) do not apply — the attack does no
damage.

Example: Suppose we have a 2D6+D10+3 attack being
made against a Modified Defense of 10. The "Death
Die" is the first result listed in each case.

Case 1 —Thedierollsare 1, 6, 1. There are two 17s, so
the attack does no damage, even though the total of 12
(1+6+1+3) exceeds the Modified Defense of 10.

Case 2 — The die rolls are 1, 3, 2. There is a 1 on
the Death Die, so the attack automatically damages the
target, even though the total of 9 (1+3+2+3) does not
exceed the Modified Defense of 10.

Case 3 — Die rolls are 4, 1, 7, attack damages the
target, total of 15 (4+1+7+3) exceeds the Modified De-
fense of 10.

Case 4 — The die rolls are 2, 4, 1, attack does not
damage the target; total of 10 (2+4+1+3) does not ex-
ceed the Modified Defense of 10.

%5
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MeLee Derense MoDIFICATIONS

The following Defense modifications will be discussed in the
next few sections.

ield BONuUS .....cccooveverineneniciciee Target’s Shield Bonus stat
lee Defense Terrain Mod Based on Terrain Target Occupies
..................................... If Target is "Up Slope™ from Attacker
...................................... If Attacker is on the Target’s "Flank"
...................................... If Attacker is on the Target’s "Rear"

MeLee ATtack RoLL MobIFICATIONS

The following Melee Attack roll modifications will be discussed
in the next few sections.

der BONUS .....covovrvninienieiene, Based on Leader (see S-12.1)
mation Bonus ..... If combatant is part of a unit (see S-11.0)
If Attacker is Disrupted (see S-10.0)

S-7.1 TERRAIN MODIFICATIONS

Certain types of terrain make a target easier or more difficult
to attack.

Whenever an attack is made against a target, the target's Defense
is modified by an amount determined by the terrain that the target
occupies (see the Combatant Terrain Effects Chart).

Use common sense and the following guidelines to determine
what terrain type a combatant occupies:

e If any part of the base of a combatant is in ""Stream" terrain,
the combatant occupies "Stream" terrain.
Otherwise, if more than half of the base of a combatant is in
a certain terrain type, the combatant occupies that type of ter-
rain.
Otherwise, the combatant occupies clear terrain (or use com-
mon sense to determine terrain type).

Example: Cro the Goblin is in some Heavy Woods next
to a stream. He is being attacked by the Troll standing
in the stream. Cro's Modified Defense is 12 =9 + 3. The
Troll’s Modified Defense is 8 = 10 + (-2).




Up SLore MobIFICATION

If a target is "above" an attacker, the target is said to be "Up
Slope"from the attacker. A target "Up Slope™ from an attacker re-
ceives a +2 modification to its Defense stat.

Example: In the diagram below, the Troll is "above"
Cro the Goblin. The Troll’s Modified Defense against at-
tacks made by Cro is 12 = 10 +2.

S-7.2 SHIELD BONUSES

A target's shield makes the target harder to attack.

henever an attack is made against a target, the target's Defense
y be modified by its Shield Bonus stat. This modification can
applied against one and only one attack during each phase. The
eld Bonus may only be used against an attack made by an op-
ent in front of the target or against a target on the target’s shield
k (assume left side unless specified otherwise).

Note: The Shield Bonus can be used in the movement-
missile phase (see S-9.0) and against one melee attack
in the Melee Combat Phase.

Example: Two Trolls, Rumlar and Barut, attack Belluk
the Goblin. Rumlar is attacking on Belluk's left flank and
Barut is attacking on Belluk's front. Thus, Belluk may use
his +4 Shield Bonus against either foe (but only against
one of them). If Rumlar had not been extremely old and
slow of wit, he would have attacked Belluk s right flank
and Belluk would not have had the choice of using his
Shield Bonus against him. Belluk uses his Shield Bonus
against Barut (he is from the great white North lands,
and thus is unusually dense in both body and

mind) — his Modified Defense against Baruts attack is

11 =7 +4.
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The five Shield stat bonuses used in the Standard Game are:

e +1—This stat bonus usually indicates a ""Very Small*'-sized
shield that adds one point to the defense stat against an attack.

e +2—Thisstat bonus usually indicates a "*Small**-sized shield
that adds two points to the defense stat against an attack.

e +3 — This stat bonus usually indicates a "*Medium*-sized
shield that adds three points to the defense stat against an at-
tack.

e +4 — This stat bonus usually indicates a ""Full*'-sized shield
that adds four points to the defense stat against an attack.

e +5—This stat bonus usually indicates a ""Wall**-sized shield
that adds five points to the defense stat against an attack.

S-7.3 FLANK AND REAR ATTACKS

Attacks made against a target’s "flank” and "rear" are more ef-
fective.

If a combatant that is making an attack is in contact with a tar-
s flank (see S-6.2), the target’s Defense is modified by -2. If a
batant that is making an attack is in contact with a target’s rear
e S-6.2), the target’s Defense is modified by -5.

Note: Flank modifications do not apply to Missile or
bolt-type Spell attacks. Rear modifications do apply to
Missile and bolt-type Spell attacks if the target is un-
aware of its opponent (see S-9.4).

Note: A combatant can change its facing after its op-
ponents move (see S-6.2). So, normally, flank and rear
attacks against a combatant are possible only if two or
more combatants attack the same foe.

Example: In the example in S-7.2, Rumlar is attacking
Belluk's flank. Remember, Belluk did not use his Shield
Bonus to modify his Defense against Rumlar (Belluk is
young and has no respect for the aged Rumlar). Thus,
Belluk'’s Modified Defense is only 5 = 7 + (-2) against
Rumlar’s feeble attack.

S-8.0 ‘
DAMAGE

An attack roll determines whether or not an attack damages a
target (see S-7.0). See B-8.4 for a detailed combat example.

S-8.1 HITS TAKEN

If a target is damaged, its Endurance stat is decreased by an
amount indicated by the attacker's Melee Damage stat (e.g., High,
Low, Highx2, etc.). See the section below on "Damage Results"
for a discussion of how High and Low results are obtained. This
damage is based upon the attack roll, so don't move the attack roll
dice until after the damage has been applied.

To record damage, check off boxes next to the target's Endur-
ance stat as indicated in S-4.1. Each box checked off is called a
"hit"; so damage is often referred to as "hits taken."
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After all attacks have been resolved, any combatant whose En-
durance stat is zero or less (i.e., all of its boxes have been checked)
is removed from the game. Such a combatant is assumed to be
incapacitated, killed, or unconscious for the rest of this battle, etc.

ed Dice Damage — The number of hits that a target takes is
al to the result of one of the dice already rolled. If more than
die of the type indicated have been rolled, the highest one is
d. In a similar manner, more than one die may be specified.

Note: This removal process takes place at the end of the
turn after all attacks have been resolved, thus all com-
batants get to make their attacks before any combatants
are removed from play. Therefore, combat is simultane-

Example: 4n attack roll of "3D6+1D10+3" results in
die results of 6, 4, 1, and 9 (for the 10-sided die). "1D10"
damage from such an attack would be 9 hits. "2D6"
damage from such an attack would be 10 = 6 + 4 (i.e.,

ous. the highest two 6-siders).

S-8.2 DAMAGE RESULTS

The Melee Damage stat will indicate a damage result based
upon "High Damage", "Low Damage", "Medium Damage", or
"Fixed Damage."

S-8.3 DAMAGE RESULT MODS

As with normal dice rolls (see S-2.1) damage results can be
modified by additions and multipliers.

Example: An attack roll of 3D6 results in die results of
6, 4, and 1. "Low+2" damage from such an attack would
be 3 =1+ 2. If the rolls were 3, 4, and 3, the "Low+2"
damage would be § =3 + 3 + 2.

High Damage — The target takes a number of hits equal to the
highest die already rolled. If more than one die are highest, the
damage taken is equal to the sum of the highest dice.

Example: An attack roll of "3D6+7" results in die re-
sults of 3, 5, and 1. "High" damage from such an attack
would be 5 hits. If the rolls were 2, 4, and 4, the "High"
damage would be 8 = 4 + 4 because both 4's are high.
If the rolls were 2, 2, and 2, "High" damage would be 6
=2+2+2.

Example: An attack roll of 3D6 results in die results of
6, 4, and 2. "Lowx3" damage from such an attack would
be 6 = 2 x 3. If the rolls were 3, 4, and 3, the "Lowx3"
damage would be 18 = (3 +3) x 3.

S-8.4 ARMOR

A target's armor can reduce the damage taken from an attack.

Low Damage — The target takes a number of hits equal to the
lowest die already rolled. If more than one die are lowest, the dam-

age taken is equal to the sum of the lowest dice.
The five Armor stats used in the Standard Game are:

Example: An attack roll of "3D6" results in die results

of 6, 4, and 1. "Low" damage from such an attack would .
be 1 hit. If the rolls were 3, 4, and 3, the "Low" damage

would be 6 = 3 + 3 because both 3's are low. If the rolls any attack.

were 4, 4, and 4, "Low" damage would be 12 = 4 + 4 e -2 — This stat usually indicates "Rigid Leather" armor and
+4. indicates that the target takes two less hits than normal from

High+Low Damage — The target takes a number of hits equal to any attack.

the sum of the highest die and the lowest die already rolled. [fmore * -3 — This stat usually indicates "*Chain armor and indicates

than one die are lowest or highest, the damage taken is equal to the that the target takes three less hits than normal from any at-

sum of all three of the dice. tack.

e -4 — This stat usually indicates ""Dragonskin' or ""Half
Plate™ armor and indicates that the target takes four less hits
than normal from any attack.

1/2 — This stat usually indicates "*Plate’ armor and indicates
that the target takes half of normal damage from any attack
(round up).

-1 — This stat usually indicates "'Soft Leather" armor and
indicates that the target takes one less hit than normal from

Example: An attack roll of "3D6" results in die results

of 6, 4, and 1. "High+Low" damage from such an attack

would be 7 = 6 + 1. If the rolls were 3, 4, and 3, the o
"High+Low" damage would be 10 = 4 + 3 + 3 because

both 3’s are low.

dium Damage — If there is a high die rolled, a low die rolled,

a die (or dice) rolled with a value between the high and the
, the target takes a number of hits equal to the mid-range die (or
e) already rolled. If there is no mid-range die roll, the damage
en is equal to the sum of the highest dice.

Note: When the Armor stat is increased (e.g., -5 through
spells or other modifications), it cannot be increased be-
yond 1/2, which is the maximum possible protection.

Example: Cro the Goblin attacks the Troll and deliv-
ers 11 hits. However, the Troll has -2 armor (his natural

Example: An attack roll of "3D6" results in die results hide) so the Troll only takes 9 hits: 9 = 11 - 2

of 6, 4, and 1. "Medium" damage from such an attack
would be 4 hits. If the rolls were 3, 4, and 3, the "Me-
dium" damage would be 4 because the 4 is high. If the
rolls were 5, 4, and 5, the "Medium" damage would be
10 = 5 + 5 because both 5's are high.

Example: Cro attacks a man in plate armor (1/2 dam-
age) and delivers 11 hits. So the man only takes 6 hits: 6
=11 + 2 (i.e., 5.5 rounded up).
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MissiLe Derense M ODIFICATIONS

S-9.0
ﬁ The Modified Defense for the target of a missile attack consists
MI S SILE COMBAT of the target’s Defense stat plus any of the following modifications

When the turn sequence (see S-5.0) calls for a player to make ~thatapply (see S-7.0 and below).
missile attacks, each of that player's combatants may make one

missile attack against one other combatant. 'el_d Bonus ............. e Target’s Shield Bonus Stf'it
The results of a missile attack are determined in the same man- ssile Defense Terrain Mod. ................. Based on the Terrain
ner as melee attacks are resolved, except that some of the Defense "Between the Target and the Attacker"
modifications are different (see S-7.0 and S-8.0). BB e If _Target_ is "Up _Slope" from Attacker
........................ If Target is behind "Partial Cover" (see S-9.1)
The following restrictions apply: Bl If Target is unaware of a rear attack (see S-9.4)
« A combatant may make one missile attack and still move up Note: Flank modifications do not apply to Missile at-
to one-fourth of his normal Movement Rate (round up) in the tacks. Rear modifications do apply to Missile attacks if
same phase (i.e., during its movement-missile-spell phase). the target is unaware of its opponent (see 5-9.4).
e The combatant making a missile attack may not be engaged
in a melee combat (i.e., its base may no be in contact with the MissiLe ATTack RoLL MobiFicATions

base of an enemy combatant).

e The attacker must have a missile weapon (e.g., a combatant
with only a battleaxe may not make a missile attack).

The target must be in the "Front Firing Arc" of the attacker

The following Missile Attack roll modifications will be dis-
cussed in the next few sections.

. ge Modification .......... based on attacker’s Range Mod stat
(see the diagram below). _ ~ E€ader BONUS ....cooeerrecerrviiiiinnns Based on Leader (see S-12.1)
There may not be a combatant and/or “blocking™ terrain mation Bonus ..... If combatant is part of a unit (see S-11.0)
between the attacker and his target (see S-3.0). To determine &4 If Attacker is Disrupted (see S-10.0)

if there is blocking terrain, just place a straight edge or string
between the center of the closest edge of the target and the
center of the front edge of the attacker — if the straight edge
intersects any of the following terrain, the line of sight is
blocked. "Blocking" terrain includes: combatants, Impass-

If Target is engaged in Melee Combat (see S-9.2)

RaNGE MoDIFICATIONS

In the Standard Game, the ranges for missile attacks are no lon-

able terrain, and Heavy Woods terrain. ger restricted to 20" [50cm]. Instead, each missile attack has an
] ) o individual Range Mod stat associated with it.

Note: If atarg?t occupies k_)IOCkmg _terram' its edges are The Range Mod stat indicates a modification and a distance

assumed t_o t_’e in the bloclflng_terralr_L Thus, no one may increment (e.g., -2 per 10" [25cm] implies a modification of -2

make a missile attack against it and it may not make any and a distance increment of 10" [25cm]). Similar to the Melee and

missile attacks. Missile Attack values, the Range Mod stat is always based on the
) weapon used for the attack and the individual skill of the attacker

Note: Combatants are assumed to be able to use their (e.g., Elves have a natural bonus to their Range Mod stat).

melee weapons and missile weapons interchangeably. The range modification is applied to the Attack Roll once for

each distance increment above the first between the attacker and

Note: Light and Medium Woods can become blocking the target.

terrain if too much foliage interferes with the line of

sight. Refer to S-9.3 to determine when this is the case. Example: The range modification for -2 per 10" [25cm]

is: 0 for 0.1"-10" [0.25-25cm], -2 for 10.1"-20" [25.1-
50cm], -4 for 20.1"-30" [50.1-75cm], etc.).

Example: The diagram on the next page shows the posi-
tions of the Troll, Cro, Montu, Argh, and a fourth Goblin,
Nay. Player 1 controls the Goblins and player 2 con-
trols the Troll. During the Player 2 movement-missile-
spell phase, the Troll may move or make a missile attack
against Montu (11" [28cm] away) or Cro (6" [15cm]
away). The Troll may not make a missile attack against
the other two Goblins — Argh is not in front of him, and
there are Heavy Woods between the Troll and Nay.

The Troll decides to make a missile attack against
Montu; his Range Mod stat is -2 per 10" [25cm]. His
attack roll (4D6-1) is 13 = 6+2+4+4-1 - 2 (for the 11"
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[28cm] range). Montu's modified Defense is 11 (7 nor-
mal +4 for his shield), so the attack damages Montu. Be-
cause the Troll’s Missile Damage stat is "High", Montu
takes 5 hits = 6 - 1 (for armor).

No melee attacks are made because no one is ad-
jacent. During the Player 1 Movement-Missile-Spell
Phase, only Montu may make a missile attack against
the Troll; his Range Mod stat is -2 per 5" [13cm]. Cro
has no missile attack, Argh is too far away, and there are
Heavy Woods between Nay and the Troll.

Montu's missile attack roll (2D6+2) is 7 = 4+5+2 -4
(for the 11" [28cm] range). The Troll’s Defense is 10 (his
normal Defense), so the attack misses.

SHieLD Bonus

A target’s Defense stat against a missile attack is modified by its
Shield Bonus (see S-7.2) only if the missile attack comes from the
target’s front or shield flank. However, the Shield Bonus applies
to the target’s Defense against all missile attacks coming from its
front and shield flank (see S-7.2).

TEeERRAIN MODIFICATIONS

target’s Defense stat against a missile attack is modified by
Missile Defense Terrain Modification of any non-clear terrain
ween the attacker and the target (see the Combatant Terrain Ef-
ts Chart in S-6.0). Such modifications are cumulative.

Example: The Troll throws a rock at Cro whose Defense
is normally 9. However, there is Brush terrain (+1 Mod.)
and Light Woods terrain (+3 Mod.) between the Troll
and Cro. So Cro's Defense is 13 = 9 + 1 +3 against the
Troll’s missile attack.

S-9.1 PARTIAL COVER
A target partially covered by adjacent walls or objects is harder
to hit.

Whenever a missile attack is made against a partially visible
target, that target's Defense stat receives a +2 bonus against the
incoming attack.

The following restrictions apply:

e In order to receive Partial Cover, a target has to touch base
with the obstruction (crate, wall, palisade,...).
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* At least half of the target needs to be visible to the attacker.

*  The modification can be applied against any number of ranged
attacks that are made across the obstruction.

e Both, the target and the obstruction must lie within the line of
sight of the attacker.

e Partial Cover is cumulative to all other terrain based missile
defense modifications.

Spells such as lighting bolts that require line of sight, suf-
fer the same penalty as missile attacks. However, area-effect
spells do not.

Note: Partial Cover can be used during the movement-
missile-spell phase against any number of missile attacks
and spells that require line of sight. If more than half of a
combatant is visible to the attacker, the obstruction does
not count as impassable terrain for the purpose of mis-
sile or spell attacks.

S-9.2 FIRING INTO MELEE

n the Intermediate Game, a combatant may not fire at a target
aged in melee combat (see 1-9.0). Since this choice is based on
individual combatant, the Standard Game allows such missile
cks to take place. However, a risk for the adjacent combatants
Il be involved.

Il normal requirements (see S-9.0) must be met and the attack
1 is modified by -4 in addition to all other modifiers.

f such an attack fails to hit the intended target, roll 1D6. If the
ult is a one or two, roll the same attack (including the -4 modi-
tion) against one of the friendly combatants currently engaged
h the original target.

Note: The 1D6 roll emphasizes the chance of the missile
attack to simply miss without doing any further damage.
The second attack roll is commonly known as friendly

fire.

S-9.3 BLOCKING TERRAIN
missile attack is blocked (see S-9.0) if it must pass through 2"
m] or more of light woods and/or medium woods.

Example: In the diagram below, combatant ‘A’ may fire
at ‘D’, but not at combatant ‘B’ or combatant ‘C’.




S-9.4 UNAWARE OPPONENTS
A ranged attack into the rear of a combatant catches the target
off guard.

henever a Missile or bolt-type Spell attack is made against
rear of a combatant, it is not aware of the incoming attack and
not know when or where the attack is going to strike. In this
ation, the target's Defense stat is modified by -5.

The following restrictions apply:

*  Area-effect Spell attacks cannot catch an opponent off guard
since they are not focused on him specifically but rather the
environment he occupies.

e Certain types of creatures or combatants under the influence
of certain spells or magic items may still be aware of such
incoming attacks. In such cases, apply the individual rules
given for creatures, spells or items and use common sense in
all other situations.

S-10.0 ‘
MORALE

Morale reflects how resistant a combatant is to panic and de-
moralization

Note: None of the material in S-10.0 was included in the
Basic or Intermediate Game.

A combatant must make an immediate Morale Roll whenever
its Endurance is reduced to half of normal (round up). This occurs
only once when the last box before "m" is checked off next to its
Endurance stat. To make a Morale Roll, roll 3D6 and add any ap-
plicable modifications (see below). If the result is greater than
the combatant’s Morale stat, the Morale Roll is successful and the
combatant may operate normally. Otherwise, the Morale Roll fails
and the combatant is disrupted; mark a "D" next to the combatant
on its record sheet.

Note: Normally, morale rolls are made once when a
combatant is reduced to half its Endurance. It is not re-
peated for every hit thereafter. However, certain situa-
tions can force a combatant to make a separate morale
roll to escape certain effects.

Example: A Sea-troll is fighting Cro the Goblin (see
S-4.0). Cro has already taken 6 hits and his Endurance is
18; thus, if Cro takes 3 or more hits, he will have to make
a Morale Roll. Cro takes 5 hits of damage and Cro rolls
2, 5, and 1 for his 3D6 Morale Roll. Since this total (8)
does not exceed his Morale stat of 9, he fails his Morale
Roll and is disrupted.
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MoraLE RoLL MobIFICATIONS

If applicable, the following modifications may be added to a roll
for a Morale Roll:

Leader BONUS .......cccooeeieecieienn Based on Leader (see S-12.1)
Terrain Morale Roll Mad. ................. Based on Terrain Occupied

(see S-7.1 and the Combatant Terrain Effects Chart)
Spell Effects ....cccoovevvevieierieieeienee, Based on Spell (see S-14.0)

Item Effects .........ccooue.. Based on individual Items or Scenarios

Example: In the previous example, if Cro have been in
Medium Woods when he made his Morale Roll of "8",
the roll would have been modified by a +2 Terrain Mo-
rale Roll Modification.

This modified roll would have exceeded his Morale stat
of 9, and he would not have become disrupted.

ErrecTs oF DisrRuPTION
A disrupted combatant operates under the following restrictions:

e Ifadisrupted combatant is within 1" [25mm] of any opposing
combatant at the start of its movement-missile-spell phase, it
must move so that it is not within 1" [25mm] of any opposing
combatants (i.e., it must try to avoid melee combat). If this is
not possible because it is surrounded or otherwise unable to
move, the combatant remains in place.

e All attacks made by a disrupted combatant are modified by -5.
e Disrupted spell users cannot cast spells.

RaLLYING

At the end of his movement-missile-spell phase, a player may
make a Morale Roll (3D6+Modifications as described above) for
each of his disrupted combatants:

e If the modified Morale Roll is greater than the combatant’s
Morale stat +5, the combatant is no longer disrupted and may
operate normally.

e Ifthe modified Morale Roll is less than or equal to the com-
batant’s Morale stat, the combatant panics and flees the battle.
Remove the combatant from the game — the combatant is
killed, captured, or escapes.

e Otherwise, the combatant is still disrupted.

Note: If a combatant is removed from the game because
of a failed rally attempt, its miniature remains in place
until the end of the turn for purposes of "blocking" ter-
rain.

Example: In first example above Cro is disrupted and
must make a Morale Roll at the end of his next move-
ment-missile-spell phase. Since there are no applicable
modifications, if Cro’s Morale roll is greater than 14 (=
9 + 5), he will no longer be disrupted. If the roll is less
than or equal to 9 (his Morale stat), Cro is removed from
play. If the roll is greater than 9 and less than 15, Cro

remains disrupted.
1




S-11.0 ‘
UNITS

A unit is a group of similar combatants who move and fight to-
gether in a battle.

Note: None of the material in S-11.0 was included in the
Basic or Intermediate Game.

In a skirmish battle it is often useful to be able to organize and
move combatants as "units.” Not only does this make a large num-
ber of combatants easier to handle, but it also helps represent mili-
tary organization and a command structure. The more combatants
involved in a battle, the more important the use of units becomes.

ADVANTAGES AND DISADVANTAGES

The stats of combatants in a unit are modified by the type of
formation that the unit is in (see S-11.2). So a combatant in a unit
will have bonuses or penalties for Morale Rolls, Melee Attacks,

For ease of visibility, the

Defense, etc. However, combatants in a unit usually are more re-
stricted in terms of movement (see S-11.3).

S-11.1 UNIT CARDS

The stats for combatants in a unit will be provided as part of a
"Unit Card" (see below). A unit can break into individual combat-
ants if it takes heavy losses (see S-11.2) or if it chooses to do so
(see S-11.4). In this case, each combatant of a unit:

» Has the same stats as indicated in the unit description
e Uses a different line of boxes to keep track of his Endurance

Unit Cards can be found predefined with certain groups and en-
counters in scenarios as well as in blank form to create individual
challenges for a tabletop game.

Note: Sets of blank templates can be obtained in elec-
tronic form and free of charge through www.rpgnow.
com. You can also print out or copy the templates found
in the Appendix chapters A-5.0 of this Rulesbook.

There are four types of stat

unit's name as well as the
most important stats are
grouped together in the top

box. To speed up the move-
ment phase, the movement™ |
rate is already broken down

into ranges for xI, x3/4,
x1/2 and x1/4.

This is the health box. Your
unit receives one circle of
health for each point of en-
durance of one of its com-
batants. When taking dam-
age, cross off health circles
for individual combatants
starting right to left.

The formation box contains
information on  known
unit formations. Note, that
General Order and Battle
Order are standard for-
mations and the available
three slots are provided
with readability and game
speed in mind. Add more if
required.

Special powers and
other game related
information is not-
ed in this field.
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The unit's race and
the base size of it's
combatants are giv-
en in these fields.
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cards: Combatant Cards
for individuals, Profes-
sion Cards for heroes, Unit
Cards for groups of identi-
cal combatants and Vehicle
Cards for different types of
machinery. Each card ref-
erences its type on the top.

The available weapons,
their attack and  dam-
age values as well as pos-
ible range modifiers are
presented in this box. The
available two slots are pro-
vided with readability and
game speed in mind. Add
more if required.

Note: You will not see stats
for leaders or spell users
on Unit Card since special
combatants (see S-12.0)
cannot build units.

The TPC value, which works
as an abstract of the unit's
overall strength, is indicated
in the lower right.
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S-11.2 FORMATIONS

In the Standard Game, a unit must be in one of four formation-
states (changing formations is discussed in S-11.4):

« Battle Order formation

» General Order formation

* Dishanded

(i.e., operating as individual combatants)
« Destroyed

BatTLE ORDER

The standard formation for a battle. A unit in battle order is
very good in combat but relatively slow for movement purposes.

The individual combatants of a unit must abut at the edges
of their bases (i.e., the edges must touch along their entire
lengths).

The individual combatants of a unit must be arranged in
"rows" that abut at the edges of the bases of the individual
combatants. The number of combatants per row may not vary
by more than one.

Exception: If several combatants are left over after the
rows are organized, they may be placed at the rear of
the unit (see diagram). These extra rear combatants do
not count as a row, but they may be attacked and defend
normally as "rear" combatants of the unit.

There must be at least two rows, and each row must have at
least two combatants.

All of the individual combatants of a unit in Battle Order must

be faced towards the front of the unit (i.e., facing forward
from the front row).
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Exception: If an enemy combatant/unit moves into con-
tact with a unit s rear or flank, the combatants in contact
may immediately rotate to face the attackers (see S-11.5).
The flank/rear modifications still apply (see S-11.5).

GeNerAL ORDER

This formation is a loose formation that must be assumed in cer-
tain types of terrain and when a unit becomes routed (see S-11.6).
It can also be referred to as "loose formation™ or "skirmish forma-
tion." The following restrictions apply:

Each individual combatant of a unit must have an edge of its
base within 1" [25mm)] of at least three other combatants of
the same unit.

Exception: Each unit in General Order can have four
"corner” combatants that only have to be within 1"
[25mm] of two other combatants.

No combatant in a unit in General Order can be closer than
1/2" [13mm] to any other combatant in the same unit.

All of the individual combatants of a unit in General Order
must be faced towards the front of the unit.

Exception: If an enemy combatant/unit moves into con-
tact with a unit s rear or flank, the combatants in contact
may immediately rotate to face the attackers (see S-11.5).
The flank/rear modifications still apply (see S-11.5).




SpeciaL FORMATIONS

Certain units have training and capabilities that allow them to
assume "special formations" (e.g., line, column, square, hedgehog,
etc.). Allowable special formations and their effects are specified
in each unit’s description. These formations are defined in the Op-
tional Rules (see O-11.1) and are not normally used with the Stan-
dard Game.

THe EFFecT oF Losses oNn FORMATIONS

During combat units will suffer losses. Contrary to regular de-
feated combatants, members of a unit are removed from play im-
mediately to enable reorganization of the reduced unit. After each
phase when a unit has suffered losses, this unit's player may reor-
ganize his unit's combatants to maintain formation. This usually
involves:

*  Moving combatants from rear rows to front rows to fill gaps

*  Shortening rows to fill gaps and maintain required unit integ-
rity

*  When possible, units engaged in combat must remain engaged

Note: Filling gaps and reorganizing units does not count
towards movement for the individual combatants. Reor-
ganization takes place in between phases.

If at the end of a melee combat phase more than half (round up)
of a unit’s combatants have been removed from play, the following
procedure must be followed:

e If the unit is routed, remove all of its remaining combatants
from play.

o If the unit is disrupted, the unit must break into individual
combatants, each individual combatant is disrupted, and each
remaining combatant must make an immediate Morale Roll
(see S-10.0).

e If the unit is neither routed nor disrupted, the unit must break
into individual combatants, and each remaining combatant
must make an immediate Morale Roll (see S-10.0).
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Example: If the Goblin Raiding party (see S-11.0) loses
five of its eight combatants, it must break into individual
combatants. Each of the remaining three combatants
must make a Morale Roll based upon its Morale stat of 9.

Certain large groups of combatants are given the choice of oper-
ating as one large unit or several smaller ones (this may depend on
individual scenarios). When operating in its larger unit-size, such
a group does not break up when its losses first exceed half of its
combatants. However, when its size is reduced to less than half
of its smallest allowed unit size, it must break up into individual
combatants in the manner described above.

Example: A company that consists of 20 men can oper-
ate as two 10-man units or one 20-man unit. If the com-
pany is operating as one 20-man unit, it does not have to
break into individual combatants when its 11th combat-
ant is removed. When it loses its 16th combatant, it will
have to break up.

S-11.3 MOVEMENT

A unit’s Movement Rate is given in the unit's description. Four
numbers are provided for the Movement Rate; the first number is
the normal (x1) Movement Rate, the second is the x3/4 MR, the
third is the x1/2 MR, and the fourth is the x1/4 MR (see S-6.0 and
below). [The numbers in brackets are Metric Movement Rates (see
S-2.3).]

A unit may perform four types of movement during its move-
ment phase:

* Move Forward
» Back Up

e Turn*

* Wheel*

Each type of movement requires the use of part of the unit's
Movement Rate. As long as the unit's Movement Rate is not com-
pletely used up, the unit may perform the various types of move-
ment in any order. However, each unit may perform only one
Wheel or one Turn during a given movement-missile phase.

Note: Remember, a unit must commit to a type of move-
ment before measuring any distances. For example, a
unit can declare "move forward 2 inches [5cm]," and
then measure the 2" [5cm] and move. After that, it can
declare a 1" [25mm] wheel followed by more forward
movement.

Move ForwarD

A unit moves forward in the same manner as an individual com-
batant moves — it uses 1" [25mm] of its Movement Rate for each
1" [25mm)] distance moved. Distance is measured from the center
front of the moving unit.

A unit's Movement Rate reduction (see S-6.1) is determined by
the terrain moved through by each combatant of the unit (e.g., if
any combatant moves through x1/2 terrain, the entire unit's Move-
ment Rate is reduced to half of normal).
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The terrain Movement Rate reductions for units is based upon
the unit's formation. Note that certain formations may not enter
certain types of terrain.

UNFTETERRAIN/EEEECTS(CHART
MOVEMENT'REDUCTION
GenerallOrder:& Battle
Clear x1 x3/4
Brush x1 x1/2
Light Woods x1 x1/2
Medium Woods x3/4 x1/4
Heavy Woods x1/2 n/a
Streams x1/2 x1/4
Up Slope* x3/4 x1/2 Back Up
Impassable n/a n/a
Buildings x1 x1/4 A unit may "back up" by moving straight back with all of its
— combatants still facing forward. Each inch "backed up" through
n/a = Movement not allowed counts as 2" [5cm] moved
* — If a target is above an attacker, the target is said to be "Up '
tShI:Fﬁoj;?nrzg?fezt;ii:zer?a(;gx CEEIERTE L) S e (e Example: A Goblin unit with a Movement Rate of 5"
’ [13cm] is in Battle Order in Clear terrain. It can move
4" [10cm] forward (Clear terrain is x3/4 for units in

Example: 4 Goblin unit (5" [13cm] Movement Rate) Battle Order), but it can only back up 2" [5cm].

in Battle Order formation starts its position at the point

marked "a". If it moves to point "w", it moves through TurN

Clear terrain (x3/4). This reduces its Movement Rate for

the turn to 4" [10cm] (3/4's of 5" [13cm], increased to When a unit "turns,” every combatant in the unit turns around

nearest 'half inch’ [ecm]), so it can only move 4" [10cm]. 180° or every combatant turns 90° in the same direction (see the

diagram below). Performing a turn uses 2" [Scm] of a unit’s Move-

The Goblin unit starts at point "b" and then moves to- ment Rate (or all of it if the Movement Rate has been reduced to

wards point "x". It moves through 1" [2.5cm] of clear less than 2" [5cm] by terrain factors).

terrain (x3/4) and then enters 1" [2.5cm] of brush ter-

rain (x1/2) with Light Woods (x1/2) on the other side. Example: A Goblin unit with a Movement Rate of 5"

This reduces its Movement Rate for the turn to 2.5" [13cm] is in Battle Order in Clear terrain. It can only

[7em] (half of 5" [13cm]), so it could reach the brush move 4" [10cm] forward (Clear terrain is x3/4 for units

and move 1" [2.5cm] through it and 0.5" [1cm] into the in Battle Order). It can also turn 180° (costs 2" [5¢m])
Light Woods on the other side. The Light Woods do not and then move forward 2" [5cm].

slow it because its Movement Rate has already been re-
duced to 1/2 of normal due to its passage through the
Brush.

The Goblin unit starts at point "c™" and then moves to-
wards point "y". It moves through 1" [2.5cm] of clear
terrain and then enters a 1" [2.5c¢cm] wide Stream (x1/4)
with Light Woods (x1/2) on the other side. This reduces
its Movement Rate for the turn to 1.5" [3cm] (one quar-
ter of 5" [13cm], increased to nearest 'half inch' [cm]),
so it could only move 0.5 [1cm] into the stream.

The Goblin unit starts at point "d" and then moves to-
wards point "z". It moves through 1" [2.5cm] of Clear
terrain (x3/4) and then 1" [2.5cm] of Brush terrain
(x1/2). The unit cannot move into the Medium Woods
(x1/4) on the other side because that would reduce its
total MR for the phase to 1.5" [3cm] (x1/4) and it has
already moved 2" [5¢cm].

= =
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WHEEL Note: Individual combatants may not change directly to
Battle Order; they must change to General Order first.

A unit "wheels" by fixing the combatant at one end of its front

row and moving the combatant at the opposite end of the front row Example: A Goblin unit with a Movement Rate of 5"
forward along an arc up to 90° (see diagram). All combatants in [13cm] is in Battle Order. It changes to General Order
the front row move so as to remain between the fixed combatant and wants to move forward through clear terrain. It may
and the moving combatant. All rows behind the first move so as to only move 2.5" [6¢cm] since it uses half of its Movement
maintain position behind the front row. Rate to change formation.

The movement cost for wheeling is equal to the Movement Rate
used by the combatant at the moving end of the front row. Measure  S-11.5 COMBAT
from that combatant's starting center front edge location to its end- Combatants of a unit attack and defend using the same princi-
ing center front edge location. ples that have been explained for single combatants in the previous
Movement Rate reductions apply for the terrain moved through  chapters. The following restrictions apply:
by any member of the moving unit.

e A unit may only move or make a missile attack, but not
both. The x1/4 Movement Rate available to individual com-
batants is not available to units.

e Only the first row of combatants can make melee or missile
attacks against the targets in front of them. Combatants in
second and further rows cannot attack because the combat-
ants in front of them are "blocking" their line-of-sight.

e Spell casters are restri