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The use of miniature figurines and miniature terrain to
represent, recreate, and refight battles has been going on
for centuries. This type of gaming has ranged from
children playing with toy-soldiers to elaborate military
simulations conducted in war colleges. Today, such
“miniatures” battles are an extensive, growing part of a
hobby that encompasses wargaming, role playing, and
the collection and painting of miniatures.

A set of rules that governs battles using miniatures is
often referred to as ““a miniatures system” or “table-top
rules.” However, in order to distinguish between a mass-
combat miniatures system and a skirmish miniatures
system, we will refer to the Bladestorm system as a
“skirmish system.” For these purposes, a skirmish sys-
tem emphasizes rules for battles involving individual
combatants, while a mass-combat system emphasizes
rules for battles involving “units” (i.e., large groups of
individual combatants).

Bladestorm deals primarily with a medieval-type
fantasy environment as presented in the Bladelands
Sourcebook. The Bladestorm rules consist of four parts:

* The Basic Game

¢ The Intermediate Game
* The Standard Game

* The Optional Rules

Novice PLAYERS

Novice skirmish players should start by reading the
Basic Game and then play the scenarios provided. Once
you have mastered the Basic Game, read the Intermediate
Game and play the provided scenarios. Similarly, you
can then move on to the Standard Game, and, eventually,
to the Optional Rules. We hope that you will use this
layered approach to gradually absorb the basic concepts
and principles that must be understood in order to fight
full-blown Bladestorm skirmish battles.

MOoRE EXPERIENCED PLAYERS
Depending upon the amount of previous experience,
some players may wish to proceed directly to the Stan-
dard Game. All of the Basic Game material and the
Intermediate Game material is repeated in the Standard
Game.

Note: For readability purposes, Bladestorm uses
standard masculine pronouns when referring to
persons of uncertain gender. In such cases, these
pronouns are intended to convey the meanings: he/
she, herlhis, etc.

MEASUREMENTS
These rules use English measurement (i.e., inches and
feet). An equivalent Metric measurement is provided in
brackets aftereach occurence 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 oreven
thin plastic sheets. Each miniature should be pasted or
glued ontoits base. See the Terrain and Painting Manual
for mounting suggestions.

A base gives a miniature stability, and it also gives a
representation 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 propor-
tionally smaller or largerbases,e.g., 5/8"x5/8"[15x15mm]
for Halflings, 1.25"x1.25" [40x40mm] for 7'-9' [2.5m]
Trolls, 1"x1.5" [25x40mm] for cavalry, etc. See the
Appendix for a listing of standard base sizes.

Note: These rules assume the use of “25mm’” min-
iatures. 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
[1m] area influenced by a combatant during com-
bat. Certain abnormal situations arise due to the
use of a square base. For example, the diagonal of
al"x1" [25x25mm] square is =1 4" [=36mm], so a
miniature on such a base could not turn around in
a 1" [25mm] wide corridor. Use common sense in
such cases (e.g., a combatant can turn-around in a
1" [25mm] wide corridor).



NUMBERING 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 miniatures of the same type. So,
for each type of miniature, you shou!d place a unique
number on each figure’s base (start with ‘1’ each time).
This can be accomplished with a marking pen or scotch
tape and small bits of paper.

MEASURING DISTANCES

In a miniatures battle it is necessary to be able to
measure distances. For this purpose, we have included
several ruled pieces of cardboard and paper. However,
players may find it useful to use real rulers and/or tape
measures.

String is often useful for measuring distances that do
notoccur in straight lines. Just lay the string along aroute
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 after committing to perform the action
being measured.

TERMS

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

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

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

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.

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.

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

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

Hero — A human-like combatant who has special capabilities.

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

Leader — A leader is a special combatant who can modify the
morale and combat capabilities of other combatants and units.
Mass-combat System — A miniatures system that emphasizes
rules for battles involving “units” (i.e., groups of similar individual

combatants). N

Melee Attack — An attack against a target adjacent to the attacker
(e.g., hand-to-hand attacks with swords, axes, polearms, etc.).

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 — A 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.).

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

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.

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, bushes,
buildings, roads, walls, etc.).

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

Turn — Combatants/units fight and move in terms of a fixed period
of battle time called a furn. 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.



The Bladestorm Basic Game is designed to introduce nov-
ice 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................... Section B-3.0
Combatants..................... Section B-4.0
Turn Sequence................ Section B-5.0
Movement ...................... Section B-6.0
Melee Combat ................ Section B-7.0
Damage .....ccooceevvenneenee. Section B-8.0

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 a roll is referred to as “D6”. A 10-sided
die actually gives the results: 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 a roll 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. 2D 10 indicates that two 10-sided dice are to
be rolled.

An Addition: A fixed number may be added to a given 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
oftherollis 1] = 7 + 4.

©

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
Pplus the result of a 10-sided die plus four. If the two 6-
sided results are 2, 5 and the 10-sided result is a 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/
distances 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.

6feet = linch =

25 millimeters = 2 meters

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

Note: These rules use English measurement (i.e., inches
and feet). An equivalent Metric measurement is pro-
vided in brackets after each occurence 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 measure-
ments.

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

B-2.4 BASES

The Bladestorm rules assume thateach 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 guidelines for base sizes and for mounting
miniatures on bases.




The combatants in a skirmish battle fight in an environment
which consists of a playing surface and any special terrain.
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.). See the Terrain and Painting Manual.

Terrain consists of objects placed on the playing surface to
represent various features of the battlefield (¢.g., trees, bushes,
buildings, 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 stacked cardboard to represent
hill contours, balls of cotton to represent bushes, etc. See the
Terrain and Painting Manual.

For the Basic Game the only terrain used totally proh1b1ts
normal movement. Such terrain is called impassable terrain.
For example, 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 #1 “WARRIORS OF ASH"

Sea-Troll

D clear

Bl solid rock, impassable

Scenario Type: Skirmish

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

Terrain: The impassable walls of a cavern and four impass-
able pillars. Note that the gaps marked as 1" [25Smm] can
not be traversed by the Troll — his base is 1.25" [40mm]
wide. A full-sized playing surface for this scenario is
included in the Scenario Book:

Victory Conditions: To win, a player must eliminate all of
his opponent’s combatants.

Player #1 — The Goblins; move first and set up as indicated
on the map.

Player #2 — The Sea-troll; move second and set up as
indicated on the map.

SEA-TROLL CRro, Greater Goblin
(Large Claws) (2H-sword)

Movement Rate ...7"[18cm] Movement Rate ...... 6"[15cm]
Melee Attack............ 3D6+4  Melee Attack .....2D6+D10+3
Melee Damage........ High+2  Melee Damage ... High+Low+2
Defense ......cccovervesseerueas 10 Defense..ccciierenerceecensvonne 9
Endurance (51) d  Endurance (18) Qaa

Q0000 0aaaa Q0o

Q0000 00Aaa Qo0 040

Q0000 aaod0

QQaa0 AaaQa

QQaa0 aoo0a

ARGH, Lesser Goblin MonNTu, Lesser Goblin
(Scimitar) (Scimitar)

Movement Rate ...5"[13cm] Movement Rate ......5"[13cm]
Melee Attack .......... .3D6-2  Melee Attack ......oovueee 3D6-1
Melee Damage ........ High+2  Melee Damage .......... High+2
Defense ..oecccvrecreneerneesnnas 7 Defense ...oeeicecrerrerrecesessmonses 7
Endurance (10) G0003  Endurance (10) Qoo

20000 Q0000




COMBATANTS

Each combatant in a skirmish battle is represented by a
miniature 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
miniature can represent a 9' [3m] tall Troll. If a Troll
canmove 42’ [14m] in 10 seconds, the miniature repre-
senting the Troll can move 7" [18cm] in a turn.

Example: Thefollowing combatants are usedin the first
Basic Game Scenario: a Sea-troll versus three Goblins
(Orc-like creatures). The Goblins should be mounted on
1"x1" bases and the Troll on a 1.25"x1.25" base.

SEA-TROLL CRro, Greater Goblin
(Large Claws) (2H-sword)
Movement Rate ...7"[18cm] ' Movement Rate ......6"[15cm)]
Melee Attack............ 3D6+4  Melee Attack.....2D6+D10+3
Melee Damage......... High+2  Melee Damage .... High+Low+2
Defense .......cccccecvnernrennnnns 10  Defense.......couvuenee... 9
Endurance (51) 3  Endurance (18) Qaa
Q0000 00aaa . ]
Q000 Q0aaa Q0000 Q000
00000 000aa
Q000a 00300
Q0000 00aa0
ARGH, Lesser Goblin MonTtv, 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 ........cocevueeerennranne 7  Defense.....ccoeevrreirerereeennn 7
Endurance (10) QQQA0QQ  Endurance (10) Qo000
Q0a0a Qa00a

e

B-5.
TURN SEQUENCE

In the Basic Game, one player may move all of his combat-
ants, and then combat occurs between combatants in base-to-
base contact. Then the other 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.

Each individual scenario (see the Scenario Book) will
indicate which player moves first and when a win occurs.

‘Example: In the first Basic Game Scenario, the Goblins
‘move first, and the T ;z-‘a’lfmoves second.

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 occu-
pied 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
impassable terrain.



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 thg Goblins’ turn to move.
Montu chooses not to move, while Argh and Cro more to

Montu's possible movement

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" [7.5cm] towards the Troll. They end up in the
positions shown below.




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 following
restriction applies:

« One edge of the target’s base must be in contact with one
edge of the attacker’s base (i.c., they may not just touch ata
comer). 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
attacks first. Aftacks are announced and resolved one at a
time.

* In the 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 below), the
Troll and Montu are in contact and may attack each
other (see below).

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 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).

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
Endurance 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
Endurance 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, orunconscious 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
results 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
wouldbe 6 = 2 +2 + 2.

Low Damage — The target takes anumber of hits equal to the
lowest die already rolled. If more than one die are lowest, the
damage taken is equal to the sum of the lowest dice.

Example: An attack roll of “3D6” results in die results
0f6,4,and 1. “Low” damage from such an attack would
be 1 hit. If the rolls were 3,4, and 3, the “Low” damage
wouldbe 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.



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: An attack roll of “3D6” results in die results
of6,4,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 wouldbe 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,andl. “Low+2" damage from such anattack would
be3 = 1+ 2. Iftheroliswere3,4,and 3, the “Low+2”
damage wouldbe8 = 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 -
be6 = 2x3.Ifthe rolls were 3,4, and 3, the “Lowx3”
damage would be 18 = (3 +3)x3.

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 may attack one another. The Troll’s Melee Attack is
“3D6+4” and his attackrollisa 1,a 5, and a 3, for a total attack
roll of 13 = 14+5+3+4. Since Montu’s Defense is only “7”, the
Troll’s attack damages Montu. Since the Troll’s Melee
Damageis “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 Defenseis “10”, Montu’s attack just misses and doesn’t
damage the Troll.

Next the Goblins move, and all decide to move next to the
Troll (see the diagram to the right).

The Troll decides to attack Montu again and his attack roll
is 12 = 2+3+3+4. This is more than Montu’s Defense of 7, so

e Troll damages Montu again — Montu’s Endurance stat is

decreasMWﬁrWZ,3,3 roll is
6 = 3+3. Montu attacks and rolls 11 =4+42+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. 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 12
more hits (i.e., 12 = 6+2+2), ”

After those attacks the Troll has taken 20 hits (i.e., its
Endurance is reduced by 20), 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.

StaTus AT END OF EXAMPLE

SEA-TROLL
Movement Rate ...7"[18cm]
Melee Attack............ 3D6+4
Melee Damage ........ High+2
Defense .......ccccvvueerrercenne 10
Endurance (51) |

S AN
DRSS KRN
QQD00 Q0000
Qa0 90000
a0QQa QuaQQ

ARGH, Lesser Goblin
Movement Rate ...5"[13cm]
Melee Attack ............ 3D6-2
Melee Damage ........ High+2
| DEfense ..u.....ocenveeernrenerenns 7

? Endurance (10) Q0Q00Q
Qaaaa

CRro, Greater Goblin
Movement Rate ......6"[15cm] |
Melee Attack .....2D6+D10+3
Melee Damage .... High+Low+2

Defense.......ccocvrvvrevsereeensa 9
Endurance (18) Qg
[

Qo0 0000

MonNtu, Lesser Goblin

Movement Rate ...... 5"[13cm]

Melee Attack ............... 3D6-1
Melee Damage .......... High+2
Defense.....c.ccoveeeecereneerenens 7
Endurance (10)  Zpsisinis
s




The Intermediate Game introduces more key elements of resolv-
ing a battle in a skirmish system. Novices players should master the
Basic Game first.

The new game mechanics presented in the Intermediate Game
are:

Terrain TYPeSs ....ooovvvrrveneecirieeeeece e Environment, 1-3.0
New Combatant Stats ..........occeereivverineennns Combatants, 1-4.0
New Turn Sequence..........ccocveeeeeererrnnnns Turn Sequence, 1-5.0
Terrain Effects ........cccooeevvvvinviccciieneenen, Movement, 1-6.0
Terrain Effects, Shields ........cccccvvvveeennn. Melee Combat, 1-7.0
ATINOT Lot Damage, 1-8.0
Missile Combat ......cccocvevieecriniieiiienns Missile Combat, 1-9.0

[-2.0
CONVENTIONS

All of the conventions presented in the Basic Game (see B-2.0) are
in effect for the intermediate game — dice rolls, time scale, and size/
distance scale.

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: “I1D6x2” means: multiply the results of a 6-sided
dieroll by two. If the 6-sided result is a4, then the result of the
rollis8 = 4x2.

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 resultis a 7, then the
result of theroll is 25 = 2+ 5+ (7x2) +4.

Example: “2D6x3+1D10+42” means: two 6-sided dice mul-
tiplied 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 resultis a 2, then
the result of the roll is 27 = [(3+4)x3] +2 + 4.

All of the environment material presented in the Basic Game (see
B-3.0) is in effect for the Intermediate Game. However, in the
Intermediate Game, we will present a number of terrain types which
will have an effect on play — movement (I-6.0) and combat (1-7.0
and [-9.0). The terrain types are:

« Clear

* Brush

« Heavy Woods
« Streams

« Impassable




1-4.0

"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

* 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.

SEA-TROLL

(Large Claws, Thrown Rocks

Rigid Leather Armor)

Movement Rate ..7" (3.5")

[18cm (9cm)]
Melee Attack ......... 3D6+4
Melee Damage .....High+2
Missile Attack ........ 4D6-1
Missile Damage........ High
Defense ......cccoveeeerreerernne 10

Endurance (51) (]
QQLA0 QA0
Q000 30000
Q0000 Q0000
Q000 QA0

0a000 020aQ

ARGH, ‘LéSSerGobliﬁw

Shield, Soft Leather Armor)
Movement Rate ..5" (2.5")
[13em (7cm))
Melee Attack .......... 3D6-2
Melee Damage ..... High+2
Missile Attack ....... 2D6+2

Defense .....uueurererinsereenees 7
Shield Bonus .......cceure. +4
ATINOT osrverrenrensensnsnsens -1

Endurance (10) 00000
00a00

Cro, Greater Goblin
(2H-sword,
Chain Armor)

Movement Rate.......... 6" (3"

[15cm (8cm)} -

Melee Attack ..2D6+D10+3
Melee DamageHigh+Low+2
Missile Attack ............. none
Missile Damage .......... none
Defense ......oovvceserrsscnernsenne 9

Endurance (18) Qa
.

Q0RAA 00200

'MonTu, Lesser Goblin
(Scimitar, Throwing Daggers, (Scimitar, Throwing Daggers,

Shield, Soft Leather Armor)

“Movement Rate .....5" (2.5")

[13cm (Tcm)]
Melee Attack ............ 3D6-1
Melee Damage ........ High+2
Missile Attack .......... 2D6+2
Missile Damage .......... High

Defense ........evnererreserssrannns 7
Shield Bonus.........coreeneee +4
AIMOT ...ocopereennens eerreeneiraes -1
Endurance (10) Q000

Q000

1-5.0

TURN SEQUENCE

In the Basic Game, one player moves all of his combatants and
then melee combat occurs; then the other 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 furn consists of the following phases:

Player 1 Movement-Missile Phase..........ccocevivereneas 1-6.0 & 9.0
Melee Combat Phase .........ccoceecrinivcssinsinccnnnaineresersenssesaenans I-7.0
Player 2 Movement-Missile Phase .............coo.oco.oo.... 1-6.0 & 9.0
Melee Combat Phase J1-7.0

During its movement-missile phase, a combatant may either
move or make a missile attack, but not both. A player must make all
of his missile attacks before moving any combatants.

Abattle is resolved as a series of turns, which continues until a win
occurs. Each'individual scenario (see the Scenario Book) will in-
dicate when‘a win occurs and which player is Player 1 and which
is Player 2.

1-6.0

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 measured
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:

* A combatant may not move and make a missile attack in the same
phase (i.e., during its movement-missile phase).

* A combatant may not move through another miniature. That is, a
combatant’s bas¢ may not pass through the area occupied by
another miniature’s base. - ;

» A combatant may not move through impassable terrain (I-3.0).

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

TeRRAIN EFFECTS

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 re-
duced below half of normal. The “half movement rate” for a
combatantis givenin the parentheses after its normal Movement Rate.
[The numbers in brackets are Metric Movement Rates (see B-2.3)].

&)



MOVEMENT RATE REDUCTION CHART

Movement Rate Reduction

Terrain Type

Brush no reduction -

Streams 1/2 of normal o ._ .

Note: A combatant’s Movement Rate for an entire turn is
reduced by entering restrictive terrain. Thus, a combatant
who has already moved more than half of his Movement 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 reduces his Movement Rate
Sfor the turnto 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 with Heavy
Woods on the other side. This again reduces his Movement
Rateforthe turnto3.5" [9cm] (half of 7" [18cm]), so he could
cross the stream and move up to 1.5" [4dem] on the other side.
The Heavy Woods on the other side does not slow him further
because his Movement 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" [8cm] 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 attack him.

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
“attack roll.” There can be two different attack results:

* An attack damages a target if the attack roll exceeds the target’s
“Modified Defense,” which is equal to:

Defense stat + Terrain Modification + Shield Bonus stat

» Otherwise, the target takes no damage (i.e., the attack misses).

I-7.1 TERRAIN MODIFICATIONS

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

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 below).

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

« 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 “Heavy

Woods” terrain, the combatant occupies Heavy Woods terrain.
« Otherwise, if more than half of the base of acombatant is in “Brush”

terrain, the combatant occupies brush terrain.

« Otherwise, the combatant occupies clear terrain.

TERRAIN MELEE EFFECTS CHART

Target’s
Terrain Type

Target’s
Terrain Modification

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




1-7.2 SHIELD EFFECTS

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

Whenever an attack is made against a target, the target’s Defense
may be modified by its Shield Bonus stat. This modification can be
applied against one and only one attack during each phase.

Example: The Troll attacks Montu the Goblin (see 1-4.0).
Montu’ s Defense is 7, but he decides to use his shield against
the Troll’s attack (a good idea since Montu is only being
attacked by one opponent). This means that the Troll must
make an attack roll greater than 11 = 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
Intermediate Game, one other factor can come into play.

ARMOR EFFECTS
A target’s armor can reduce the damage taken from an attack.

The four Armor stats used in the Intermediate Game are:

» -1 —This stat usually indicates “Soft Leather” armor and indicates
that the target takes one less hit than normal from any attack.

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

+ -3 — This stat usually indicates “Chain” armor and indicates that
the target takes three 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).

Example: Cro the Goblin attacks the Troll and delivers 11

hits. However, the Troll has -2 armor (his natural hide) so the
Troll only takes 9 hits: 9 =11 - 2.

Example: Croattacks amaninplate armor (1/2 damage) and
delivers 11 hits. So the man only takes 6 hits: 6 = 11 + 2
(rounded up).

MISSILE COMBAT

When the turn sequence (see 1-5.0) calls for a player to make
missile attacks, each of that player’s combatants may make one
missile attack against one other combatant. A missile attack is
resolved just like a melee attack.

The following restrictions apply:

» A combatant may not move and make a missile attack in the same
phase (i.e., during a movement-missile phase).

» 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 coibatant).

*» The combatant making a missile attack 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 attacker 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: [fa 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. Player I
controls the Goblins and player 2 controls the Troll. During
the Player 2 movement-missile phase, the Troll may move 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 attack
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" , Montu takes 7 hits =4 + 4 -
I (for armor).

No melee attacks are made because no one is adjacent.
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.




N

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:

Conventions .......cceeeeveerenveesrenerennes Section §-2.0
Environment.......cocceeoiveeeinnnenrsnens Section S-3.0
Combatants .........coceeeviivnrriicieerees Section S-4.0
Turn SeqUENCE ..o Section §-5.0
Movement .......cooivvieiriinne s Section $-6.0
Melee Combat........cccooocivivieenineenns Section 5-7.0
Damage .......cccceeveriievnneee Section $-8.0
Missile Combat ........cccceeciivrieeicnnnnne Section S$-9.0
Morale ..oooivveeiiiiiiiiiecc e Section S-10.0
Unit Effects ..o Section S-11.0
Special Combatants..........ccceenene Section §-12.0
Bladestorms .........coocoovveveeiiciicns Section S-13.0

NEW MATERIAL
or players who have played the Basic and Intermediate Games,
material in Sections S-1.010 S-9.0is marked like this paragraph
., with a bar on the side). Since all of the material in Sections S-
0 to S-12.0 is new, it is not marked with bars.

e new game mechanics presented in the Standard Game are:

ew Terrain Types .......cccocvvinciiiiencnne Environment, §-3.0
ew Combatant Stats ...........ccceenieneinnnnes Combatants, S-4.0
acing, Terrain Effects. ... Movement, 5-6.0
acing, Terrain Effects ... Melee Combat, S-7.0
ange, Blocking Terrain ..................... Missile Combat, $-9.0
OTALE .ot Morale, 5-10.0
nit Effects ..o Unit Effects, S-11.0
ders, Heroes, and Monsters .. Special Combatants, 5-12.0

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 a roll is referred to as “"D6". A 10-sided die actually
gives the results: 0, 1,2, 3,4,5,6,7. 8, and 9 — but the U 1s 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 1o be
rolled. 2D 10 indicates that two [0-sided dice are to be rolled.

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

Example: “1D[0+4" means.: the result of a 10-sided die plus
four. If the 10-sided result is a 7. then the result of the roll is
It=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: “/D6x2" means: multiply the results of a 6-sided
die roll by two. If the 6-sided result is a4, then the result of the
rollis8 = 4x2.

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+[D10x2+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+ (7x2)+ 4.

Example: “2D6x3+ID10+2" means: two 0-sided dice
multiplied by 3 plus the result of one 10-sided dice plus two.
if the two 6-sided resulis are 3,4 and the [0-sided result is a
2, then the result of the roll is 27 = [(3+4)x3] + 2 + 4.



FRACTIONS
the rules call for a fraction of a value to be used (e.g., half, one-
, etc.), round up any results. For example, half of 5 would give
sult of 3, one third of 7 would give 3, etc.
glish Movement Rate reductions are the exception to this rule
S-6.1 and S-11.2) — in these cases, increase fractions to the
st half inch (e.g., 5.2510 5.5, 6.75t0 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 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 S-5.0).

S-2.3 THE SIZE/DISTANCE SCALE

To fight skirmish battles it is impossible to use the real sizes/
distances 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.

6feet = linch = 25 millimeters = 2 meters

Example: A 1" [25mm] high miniature can represent a 6’

 [2m] tall man, while a 1.5" [40mm] high Troll miniature can
represent a9’ [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). Anequivalent Metric measurement is providedinbrackets
after each occurence 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. '

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

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
guidelines for base sizes and for mounting miniatures on bases.

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
represent various features of the battlefield (e.g., trees, bushes,
buildings, 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 (I-6.0), combat (I-
7.0), and morale (I-10.0). The terrain types are:

* Clear
» Brush
ight Woods
edium Woods
» Heavy Woods
&8lopes
« Streams
« Impassable




COMBATANTS

Each combatant in a skirmish battle is represented by a miniature
and a set of statistics called his stats. These stats will be explained
in the following sections cn movement (S-6.0), combat (S-7.0), and

morale (8-10).

For the Standard Game, the following stats are used:

Stat Abbreviation

Movement Rate ................. MR

Melee Attack ........cceueeeee MeA

Melee Damage.................. MeD

Missile Attack .......cccceenee MsA

Missile Damage ............... MsD
Mlange Mod ........coocecrnnnne. RM

SEA-TROLL
(Large Claws, Thrown Rocks
Rigid Leather Armor)
Move. Rate ... 7"(5.5"/3.5")

[18cm (14cm/9cm)]
Melee Attack ......... 3D6+4
Melee Damage .....High+2
Missile Attack ........ 4D6-1
Missile Damage ........ High

Range Mod ....... -2 per 10"
[-2 per 25¢m]

Endurance (51) a
Ta000 30000
aQaaa aaaaca

Qa000maa00
Q00 Q000
Q0000 0Da0Oda

ARGH, Lesser Goblin

Stat Abbreviation
Defense ......oeeveevvevnenene Def
Shield Bonus .................. SB
ATMOT eoececrereerrerenererernene Ar
Mlorale ..........ccccovevievnnnne Mo
Endurance ....................... En
Cro, Greater Goblin

(2H-sword,
Chain Armor)

Move. Rate ........ 6"(4.5"/3")

[15¢m (11cm/8cm))
Melee Attack ..2D6+D10+3
Melee DamageHigh+Low+2

Missile Attack ............. nene
Missile Damage .......... none
Range Mod........ccovueeee none
Defense .....ccoceevvvmveicnrccnnans 9
Shield Bonus..........ccccouee +0
ATMOT .oocieriirerireeeerenses -3
Morale.........ccccoeveeerirnerenecens 7
Endurance (18)
L0Qa0 2004
maa00 0000
MoNTtu, Lesser Goblin

(Scimitar, Throwing Daggers, (Scimitar, Throwing Daggers,

Shield, Soft Leather Armor)
Movement Rate5"(4"/2.5")
[13cm (10cm/7cm})]
Melee Attack .......... 3D6-2
Melee Damage .....High+2
Missile Attack ....... 2D6+2
Missile Damage ........ High
Range Mod-2 per 5" [13cm]

{-2 per 13cm]
Defense ......cccccceereeceereennes 7
Shield Bonus ................ +4
ATMNOT ...coevveecceneeecianens -1
Morale ...eeeeeerevveeeciennne 9

Endurance (10) 0OO000
ma003

Shield, Soft Leather Armor)
Movement Rate .5"(4"/2.5™)

[13cm (10cm/7cm)]

Melee Attack ............ 3D6-1
Melee Damage ........ High+2
Missile Attack.......... 2D6+2
Missile Damage .......... High
Range Mod-2 per 5" [13cm]
[-2 per 13cm]

Defense ....cceveeereevnneecrenes 7
Shield Bonus................... +4
AMMOL .....oreeireereinrenenes -1
Morale ......cccercreeriirensreenaes 9
Endurance (10) Q0000
m30aa0

TURN SEQUENCE

.0

In the Basic Game, one player moves all of his combatants and
then melee combat occurs between combatants in base-to-base
contact. Then the other player moves all of his combatants and melee
combat occurs again. In the Standard Game, this sequence is
modified to include missile attacks (see S-9.0).

A Standard Game turn consists of the following phases:

Player 1 Movement-Missile Phase

Move or Missile Attack ........cecvrevrerineinrinne 5-6.0 & $-9.0

Rally ..ot sssssnissenes S5-10.0 & S-11.5
Melee Combat Phase S-7.0
Player 2 Movement-Missile Phase:

Move or Missile Attack ........cocevivenneienienns 5-6.0 & 8-9.0

RallY coverorecerceieene e reeserr e saesnene 5-10.0 & S-11.5
Melee Combat Phase S-7.0

During its movement-missile phase, a combatant may either
move or make a missile attack, but net both. A player must make all
of his missile attacks before moving any combatants.

Abattle is resolved as a series of tums, which continues until a win
occurs. Each individual scenario (see the Scenario Book) will in-
dicate when a win occurs and which player is Player 1 and which
is Player 2.

During his mevement-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 measured
from the center of aminiature’s front edge. Once all of acombatant’s
Movement Rate has been used, it may not be moved again during the
current turn.

The following restrictions apply:

« A combatant may net move and make a missile attack in the same
phase (i.e., during its movement-missile phase).

« 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.

» A combatant’s Movement Rate may be affected by the terrain it
moves through (see S-6.1).

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 (see S-6.1 ).
[The numbers in brackets are Metric Movement Rates
(see B-2.3)].



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
tions up to nearest ‘halfinch’ [cm]. The Movement Rate reduction
etermined by the type of terrain moved through (see the Com-
ant Terrain Effects Chart). Regardless of how much restrictive
ain a combatant moves through, its Movement Rate will never be
uced below half of normal.

Note: A combatant’s Movement Rate for an entire turn is
reduced by entering restrictive terrain. Thus, a combatant
who has already moved more than half of its Movement 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 (xI1 ) 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
ain (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" [Sem] of Clear terrain and then
enters Heavy Woods terrain (x1/2). This reduces his MR for
the turnto 3.5" [9cm] (half of 7" [18cm] ), so he can only move
1.5" [4dem] 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 turnto 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 alréady beenreducedto 112 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" [Scm] of Clear

terrain and then 2" [Scm] 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 Trollwants to stop with his back to the wall so that a limited
number of foes can attack him.

COMBATANT TERRAIN EFFECTS CHART

Melee Missile Terrain
Defense Defense Morale
Movement Terrain Terrain Roll

Reduction Mod. Mod. Mod.

edium Woods x3/4

x1/2

n/a

/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 attacker receives the modifications listed above
and only movement “Up Slope” receives the movement
reduction above.

S-6.2 FACING

fter each combatant is moved, it must be “faced” in a specific
ction. Facing determines a combgtant’s front, flank. and rear. A
t’s facing will affect its ability tomake attacks (see S-7.0 & S-9.0)
it may affect attacks made against the combatant (see S-8.0).

DEFENDER FACING
fter all of the moving player’s combatants are moved, the non-
ving player may face each of his combatants in a specific
ction. This represents the defender combatants reacting to the
vement of their opponents.

Note: “Units” may not perform this action (see S-11.1 and
S-114).

Front 13

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
batant has and the weapon used can change each phase.

O



S-6.4 MOVEMENT RESTRICTIONS

e Bladestorm turn sequence (see S-5.0) requires one player to
ve his combatant and then the other player to move his combatants.
wever, combatants move simultaneously during a real battle. In
er to minimize the unrealistic effects of such “alternating”
vement, the following movement restrictions must be adhered to:

o combatant may move within one inch [Merric: 25mm] of an
pposing combatant unless the moving combatant is moving
irectly away from the unit or itis moving directly into “‘base-to-
ase contact” with the unit (i.e., into melee combat).

o combatant or “unit” (see S-11.0) may move within two inches
etric: Scm] of a unit unless the moving combatant/umit is
oving directly away from the unit or itis moving directly into
ase-to-base contact” with the unit (i.e., into melee combat). The
oinch [Scm]effect represents the coordinated effectiveness and
resence of a unit as compared to a single combatant.

Note: Units may freely move within an inch [25mm] of
individual combatants.

Example: A combatant entering area “A" in the diagram
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 ‘D7, he must contact Cro’s rear.

Combatant . lin
Example e ——
Diagram A 2.5cm
: Front .~ ‘.
i |
" Rear ™ ‘E
D

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

Unit Lin
Example .~ A Z3em
Diagram
Front A
N
B C
Rear
D

MELEE COMBAT

When the tum sequence (see 5-5.0) calls for melee (i.e., hand-to-
hand) combat to occur, each combatant may make one atrack
against one other combatant (called the rarger of the attack). The
following restriction 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).

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

eattacker must be using a melee weapon (e.g., acombatant using
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)
indicated by the attacker’s Melee Artack stat. This is called the
“attack roll.” There can be four different attack results:

e attack automatically does no damage (i.e., it misses)if twoor
ore die results are ones.

result 1) does not apply -— the attack automatically damages the
get if the result on the “Death Die” is a one. When an attack is
lled, a player must use one and only one black six-sided die; this

the “*Death Die.”
3y If resuits 1) and 2} do not apply — an attack damages the target
if the attack roll exceeds the target’s “Modified Defense.” which
is its Defense stat plus any applicable modifications (see below).
4 ifresults 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.

Casel—Thedierollsare 1,6,1. Thereare two 1's, so the
attack does no damage, eventhoughthe rotal of 12 (1+6+41+3)
exceeds the Modified Defense of 10.

Case2—Thedierollsarel,3,2 Thereisal onthe 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 rolis are 4, 1,7, attack damages the target;
total of 15 (4+1+7+3) exceeds the Modified Defense of 10.

Cased—Thedierollsare 2,4, 1, attack does not damage
the target; total of 10(2+4+1+3 )does not exceed the Modified
Defense of 10.

MELEE DEFENSE MODIFICATIONS
e following Defense modifications will be discussed in the next
sections.

eld Bonus ..o 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 MODIFICATIONS
e following Melee Attack roll modifications will be discussed
e next few sections.

der BOnUS ..oceeeveeececceeeeeeen Based on Leader (see S-12.1)
ation Bonus ...... If combatant is part of a unit (see S-11.0)
..................................... If Artacker is Disrupted (see S-10.0)

S-7.1 TERRAIN MODIFICATIONS

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

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:

« If any part of the base of a combatant is in “Stream” terrain, the
combatant occupies Stream terrain. ‘

therwise, if more than half of the base of a combatant is in a

ertain type terrain, the combatant occupies that type of terrain.

therwise, the combatant occupies clear terrain (or use common

nse 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).

S-7.2 SHIELD BONUSES

target’ s shield makes the target harder to attack.

enever an attack is made against a target, the target’s Defense

be modified by its Shield Bonus stat. This modification can be

lied against one and only one attack during each phase. The
eld Bonus may only be used against an attack made by an
nent in front of the target or against a target on the target’s

1d flank (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).
IfRumlar 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 Barut's attack is
11 =7 +4.

N

S-7.3 FLANK AND REAR ATTACKS

Attacks made against a targer's “flank” and “rear” are more
effective.

Ur SLOPE MODIFICATION
If atarget is “above” an attacker, the target is said to be “Up Slope”
from the attacker. A target “Up Slope” from an attacker receives a
+2 modification to its Defense stat.

f a combatant that is making an attack is in contact with a targets
(see S-0.2), the target’s Defense is modified by -2. If a com-
t that is making an attack is in contact with a target’s rear

Example: In the diagram below, the Troll is “above” Cro the
Goblin. The Troll’ s Modified Defense against attacks made by
Crois 12 =10 +2.

$-6.2), the target’s Defense is modified by -5.

Note: Flank and Rear modifications do not apply to Missile
attacks.

Note: A combatant can change its facing after its opponents
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: [nthe example inS-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.




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

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

Torecord damage, check off boxes nextto the target’s Endurance
stat. Each box checked off is called a “hit”; damage is often referred
to as “hits taken.”

After all attacks have been resolved, any combatant whose
Endurance 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.

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.

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.”

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 results 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 both4’s are high. If the rolls were 2, 2,
and 2, the "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
damage 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,
the “Low” damage would be 12 = 4 +4 + 4.

High+Low Damage — The target takes a number of hits equal to
the sum of the highest die and the lowest die aiready 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: An attack roll of “3D6” results in die resulits of 6,
4,and . “High+Low” damage from such an attack would be
7 =06+ 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.

&)

ium Damage — If there is a high die rolled, a low die rolled,
adie (or dice) rolled with a value between the high and the low,
target takes a number of hits equal to the mid-range die (or dice)
ady rolled. If there is no mid-range die roll, the damage taken is
al to the sum of the highest dice.

Example: An attack roll of “3D6" results in die results of 6,
4,and I. “"Medium" damage from such an attack would be 4
hits Ifthe rollswere 3,4,and 3, the “"Medium” damage would
be 4 because the 4 is high. If the rolls were 5,4, and 5, the
“Medium” damage wouid be 10 = 5 + 5 because both 5’ s are
high.

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 one

of the type indicated have been rolled, the highest one is used.
similar manner, more than one die may be specified.

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

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 rofl of 3D6 results in die results of 6,4,
and I. “Low+2" damage from such an attack would be 3 =
1 +2.Iftherollswere3,4,and 3, the “Low+2" damage would
be8 = 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 l8 = (3+3)x3.

S-8.4 ARMOR

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

The four Armor stats used in the Standard Game are:

«-1— This stat usually indicates “Soft Leather” armor and indicates
that the target takes one less hit than normal from any attack.

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

+ -3 — This stat usually indicates “Chain’ armor and indicates that
the target takes three 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).

Example: Cro the Goblin attacks the Troll and delivers 11
hits. However, the Troll has -2 armor (his natural hide ) so the
Troll only takes 9 hits: 9 =11 -2.

Example: Croattacks aman in plate armor (1/2 damage ) and
delivers 11 hits. So the man only takes 6 hits: 6 = 11 + 2 {(i.e.,
5.5 rounded up).



MISSILE COMBAT

When the turn sequence (see S-5.0) calls for a player to make
missile attacks, each of that player’s combatants may make one
missile artack against one other combatant.

The results of a missile attack are determined in the same manner
as melee attacks are resolved, except that some of the Defense
modifications are different (see S-7.0 and S-8.0).

The following restrictions apply:

« A combatant may not move and make a missile attack in the same
phase (i.e., during a movement-missile phase).

« 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 not be in contact with the base of
an enemy combatant).

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

e target must be in the “Front Firing Arc” of the attacker (see the
iagram below).
ere may not be a combatant and/or “blocking” terrain between
e attacker and his target (see S-3.0). To determine if there is
locking terrain, just place a straight edge or string between the
nter of the closest edge of the target and the center of the front
dge of the attacker — if the straight edge intersects any terrain,
at terrain is “blocking Terrain”. For these purposes blocking
rrainincludes: combatants, Impassable terrain, and Heavy Woods
rrain.

Note: If a target occupies blocking terrain, his edges are
assumed to be in the blocking terrain. Thus, no one may make
a missile attack against him and he may not make any missile
attacks.

Note: Combatants are assumed to be able to use their melee
weapons and missile weapons interchangeablly.

MissiLE DEFENSE MODIFICATIONS
e Modified Defense for the target of a missile attack consists of

target’s Defense stat plus any of the following modifications that
ly (see S-7.0 and below).

eld Bonus ..., Target's Shield Bonus stat

sile Defense Terrain Mod. .................. Based on the Terrain
“Between the Target and the Attacker”

.................................. If Target is “Up Slope” from Attacker

Note: Flank and Rear modifications do not apply to Missile
attacks.

MissiLE ATTACK RoLL MODIFICATIONS
¢ following Missile Attack roll modifications will be discussed
e next few sections.

ge Modification........... based on attgcker’s Range Mod stat
der Bonus ....oocvivvveviiieicienenne Based on Leader (see S-12.1)

ation Bonus ...... If combatant is part of a unit (see S-11.0)
..................................... If Attacker is Disrupted (see S-10.0)

RANGE MODIFICATIONS
n the Standard Game, the ranges for missile attacks are no longer
ictedto 20" [SOcm]. Instead, each missile attack has aRange Mod
associated with it.
e Range Mod stat indicates a modification and a distance
ment (e.g., -2 per 10" [25cm] implies a modification of -2 and
stance increment of 10" [25c¢m]). The Range Mod modification
pplied to the target’s Defense once for each distance increment
ve the first between the attacker and the target.

Example: The range modification for -2 per 10" [25¢m] is: 0

for 0.1"-10" [0.25-25cm], -2 for 10.1"-20" [25.1-50cm], -4
for 20.17-30" [50.1-75¢cm], etc.).

Example: The diagram below shows the positions of the
Troll, Cro, Montu, Argh, and a fourth Goblin, Nay. Player 1
controls the Goblins and player 2 controls the Troll. During
the Player 2 movement-missile 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 not to move and makes a missile attack
against Montu; his Range Mod stat is -2 per 10" [25¢m]. His
attackroll (4D6-1)is 13 =6+2+4+4-1-2 (for the 11" [28cm]
range). Montu’ s modified Defense is 11 (7 normal +4 for his
shield), so the attack damages Montu. Because the Troll's
Missile Damage statis “High” , Montu takes S hits = 6 - I (for
armor).

No melee attacks are made because no one is adjacent.
During the Player 1 Movement-Missile Phase, only Montu
may make a missile attack against the Troll; his Range Mod
statis -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 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 fiank (see 5-7.2).

TERRAIN MODIFICATIONS
target’s Defense stat against a missile attack is modified by the
sile Defense Terrain Mod. of any non-clear terrain between the
cker and the targei (see the Combatant Terrain Effects Chart in
.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
LightWoods terrain (+3 Mod. ) between the Troll and Cro. So
Cro's Defense is 13 = 9 + [ +3 against the Troll's missile
artack.

S-10.0

MORALE

Morale reflects how resistant a combatant is 1o panic and de-
moralization on the battlefield.

K

A combatant must make an immediate Morale Roll whenever its
Endurance isreduced to half of normal (round up). This occurs when
the last box before “m™ is checked off next to its Endurance stat.

To make a Morale Roll, roli 3D6 and add any applicable modi-
fications (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 faiis and the combatant
is disrupted; mark a “D” next to the combatant on its record sheet.

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.
Crotakes S hits of damage and Crorolls 2,5, and I 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.

ote: None of the material in S-10.0 was included in the Basic
ame.

MoraLE RoLL MODIFICATIONS

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

Leader Bonus ..o, Based on Leader (see S-12.1)

Terrain Morale Roll Mod. .............. Based on Terrain Occupied
(see S-7.1 and the Combatant Terrain Effects Chart)

Example: In the example above, 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 Morale Roll Modifica-
tion. This modified roll would have exceeded his Morale stat
of 9, and he would not have become disrupted.

E¥recTs oF DISRUPTION
A disrupted combatant operates under the following restrictions:

* If a disrupted combatant is within 1" [25mm] of any opposing
combatant at the start of its movement-missile phase, it must move
sothatitis not within 1" [25mm] of any opposing combatants (i.e.,
it must try to avoid melee combat). If this is not possible, the
combatant remains in place.

* All attacks made by a disrupted combatant are modified by -3.

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

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

= If the modified Morale Roll is less than or equal to the combatant’s
Morale stat, the combatant panics and flees the battle. Remove the
combatant from the game — the combatant is killed, captured, or
escapes.

« Otherwise, the combatant is still disrupted.

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




UNIT EFFECTS

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

Note: None of the material in S-11.0was included in the Basic
ame.

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 number
of combatants easier to handle, but it also helps represent military
organization and a command structure. The more combatants in-
volved 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 unitis in (see S-11.1). So acombatant in a unit will
have bonuses for Morale Rolls, melee attacks, Defense, etc. How-
ever, combatants in a unit usually are more restricted in terms of
movement (see S-11.2).

UNIT STATS
The stats for combatants in a unit will be provided as partof a “unit
description” (see below). A unitcan break into individual combatants
if it takes heavy losses (see S-11.1) or if it chooses to do so (see S-
11.3). In this case, each combatant of a unit:

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

Note: Four numbers are provided for the Movement Rate: the
first number is the normal (x!1 ) 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-11.2). The fractions are already rounded to
nearest ‘half inch'. [The numbers in brackets are Merric
Movement Rates rounded to the nearest cm (see S-2.3)].

" GOBLIN GUARD UNIT (8)

Move. Rate: .............. 5" (4/2.5/1.5) [13¢m(10/7/3)] Morale: ......9

Defense: ......... 7  Shield Bonus: ...... +3  S. Leather Armor: ....-1

Endurance: ......... 10

Weapon Damage Range

Scimitar ... ..High+2 ... None

Dagger ................ High...cooeeneen -2 per 5" [13em]t

#1 QO000OmOL00: #5 00Q00m0a0a:

#2 JO00Q0mAO00A0A; #6 0O00mOAa0ad:

#3 DO000mQ0: #7 J000ma0000:

#4 QUA00mAa000:; #8 A00AmMO000U0:
Melee Missile Morale

Formation Att Def Att Def Roll Mod

Battle Order +2 +2 +0) -1 +2

General Order  +0 +0 +1 +0 +1

Disbanded Unir operates as individual combatants

S-11.1 FORMATIONS

In the Standard Game, a unit must be in one of four formation
states (changing formations is discussed in S-11.3):

« Battle Order formation

« General! Order formation

» Disbanded (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 arow,
but they may be attacked and defend normally as “rear”
combatanis 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).
Exception: If an enemy combatani/unit moves into contact
with a unit’s rear or flank, the combatants in contact may
immediately rotate to fuce the atiackers (see §-11.4). The
flankirear modifications still apply (see S-11.4).

Legal, 2 rows lliegal, uneven rows

Front

Flank
Yuep

Legal, 2 rows Legal, 3 rows

Legal, 3 rows

lllegal, uneven rows

[ilegal, bases not abutting

Illegal, only 1 row

Battle Order i Brem




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-11.5). It
can also be referred to as “loose formation” or “skirmish formation.”
The following restrictions apply:

« Each individual combatant of a unit must have an edge of its base
within 1" [25mm)] at least three other combatants of the same unit.
Exception: Each unit in General Order can have four “cor-
ner” 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 contact
with a unit’s rear or flank, the combatants in contact may
immediately rotate to face the artackers (see S-11.4). The
flankirear modifications still apply (see S-11.4).

1in Maximum legal separation for 2 rows
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F 1 L]

Minimum legal separation for 2 rows
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General Order

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 Optional
Rules (see O-11.1) and are not normally used with the Standard
Game.

THE ErFecT oF Losses ON FORMATIONS
During combat units will suffer losses and have combatants
removed. After each round of combat, each player may reorganize
his units to maintain formation. This usually involves:

* Moving combatants from rear rows to front rows to fiil gaps
* Shortening rows to fill gaps and maintain required unit integrity
* When possible, units engaged in combat must remain engaged

no change

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:

« 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).

« 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 §-10.0).

Example: If the Goblin Raiding party (see S-11.0) loses five
of its eight combatants, it must break into individual combat-
ants. 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
operating as one large unit or several smaller ones (see the Scenario
Book). When operating in its larger unit-size, such a group does not
break up when its losses first exceed half of its combatants. How-
ever, when its size is reduced 1o less thanhalf of its smallest aliowed
unit size, it must break up into individual combatants in the manner
described above.

Example: A company that consists of 20 men can operate as
two 10-man units or one 20-man unit. If the company is
operating as one 20-man unit, it does not have to break into
individual combatants when its 1 1th combartant is removed.
When it loses its 16th combatant, it will have to break up.



S-11.2 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 movement
phase:

Move Forward
Back Up
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 movement
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 movement
before measuring any distances. For example, a unit can
declare “move forward 2 inches [Scm],” and then measure
the 2" [Sem] 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
combatantmoves —ituses 1" [25mm] of its Movement Rate foreach
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 Movement
Rate is reduced to half of normal).

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.

UNIT TERRAIN EFFECTS CHART

MOVEMENT REDUCTION

General Order & Battle
Individual Combatants Order

Medium Woods

x3/4

a = Movement not allowed.

— If a target is above an attacker, the target is said to be
“Up Slope” from the attacker. Only movement “Up Slope”
receives the movement reduction above.

Example: A Goblin unit (5" [13cmj Movement Rate) in Battle
Order formation starts its position at the point marked “a” . If
it moves to point “w” | it moves through Clear terrain (x3/4).
This reduces its Movement Rate for the turn to 4" [10cm] (3/
4’s of 5" [13cm], increased to nearest “half inch’ [cm]), so it
can only move 4" [10cm].

The Goblin unit starts at point “'b” and then moves towards
point “x” It moves through 1" [2.5cm] of clear terrain (x3/4)
and then enters 1" [2.5¢m] of brush terrain (x1/2) with Light
Woods (x1/2) on the other side. This reduces its Movement
Rate for the turnto 2.5" [7em] (half of 5" [13¢m]), so it could
reach the brush and move 1" [2.5¢cm] through it and 0.5"
[2em] into the Light Woods on the other side. The Light Woods
do not slow it because its Movement Rate has already been
reducedto 112 of normal due to its passage through the Brush.

The Goblin unit starts at point “¢” and then moves towards
point “'y” It moves through 1" [2.5cm] of clear terrain and
thenentersal” [2.5cm] wide Stream (x1/4) with Light Woods
(x1/2) on the other side. This reduces its Movement Rate for
the turnto 1.5" [3em] (one quarter of 5" [13cm], increased to
nearest ‘halfinch’ [cm]), so it could only move 0.5" [0.5¢cm]
into the stream.

The Goblin unit starts at point “d” and then moves towards
point “z". It moves through 1" [2.5cm] of Clear terrain (x3/
4)andthenl" [2.5cm] of Brushterrain(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" [Sem] (x1/
4) and it has already moved 2" [S5em].

Back Up
A unit may “back up” by moving straight back with all of its
combatants still facing forward. Each inch “backed up” through
counts as 2" [5cm] moved.

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 Battle Order), but
it can only back up 2" [S5em].



TurRN
When a unit “turns,” every combatant in the unit turns around
180° or every combatant turns 90° in the same direction (see the
diagram below). Performing a turn uses 2" [Scm] of a unit’s
Movement Rate (or all of it if the Movement Rate has been reduced
to less than 2" [Scm)] by terrain factors).

Example: A Goblin unit with a Movement Rate of 5" [13cm]
isin Battle Order in Clear terrain. It can only move 4" [10cm]
forward(Clear terrain is x3/4 for units in Battle Order). It can
also turn 180°( costs 2" [5cm]) and then move forward 2"
[Scm].

WHEEL

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
forward along an arc up to 90° (see diagram). All combatants in the
front row move so as to remain between the fixed combatant and the
moving combatant. All rows behind the first move so as to maintain
position behind the front row.

The movement cost for wheeling is equal to the Movement Rate
used by the combatant at the moving end of the front row. Measure
from that combatant’s starting center front edge locatloh to 1ts
ending center front edge location.

Movement Rate reductions apply for the terrain moved through
by any member of the moving unit.

90° wheel
(=5"fromatob)

45° wheel
(=3"fromatob)

Example: A unit with a Movement Rate of 7" [18cm] is in
Battle Order in Clear terrain (see the diagram above). It can

~onlymove5.5" [14cm] forward (Clear terrainis x3/4 for units
Battle Order). It can also wheel and then move forward, or
move forward and then wheel. If the unit wheels 45 ° and the
combatant at the end of the front row moves =3" [7.5cm] (see
the diagram above), then the unit could move 2.5" [6.5cm]
forward. Alternatively, the unit could move forward 0.5"
[Icm] and then wheel 90° (the end combatant moves =5"
[13cm]).

S-11.3 CHANGING FORMATIONS

A unit may only change formation during its movement-missile
phase. To change formation a unit must use half of its Movement Rate
(increase fraction to nearest ‘half inch’ [cm]) and may not be in
terrain that the formation may not enter. Formation changes include:
« Changing from individual combatants (i.e., disbanded) to

General Order; the combatants must be in position to meet the

requirements for General Order (see S-11.1)

« Changing from General Order to Battle Order

» Changing from Battle Order to General Order

» Changing from General Order or Battle Order to individual
combatants

« Changing a unit’s number of rows

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

Example: A Goblin unit with a Movement Rate of 5" [13cm]
is in Battle Order. It changes to General Order and wants to
move forward through clear terrain. It may only move 2.5"
[6cm] since it uses half of its Movement Rate to change
Jormation.

S-11.4 COMBAT
Combatants of a unit attack and defend normally, but they can

receive bonuses based upon their unit’s formation. These bonuses
are included in each.unit’s description.-

: Example: Combatants in the Goblin unit whose description
is given-in S-11.0 have the following modified stats when
f ghting in Battle Order:

- a Melee Attack of 3D6+1 (3D6-1 +2)
-a Missile Attack of 2D6+2 (unchanged)
d Defense against melee attacks of 9 (7 +2)
a Defense against missile attacks of 6 (7 -1)
and all of its Morale Rolls are modified by +2

WEeaPON Usk .

Unless a unithas special capabilities, all combatants in a unit must
be use the same weapon. If a unit has more than one weapon, only
one weapon can be used each phase. However, it can be any weapon
that the unit has and the weapon used can change each phase.



FAcCING FLANK AND REAR ATTACKS
If a unit is attacked from its flank or rear, its combatants in contact
with the attackers may rotate to face and thus attack the enemy.
However, the combatants that rotate to face the unit’s flank or rear
receive the flank/rear Defense modification (i.e., -2 or -5).

Example: In the diagram below, a Goblin unit is attacked by
a Sea-Elf unit. Combatants 1 and 5 may rotate to face the Sea-
Elves. The Goblin Defense is normally 12 = 7 + 3 (shield) +
2 (formation),; but because the unit is being attacked from the
flank (-2 Defense mod), the Defense for #1 and #5 is only
10=12-2.

Lugrok Unit
asfl Dol T (| 2 It 3 4
d

Sea-Elf Unitj| ¢

Sieyl 7|8

S-11.5 MORALE

Individual combatants of a unit do not make Morale Rolls (see S-
10.0). Instead, whenever a combatant of a unit is removed (i.e.,
killed), the unit must make a “Morale Roll” at the end of the phase.

A unit is only required to make one Morale Roll in a given phase
regardless of how many casualties it takes.

Morale Rolls are performed as indicated in S-10.0. Applicable
modifications include:

+ Leader Bonus ......... Based on Leader Combatant (see S-12.1)
« Formation Morale Roll Mod .......ccccccovvevicvieveenns See S-11.4
+ Terrain Morale Roll Mod.............. Based on Terrain Occupied

(see S-7.1 and the Combatant Terrain Effects Chart)

Note: For morale purposes, a unit occupies the terrain type
occupied by the a majority of its combatants. If a majority of
its combatants does not occupy one terrain type, the unit uses
the smallest Terrain Morale Roll Mod of any of the terrain
types occupied.

DiSrUPTION
If the Morale Roll fails, the unit is “disrupted;” mark a “D" next
to the unit on its record sheet. A disrupted unit must operate under
the following restrictions:

« If a disrupted unit is within 1" [25mm] of any opposing combatant/
unit at the start of its movement-missile phase, it must move so that
itis not within 1" [25mm)] of any opposing combatants/units (i.e.,
it must try to avoid melee combat). If this is not possible, the unit
remains in place.

« All attacks made by a disrupted unit are modified by -5.

RALLYING
At the end of his movement-missile phase, a player must make a
Morale Roll for each of his disrupted units and each of routed units:

« If the roll is greater than the unit’s Morale+5, a disrupted unit is no
longer disrupted and may operate normally and a routed unit
becomes unrouted, but becomes disrupted.

« If the roll is less than or equal to the unit’s Morale, a disrupted unit
becomes routed (mark a “R” next to the combatant on its record
sheet) — it panics and attempts to flee the battle (see below).

« If the roll is less than or equal to the unit’s Morale, a routed unit is
removed from play.

» Otherwise, no change occurs; i.e., the combatant is still disrupted
or routed.

EFFECTS OF ROUTING

A unit that routs receives all of the effects of disruption. In
addition, it will immediately assume a General Order formation (if
possible) and move so as to place itself as far as possible from enemy
units. Use common sense to determine exact movement. During
each of its movement-missile phases, a routed unit will again move
s0 as to place itself as far as possible from enemy units. A routed unit
may not attack and all attacks against it are modified by +5.

A routed unit must stop upon reaching the edge of the board. If
such a unit is still routed after it makes its Morale Roll at the end of
its movement-missile phase, it is removed from play.

S-11.6 MOVEMENT RESTRICTIONS

No combatant or unit may move within twe inches [Scm] of a unit
unless the moving combatant/unit is moving directly away from the
unit or itis moving directly into “‘base-to-base contact” with the unit
(i.e., into melee combat). The two inch [5cm] effect represents the
coordinated effectiveness and presence of a unit as compared to a
single combatant. See S-6.4 for a complete explanation and ex-
amples.




TAL
COMBATANTS

.gote: None of the material in S-12.0 was included in the Basic
ame.

There are four types of special combatants: leaders, heroes,
monsters, and spell users.

S-12.1 LEADERS

Leaders are combatants that can modify the morale and combat
capabilities of other combatants. In addition to the normal stats (see
S-4.0), leaders have five other stats:

Morale Roll Mod ......ccoveiiieciiieieniceenircenene MM
Melee MOd ......cooovrivirreeeirereerere e
Missile MOd .....oviciiiriiceeceercresre e
Defense Mod .....coocevereiveerienieenrieseie s e

Influence Range

_GRAG — GOBLIN LEADER

Movement Rate: ............... 8" (6"/4"12") [20cm (15¢cm/10cm/S5cm)]

Defense: ...... 9 Shield Bonus: ....+2 R. Leather Armor: ......... -2

Endurance: ........15 Morale: ............... 7

Weapon Attack Damage Range

Scimitar..........c... 3D643 ... High+2 ............. None

Dagger.......cceeo.. 2D64+5 ... High ......cccce. -2 per 5" [13cm]

Q0000 OO0mO0 Q00a0

Morale Mod. ....................... +1 Melee Mod. ...........ccccevereee. +1

Missile Mod: ..........c..coe..... 0 Defense Mod: ........................ 0
Influence Range: ................ 0

INFLUENCE RANGE

If a leader’s Influence Range is zero, its Mod stats may only be
applied to one unit controlled by its player. The leader must be
within 1" [25mm] of one of the combatants of that unit and the unit
must be in General Order or Battle Order formation.

Example: Grag is adjacent to one of the combatants of the
Goblin unit in General Order (see S-10.0). The unit receives
a +1 bonus when making a Morale Roll and a +1 bonus for
melee attacks. Grag’s Missile Mod and Defense Mod are 0, so
the unit receives no bonuses for missile attacks and defense.

If aleader’s Influence Range is not zero, its Modifier stats may be
applied to any and all units and/or combatants controlled by its
player and within the leader’s Influence Range. A unit is within a
leader’s Influence Range if at least half of its combatants are within
the range.

MuLTIPLE LEADERS
A given unit/combatant may only use the modifications of one
leader at a time (player’s choice).

ATTACHING A LEADER TO A UNIT
It is often convenient to “attach” a leader to a unit and thus move
the leader with the unit. In such a case, the leader is part of the unit
for all movement and combat purposes. A leader may may detach
from a unit at any time.

LOSING A LEADER
If a leader is killed, a Morale Roll must be made by every unit/
combatant in its leadership range. If its leadership range is zero, any
unit with one of its combatants within 1" [25mm] of the dead leader
must make a Morale Roll.

S-12.2 HEROES & MONSTERS

Heroes and Monsters are individual combatants that have special
capabilities.

Example: Aman (i.e.,aHero) armedwith arapier andamain
gauche has the special capability of making two separate
melee attacks each round.

Example: A man (i.e., a Hero) that is especially mobile and
sneaky has the special capability of ignoring S-11.6, so he is
able to move within 2" [Scm] of a unit without being forced to
engage it in combat.

Example: A Dragon (i.e.,amonster) has the special capability
of making three separate melee attacks each round, one of
which can be made against atarget notinfront of it. It can also
move and make a missile attack (i.e., its flame breath) in its
movemeni-missile phase.

12.3 SPELL USERS

Spell users are individual combatants that can cast spells. Spells
are not used in the Standard Game, so spell users will not be
discussed in this section (see the Optional Rules, O-12.1).

-13.0 ;

BLADESTORMS

Note: None of the material in S-13.0 was included in the Basic
Game.

If playing the Standard Game, a scenario ends within six turns of
the appearance of a Bladestorm (i.e., everyone flees from the
battlefield). When a Bladestorm appears, roll 1D6; the result indi-
cates how many turns remain to be played in the scenario.




STANDARD GAME SUMMARY SHEET
. TURNSEQUENCE [ = ATTACKS |

Player 1 Movement-Missile Phase 1) Attack misses if two or more die results are ones.
Move or Missile Attack: ......occeceerreecincnes S5-6.0 & S-9.0 2) Otherwise: Attack damages target if “Death Die” is a one.
Rally: ........................................................ S-IOLO & S-l 1;5 3) Otherwisﬂ: Attack damages ta_‘rget if the attack roll exceeds the
Melee Combat Phase: ..........c...oooveiiineninene e $-7.0 target’s “Modified Defense.”
Player 2 Movement-Missile Phase 4) Otherwise: Attack does no damage.
Move or Missile Attack: .........c.ccoeeiiiieninene S-6.0 & $5-9.0
RALIY: oo eseeeseesesesensene S-10.0 & $-11.5 MELEE DEFENSE MODIFICATIONS
Melee Combat Phase: ...........ccocovvnviirnneiecreneseeenns S-7.0 Shield Bonus ... Target’s Shield Bonus stat

Melee Defense Terrain Mod Based on Terrain Target Occupies

_ S If Target is “Up Slope” from Attacker
-2 If Attacker is on the Target’s “Flank”

A unit may perform four types of movement during its movement | _ s

...................................... If Attacker i the T: t’s “Rear”
phase (only one Wheel or Turn): ackeris on the target s iear

Move Forward Costs 1" per 1" moved MELEE ATTACK ROLL MODIFICATIONS
Back Up Costs 2" per 1" moves Leader BONUS veveveeeveeeeeieeeeeeenne Based on Leader (see §-12.1)
Turn * Costs 2 Formation Bonus ...... If combatant is part of a unit (see S-11.0)
Wheel * Costs the distance moved by end of frontrow | .5 If Attacker is Disrupted (see S-10.0)
COMBATANT TERRAIN EFFECTS CHART MISSILE DEFENSE MODIFICATIONS
Melee  Missile  Terrain Shield BONUS .....vveveeeeeeeoeereeereenenn, Target’s Shield Bonus stat
Defense Defense Morale o . .

Terrain Movement  Terrain Terrain Roll Missile Defense Terrain Mod. ................. Based on the Terrain
Type Reduction  Mod. Mod. Mod. “Between the Target and the Attacker”

F1 o If Target is “Up Slope” from Attacker

MISSILE ATTACK ROLL MODIFICATIONS
Range Modification .......... Based on attacker’s Range Mod stat
Leader Bonus .........cocoveevvvvviivinnns Based on Leader (see S-12.1)
Formation Bonus ...... If combatant is part of a unit (see S-11.0)
Streams x1/2 _ -2 . TR If Attacker is Disrupted (see S-10.0)

e O KA R
n/a = Movement not allowed.

Medium Woods x3/4 42

* — If a target is above an attacker, the target is said to be Morale Roll: To make a Morale Roll, roll 3D6 and add any
“Up Slope” from the attacker. Only a target “Up Slope” applicable modifications. If the result is greater than the combatant’s
from an attacker receives the modifications listed above Morale stat, the Morale Rell is successful. Otherwise, the Morale
and only movement “Up Slope” receives the movement Roll fails and the combatant is disrupted.

reduction above. Rallying: At the end of his movement-missile phase, a player may

make a Morale Roll for each of his disrupted combatants and

UNIT TERRAIN EFFECTS CHART disrupted or routed units:
MOVEMENT REDUCTION » If the modified Morale Roll is greater than the combatant/unit’s
Terrain General Order & Battle Morale+5, a disrupted combatant/unit is no longer disrupted and
Type Individual Combatants Order a routed unit becomes unrouted and disrupted.
» If the modified Morale Roll is less than or equal to the combatant’s
Brush Morale, a disrupted combatant or a routed unit is removed and a

disrupted unit becomes undisrupted and routed.
» Otherwise, no change occurs.

MORALE ROLL MODIFICATIONS

Streams Leader BONUS ...oovevvveeeeevereseen, Based on Leader (see S-12.1)

Terrain Morale Roll Maod. .............. Based on Terrain Occupied
(see §-7.1 and the Combatant Terrain Effects Chart)

Formation Morale Roll Mod (Units only) ................ See S-11.4

Medium Woods




The Bladestorm Optional Rules increase the detail and realism of
the Standard Game by providing additional rules and guidelines. All
of the Standard Game material should be read and mastered before
proceeding to the Optional Rules. Only the most experienced
players should try to use the Optional Rules before playing several
Standard Game scenarios.

Players should feel free to use none, some, or all of these Cptional
Rules. However, before play begins, both sides must agree which
optional rules are to be used. A checklistis provided in the Appendix
(A-3.0) for these purposes.

More detailed optional rules on these and other topics will be
addressed in future Bladestorm supplements called Bladestorm
Companions. Write to Iron Crown Enterprises, P.O. Box 1605,
Charlottesville, VA 22902 for a free catalog describing these and
other products.

e new game mechanics presented in the Optional Rules are:

elee Combar — Parrying, Targeting, .....coceveevvveveereenn, 0-7.0
Second Line Polearm Attacks,

Unit Type Bonuses, Wound Penalties,

Open-ended Rolls, Depth Melee Bonuses

amage — Chain ATMOT ..o 0-8.0
issile Combat — Missile Parrying, ......c.cooooeiinnncoe 0-9.0
Missile Targeting, Firing into Melee,

Unit Missile Attacks, Blocking Terrain

orale — Combatants vs. Units, ..ooceeovieeveeeoeieeeoenen. 0-10.0
Effects of Rout, Effects of Losses,

Morale Rolls Caused by Charges,

Depth Morale Roll Bonus, Retreat & Follow-up

rmations — Special Formations, .......cccceviveveieecennns 0-11.0
Changing Formations

ecial Combatants — Spell USers, ..........ccccivivinnnn 0-12.0
Standard Bearers

ladestroms — Fields, Rings, Tornados, Fronts ............ 0-13.0
ells — Channeling, ESSeNce .......ccccevvevvervrevececeieenne 0-14.0
nit vs. Unit Combat...............ccooveveeveiicieeieseeeeveeerae 0-15.0

Players should feel free to modify the standard Bladestorm time
and distance scales to fit specific scenarios (i.e., a distance scale of
1" = 20 feet might be used for very large scenarios).

0-3.0
TERRAIN TYPES

These optional rules add several new new terrain types, These
terrain types have been added to the updated Optional Combatant
Terrain Effects Chart and Optional Unit Terrain Effects Chart,

* Marsh + Deep Water + Shallow Water
» Rough » Steep Slopes « Buildings
» Road/Path
OPTIONAL UNIT TERRAIN EFFECTS CHART
MOVEMENT REDUCTION
Terrain General Order & Battle Column
Type Indiv. Combatants Order  Formation

Brush x1 x1/2 x3/4

Medium Woods x3/4 x1/4 x1/2

x1/2 x1/4 x1/2

Steep Slope * x1/2 x1/4 x3/4

Marsh x1/4 n/a

Deep Water 1

x1/4

Road/Path & x1.5

n/a = Movement not allowed.

* — If a target is above an attacker, the target is said to be “Up Slope™ from the
attacker. Only movement “Up Slope” receives the movement reduction
above.

T — Movement only ailowed for individual combatants (not for General Order
formations) and it requires a Swim maneuver (see 0-6.1).

§ — This “movement reduction” is actually a movement increase, but all the
combatants in a unit must spend their entire movement-missile phase on the
road/path to receive the increased Movement Rate. If the entire movement-
missile phase is not spent on in road/path terrain, treat the movement
reduction as x1.




OPTIONAL
COMBATANT TERRAIN EFFECTS CHART

Melee Missile Terrain

Defense Defense Morale
Terrain Movement Terrain Terrain Roll
Type Reduction Mod. Mod. Mod.

Brush

Light Woods x1

x1/2 +4

Heavy Woods

Marsh x1/4 -3

Deep Water x1/4 % =54

Steep Slope * x1/2

Road/Path x1.5%

n/a = Movement not allowed.

* — If atarget is above an anacker, the target is said to be “Up Slope” from
the attacker. Only a target “Up Slope” from an attacker receives the
medifications listed above and only movement “Up Slope” receives the
movement reduction above.

T — Movement only allowed for individual combatants (not for General
Order formations) and it requires a Swim maneuver (see O-6.1).

¥ — This “movement reduction” is actually a movement increase, but the
combatant must spend his entire movement-missile phase on the road/path
to receive the increased Movement Rate.

GOBLIN GUARD UNIT (8)

Move. Rate: .............. 5" (4/2.5/1.5) {13em(10/7/3)] Morale: ......9
Defense: ......... 7  Shield Bonus: ......+3  S. Leather Armor: ....-1
Endurance: ......... 10 Maneuvert ........ 8 Resistance7 ........... 9
Weapon Attack Damage Range

Scimitar High+2 ... None
Dagger.....coooenen. High ................-2 per 5" [13cm]%
#1 2O000maa00: #5 LI00m00a0:;

#2 030mOa00: #6 1000mO00a0;

#3 Q000maa00: #7 J00maa000;

#4 (300mO000: #8 Q000mO00a2:
Formation Melee Missile Morale
{Unit Ma) Att Def Att Def Roll Mod
General Order (9) +0 +0 +1 +0 +1

Battle Order (10) +2 +2 +0 -1 +2
Disbanded (11) Unit Ma is only used for reforming the unit.
Column (10) ¥ +1 -1 -2 -2 +1

STATS

The following stats are added in Optional Rules:

The Maneuver stat is used to determine the success or failure of
maneuvers attempted by individual combatants (see 0-6.1).

The Resistance stat is used for resisting the effects of magical
spells (see O-14.0).

Each unit has one Unit Maneuver stat for each of its formations.
The Unit Mr for each formation is found in parentheses next to the
name of the formation. A Unit Mr is used whenever a unit attempts
a maneuver (see O-6.1),

The Maneuver Mod stat modifies all maneuver rolls (see 0-6.0)
made by unit/combatants in the leader’s Influence Range. Only
Leaders have this stat.

GRAG — Gaoblin Leader

Move. Rate: ............... 8" (6/4/2) [20cm(15/10/5)] Morale: ...... 7
Defense: ......... 9  Shield Bonus: ... 10 R. Leather Armor: ...-2
Endurance: ......... 15 Maneuveri ........ 9 Resistancet ........... 9
Weapon Attack Damage Range

Scimitar 3D6+3 High+2 None

Thr. Dagger 2D6+5 High -2 per 5" [13¢mt
(30 DA0mOaa Da0a0:

Morale Mod: ....................... +1  Melee Mod: ......................... +1
Missile Mod: ......................... 0 Defense Mod: ...................... 0
Maneuver Mod: ... +1  Influence Range: ... ... 0

0O-5.0
TURN SEQUENCE

When using this Optional Rule, the options available to each
combatant during its movement-missile phase are increased — each
combatant/unit may perform one and only one of the following:

* move
« make a maneuver (see 0-6.0)
» make a missile attack

= cast a spell

Rallying still occurs at the end of the movement-missile phase.

Note: Several unit maneuvers (see 0-6.2) may be attempted
as part of normal movement: Reaction Turn, Turn/Wheel,
BackiCenter Wheel, Move-Fire, and Push Back.




MANEUVERS

The Optional Rules in this section introduce the concept of a
“maneuver.” A maneuver is an action that is not normal movement,
not an attack, and not the casting of a spell.

O-6.1 COMBATANT MANEUVERS

This section provides a basic set of maneuvers that most indi-
vidual combatants can attempt to perform. Individual combatant
descriptions may restrict these maneuvers and perhaps specify other
maneuvers that a specific combatant may take.

MAKING A MANEUVER
To make a maneuver, roll 3D6 and add any applicable modifiers.
If the result is greater than the combatant’s Maneuver stat, the
maneuver is successful. Otherwise, the maneuver fails. A roll of “3”
before modifiers are applied always indicates failure; a roll of “18”
before modifiers are applied always indicates success.

Applicable maneuver roll modifications include:
¢ The modification for the specific maneuver.

* A leader’s Maneuver Mod stat (if applicable), see 0-4.0.
+ -3 if the combatant is disrupted.

COMBATANT MANEUVERS

Disengage (Maneuver Roll Modification: -1 per adjacent enemy
combatant/unit) — If a combatant begins a turn adjacent to an
enemy combatant/unit facing him, he must attempt a Dtsengage
maneuver if he wants to move away.

« If successful, the combatant may immediately move normally.

+ Otherwise, each adjacent enemy combatant/unit facing the
disengager may make an immediate melee attack (if using a melee
weapon). For the purposes of such attacks, the disengager’s
Defense statismodified by +2. After these attacks are resolved, the
disengager may move normally.

Note: The +2 Defense modification reflects the fact that the
disengaging unit is moving away and is not attacking.

Run (Maneuver Roll Modification: +2) — If a combatant begins a
turn more than 3" [8cm] from the nearest enemy combatant/unit, he
may attempt a Run maneuver.

« If successful, the combatant may immediately move up to double
his normal Movement Rate for that turn. However, the combatant
may not end his movement within 3" [8cm] of an enemy combat-
ant/unit and he may not pass within 3" [8cm] of an enemy
combatant/unit during his movement.

« Otherwise, the combatant’s MR is reduced to 3/4 of normal (round
up to nearest half inch) for the phase.

Sprint (Maneuver Roll Modification: +0) — This maneuver is
identical to a Run maneuver, except that the combatant’s Movement
Rate is tripled if the maneuver is successful. In addition, only
combatants wearing no armor or leather armor may attempt a Sprint
maneuver and acombatant may not Sprint through medium woods,
heavy woods, buildings, streams, water, and impassable terrain.

COMBATANT MANEUVER CHART

Result if
Successful

Maneuver Roll

Maneuver Modification

MR is doubled.

x2 MR, Melee Attack is
increased: +1D6-2 if foot

Charge 2

+1D10-2 if mounted.

Result if

Not Successful Special

MR is 3/4 of normal.

May not move within 3" [8cm]

of enemy units/combatants,

Sucessful or not, charger must
move directly towards target.

MR normal, no bonuses.

Swim Varies Swim at half MR,

see chart.

Move-Fire +0

Half movement, then make a Half movement.
missile attack modified by -2.

No movement, roll Use the Swimming Chart.
“drowning damage,” see chart.

Mounted missile
combatants only.




Charge (Maneuver Roll Modification: -2) — If a combatant
begins a turn more than 4" [10cm] from the nearest enemy
combatant/unit, he may attempt a Charge maneuver against one
enemy combatant/unit. The enemy combatant/unit must be within
double the charger's Movement Rate. If a straight line is drawn
between the charger and the combatant/unit being charged, there
can be no intervening combatants/units, medium woods, heavy
woods, buildings, streams, water, or impassable terrain.

« If the Charge maneuver is successful, the combatant must imme-
diately move directly to the combatant/unit that he is charging. In
addition, his Melee Arack stat is increased by 1D6-2 for the
following Melee Combat Phase (1D10-2 for mounted combat-
ants).

« [funsuccessful, the combatant must still move directly towards the
target of the charge, but his movement rate is normal. If he reaches
the target, no charge bonuses apply.

Climb (Maneuver Modification: see Climbing Chart) — If a com-
batant begins his movement-missile phase next to a terrain feature
he wishes to climb, he may attempt a Climb maneuver.

«Ifa Climb maneuver is successful, the combatant may immediately
climb the number of inches indicated by the climbing surface’s
“Per Turn Climbing Rate” given in the Climbing Chart.

» If a Climb maneuver is unsuccessful, the combatant falls and rolls
a“falling” attack. The Attack statis 1D6 per 1" [25mm]fallen. The
damage delivered is given in the Climbing Chart.

CLIMBING CHART

Per Turn Maneuver
Climbing Climbing Roli Falling
Surface * Rate Mod Damage

Rope, Knotted 3" [8em] _ +1 Med

Incline, rough 3" [8cm] +1

Face w/handholds

2" [Sem] -1

Face, smooth 1" [3cm) -5 High

* — An incline is slanted between 45° and 70°, while a face
is slanted more than 70°. Slopes slanted less than 45° are
handled by normal movement rules (see S-6.1 and G-3.0).

Swim (Maneuver Modification: see Swimming Chart) — If a
combatant begins a turn adjacent to Deep Water (see 0-3.0), he may
attempt a Swim maneuver.

If successful, the combatant may immediately move up to half
(round down) his normal Movement Ratg through the water (i.e., he
swims along).

Otherwise, the combatant does not move — if he began adjacent
to water, he moves 1" [25mm] into the water. In addition, he takes
“1D6-3"” damage from inhaling water (i.e., he begins to drown). This
damage is unaffected by armor and this damage is increased by +1
forevery consecutive turn of failed Swim maneuvers (e.g., 1D6-2 for
second turn of failure, 1D6-1 for the third, 1D6 for the fourth, 1D6+1
for the fifth, etc.).

Swimmers may not make attacks and may not cast spells.

SWIMMING CHART

Maneuver
Modification

Wearing Soft Leather Armor
Wearing Chain Armor -

-1
-5
2

Condition *

Heavy Equipment

Very Rough Water

* — These conditions are cumulative.

MOUNTED MISSILE COMBATANT MANEUVERS
In addition to the normal unit maneuvers, a mounted missile
combatant (e.g.,ahorse archer) may attempt a “Move-Fire” maneuver
or a “Fire-Move” maneuver.

Fire-Move (Maneuver Roll Modification: +0) — A mounted com-
batant using a missile weapon may attempt to make a missile attack
and then move:

« If successful, the combatant may immediately make a missile
attack modified by -2 and then move up to half his normal
Movement Rate.

« Otherwise, the combatant may not make a missile attack and may
still only move up to half his Movement Rate.

Move-Fire Maneuver Roll Modification: +0) — A mounted com-
batant using missile weapons may move half his normal Movement
Rate and then attempt to make a missile attack:

= If successful, the combatant may make a missile attack modified
by -2. The combatant may not move any further.

« Otherwise, the combatant may not make a missile attack and must
immediately end his movement.




0O-6.2 UNIT MANEUVERS

This section gives a basic set of maneuvers that most units can
attempt. Individual unit descriptions may restrict these maneuvers
and perhaps specify other maneuvers that a specific unit may
perform.

MAKING A MANEUVER
To make a maneuver, roll 3D6 and add any applicable modifiers.
If the result is greater than the unit’s Unir Maneuver stat for its
current formation, the maneuver is successful. Otherwise, the ma-
neuver fails. A roll of “3” before modifiers are applied always
indicates failure; a roll of “18” before modifiers are applied always
indicates success.

Applicable modifications include:

+ The modification for the specific maneuver.
* A leader’s Maneuver Mod stat (if applicable), see O-4.0.
» -3 if the unit is disrupted.

EFrrecTS OF ROUT ON MANEUVERS
Each turn, a routed unit will only attempt a Run maneuver, but it
receives an additional +2 modification. The normal rout restrictions
in S-11.5 still apply.

UNIT MANEUVERS

Disband (Maneuver Roll Modification: +5) — If a unit wishes to

operate as individual combatants (e.g., in order to climb or swim),

itmust attempt a disband maneuver. While Disbanding is automatic
inthe Standard Game (see S-11.3), itrequires a successful maneuver
if using the Optional Rules.

«If successful, the unit is replaced by a mass of individual combatants.
These combatants may then move half of their normal movement
rates.

* Otherwise, the unit is still replaced by a mass of individual
combatants but they may not move this turn.

Reform (Maneuver Roll Modification: +0) —If amass of combatants

“reform” their unit, they must attempt one group maneuver using the

Unit Maneuver stat for “Disbanded” (see O-4.0). The combatants

must still meet the normal reforming requirements (see S-11.3),

Note that while Reforming is automatic in the Standard Game, it

requires a successful maneuver if using the Optional Rules.

» If successful, the combatants are replaced by the corresponding
unit in a General Order formation, facing in any direction the
controlling player wishes. The unit may not move this turn.

* Otherwise, the unit is not reformed, and the combatants may not
move this turn.

Battle Shift (Maneuver Roll Modification: +0) — If a unit is in
General Order, it must attempt a maneuver to shift to Battle Order
(S-11.3). The General Order Unit Maneuver stat is used.

If a unit is already in Battle Order, it must attempt this maneuver
to shift to a different Battle Order (see O-11.1). The current Battle
Order Unit Maneuver stat is used. While Shifting is automatic in the
Standard Game, it requires a successful maneuver if using the
Optional Rules.

» If successful, the unit shifts into the desired Battle Order formation.

The unit may then move half of its normal Movement Rate.

» Otherwise, the unit does not change formation and the unit may
may not move this turn.

General Shift (Maneuver Roll Modification: +3) — If a unit is in
Battle Order, it must attempt a maneuver to shift to General Order
(see S-11.3). The Battle Order Unit Maneuver stat is used. Note that
while Shifting is automatic in the Standard Game, it requires a
successful maneuver if using the Optional Rules.

« if successful, the unit shifts into General Order formation. The unit
may then move half of its normal Movement Rate.

* Otherwise, the unit is still in Battle Order, and the unit may may not
move this turn.

Disengage (Maneuver Roll Modification: -2 per adjacent enemy
unit) — If aunit begins a turn adjacent to an enemy unit that is facing
it, it must attempt a Disengage maneuver if it wants to move away.
A unit may ignore individual combatants for the purpose of disen-
gagement.

« If successful, the unit may immediately move normally, but for the
first 1" [25mm] it must “Back Up” (see S-11.2).

* Otherwise, each adjacent enemy unit facing the disengager may
make an immediate melee attack (if using melee weapons). For
such attacks, the disengager’s Defense is modified by +2. After
these attacks, the disengager may move normally, but for the first
1" [25mm)] it must “Back Up” (see S-11.2).

Run (Maneuver Roll Modification: +1) — If a unit begins a turn
more than 3" [8cm] from the nearest enemy unit, it may attempt a
Run maneuver.

» If successful, the unit may immediately move up to double its
normal Movement Rate for that turn. However, the unit may not
end its movement within 3" [8cm] of an enemy unit and it may
not pass within 3" [8cm] of an enemy unit during its movement.

* Otherwise, the unit may only move 3/4 of its normal movement rate
(round up to nearest half inch) for the phase.

Charge (Maneuver Roll Modification: -1) — If a unit begins a turn
more than 4" [10cm] from the nearest enemy unit, it may attempt a
Charge maneuver against one enemy combatant/unit. The enemy
combatant/unit must be within double the charger’s Movement
Rate. If a straight line is drawn between the charger and the
combatant/unit being charged, there can be no intervening com-
batants/units, medium woods, heavy woods, buildings, streams,
rivers, or impassable terrain.

« If the Charge maneuver is successful, the unit may first make one
turn or wheel. Then it must immediately move directly to the
combatant/unit that it is charging. If the unit makes contact with
the opposing unit, its Melee Attack stat is increased by 1D6-2 for
the following Melee Combat Phase (1D10-2 for cavalry). If it does
not make contact, the unit is disrupted. In certain circumstances,
the unit/combatant being charged may be required to make a
Morale Roll (see O-10.4).

« If unsuccessful, the unit must still move directly towards the target
of the charge, but its movement rate is normal. If it reaches the
target, no charge bonuses apply.

Reaction Turn (Maneuver Roll Modification: -3) — Afterall of the

moving player’s combatants are moved, the non-moving player may

attempt to change the facing of any or all of his units by attempting

Reaction Turnmaneuvers. This represents the defender units reacting

to the movement of their opponents.

« If the Reaction Turn maneuver is successful, the unit may “turn”
(see S-11.2) as it desires, but it may not disengage from adjacent
enemy units.

« If unsuccessful, the unit may not turn, and its Defense is modified
by an additional -1 for that turn’s attacks.



UNIT MANEUVER CHART

MR is doubled.

Unit turns to face an
attacking unit/combatant.

Reaction Turn *

Back/Center
Wheel

Unit “center wheel” or
“back wheel.”

Move-Fire +0

Half movement, then make a  Half movement.
missile attack modified by -2.

Maneuver Rell Result if Result if
Maneuver Modification Successful Not Successful Speciai
Reform +0 Combatants form a unit in Unit is not reformed, See S-11.3.
General Order, no movement. no movment.
General Shift +3 Unit assumes General Order  No formation change, See S-11.3.
formation, half movment. no movement.

MR is 3/4 of normal. May not move within 3" [8cm]

of enemy units/combatants.

Performed at the end of
opponent’s movement.

Unit may not turn, its
Defense gets a -1 mod.

Unit must halt movement. Performed during movement.

-2 for each additional one.

Mounted missile units only.

* — May only be performed by the non-moving player’s units.

Turn/Wheel (Maneuver Roll Modification: +0) — During move-
ment, a unit may normally only perform one wheel or turn (see S-
11.2). However, a unit may attempt a Tum/Wheel maneuver in
order to perform more than one such maneuver. A second turn/
wheel during a turn requires a maneuver roll (+0 Mod); each
additional turn/wheel would require another maneuver roll with a -
2 modification.

* If the Turn/Wheel maneuver is successful, the unit may perform an

extra turn/wheel (see S-11.2) and continue moving.
« If unsuccessful, the unit must halt movement for the phase.

Back/Center Wheel (Maneuver Roll Modification: +0) — Nor-

mally, a unit may only wheel forward by keeping the combatant on

one end of its front row fixed (see S-11.2). This maneuver allow a

unit to wheel backwards or around its center.

» If the Back/iCenter Wheel maneuver is successful, the unit may
wheel by either: a) by fixing one end of its front row and wheeling
backward or b) by fixing the middle of its front row and wheeling
around the fixed point.

« If unsuccessful, the unit must halt movement for the phase.

Push Back (Maneuver Roll Modification: varies, see below) —

Normally, a unit must stop when it encounters an individual com-

batant (see $-6.0). This maneuver allow a unit to keep moving

forward when it encounters an individual combatant — those
combatants are “pushed back.” One roll must be made for each
combatant encountered and pushed back.

Huge creatures and certain other “Monsters” may not be pushed
back (see S-12.2 and the individual creature descriptions).

The Maneuver Roll Modification is [+1 x the unit’s number of
rows] + [-1 x each combatant being “pushed™].

« If the maneuver is successful, the unit may continue moving
forward (no further turns, wheels, etc.). The combatant being
pushed back remaind in contact with the front row.

If a combatant is pushed into another combatant, the second
combatant should be shifted so that it too is in contact with the
front of the pushing unit. If there is no room on the front of the
pushing unit, the unit must halt movement for the phase.

» If unsuccessful, the unit must halt movement for the phase.

O;



RESTRICTED MANEUVERS
Sprint — Normally, units may not sprint.

Climb — Normally, units may not climb. A unit must disband in
order to climb an obstacle.

Swim — Normally, units may not swim. A unit must disband in
order to swim.

MoUNTED MIssILE UNIT MANEUVERS
In addition to the normal unit maneuvers, a mounted missile unit/
combatant (e.g., horse archers) may attempt a “Move-Fire” maneu-
ver or a “Fire-Move” maneuver.

Fire-Move (Maneuver Roll Modification: +0) — A mounted unit
using missile weapons may attempt to make a missile attack and
then move:

* If successful, the unit may immediately make a missile attack
modified by -2 and then move up to half its normal Movement
Rate.

* Otherwise, the unit may not make amissile attack and may still only
move up to half its Movement Rate.

Move-Fire (Maneuver Roll Modification: +0) — A mounted unit

using missile weapons may move half its normal Movement Rate

and then attempt to make a missile attack:

« If successful, the unit may make a missile attack modified by -2.
The unit may not move any further.

» Otherwise, the unit may not make a missile attack and must
immediately end its movement.

CHANGING FORMATION WHILE ENGAGED
If a'unit is engaged (i.e., in base-to-base contact) with an enemy
unit (not just a combatant), any maneuver to change formation (see
5-6.2) is modified by an additional -2. Such maneuvers include
reforming, disbanding, general shift, and battle shift.

MELEE COMBAT

The Optional Rules in this section concern melee combat.

O-7.1 PARRYING & TARGETING

Many combatants/units have a Melee Attack stat with a “fixed
bonus” (e.g., a 3D6+5 Melee Attack stat has a “fixed bonus” of 5).
This fixed bonus usually represents the combatant’s skill with the
attack.

Before any attacks are resolved, each combatant/unit may allo-
cate the fixed bonus of the Melee Artack stat it is using. All com-
batants in a unit must allocate their fixed bonuses in the same way.

This allocation must be declared at the beginning of each melee
combat phase, with the player that just had his movement-missile
phase declaring first.

Note: The allocations must be stated to all players. If no
allocation is stated, the fixed bonus is added to the attack roll.
Eachallocation may be recorded next to the appropriate unit/
combatant on his record sheet.

The fixed bonus may be split between the following three uses:

+ Adding to the Attack Roll — The normal use for a fixed bonus.
Itadds to the attack roll for purposes of determining whether or not
the attack does damage.

« Increasing Defense (Parrying) — All or part of the fixed bonus
can be used to increase the attacker’s Defense against one melee
attack. Of course, any part of the fixed bonus allocated to parrying
is not added to the attack roll. The attacker parried must be in front
of the parrier.

+Increasing Dice Rolled (Targeting) — For every 5 points of fixed
bonus allocated to “targeting”, the Melee Attack stat is increased
by 1D6. This represents the attacker attempting to hit a more
vulnerable area of the target’s body. Of course, any part of the
fixed bonus allocated to targeting is not added to the attack roll.

All combatants in a unit must allocate their fixed bonuses in the
same way.

Example: A unit has a Defense of 9 and a 3D6+8 Melee
Attack: a fixed bonus of +8. At the beginning of his melee
combat phase, the unit’ s player declares that it will parry with
+2 and use +5 for targeting. Thus, the unit may make a4D6 + 1
melee attack and has a Defense of 11 =9 + 2.

O-7.2 SECOND LINE POLEARM
ATTACKS

The combatants in the second row of a unit in Battle Order using
polearms may attack enemy combatants in contact with the front
row. Such an attack can only be made against an enemy combatant
directly in front of the second row combatant and the attack roll
must be modified by -3.

Note: Units in phalanxformation have their own modifications
and are not affected by this rule.



O-7.3 UNIT TYPE BONUSES

Based upon their armament, units will receive bonuses and/or
penalties when making melee attacks against certain types of units.
For these purposes, units will be classified as being:

Foot Missile — Foot troops using primarily missile weapons or
using no weapons (e.g., spell users, siege weapon handlers, etc.).

Foot Melee — Foot troops using non-polearm melee weapons.

Foot Polearm — Foot troops using polearms.

Mounted Missile — Mounted troops using missile weapons.

Mounted Melee — Mounted troops using melee weapons.

UNIT TYPE MELEE ATTACK MODIFIERS

ATTACKER UNIT TYPE
Foot Mounted
Polearm Melee

Foot
Melee

DEFENDER
Unir TypE

Foot Melee

Mounted Missile

* — The first modification only applies for the initial round of melee combat
between two units. For later rounds, the second modification is used.

O-7.4 WOUND PENALTIES

Any combatant whose hits taken exceeds 1/4 of his Endurance
must modify all of his attack rolls as indicated on the Attack
Penalties Due to Wounds Chart. These penalties also apply to
missile attacks.

ATTACK PENALTIES DUE TO WOUNDS CHART
No Damage up to 1/4 Damage ..........ccceeevirenvninnccnnnnnn -0
1/4 Damage up t0 1/2 Damage ......cccoeceeveeniereecinecneceaennens -1
1/2 Damage up to 3/4 Damage .........cccoveveevieneiecciiincnens -2
3/4 Damage and UP ... -3

O-7.5 OPEN-ENDED ROLLS

If a one is rolled on the “Death Die” (see S-7.0) in the Standard
Game, the attack rolled for automatically hits. If using this optional
rule, that is no longer the case. Instead, if the “Death Die” result is
a six, the attacker can roll one more D10 to increase his attack roll.
If this second die is a ten, he may roll one more D10 to further
increase his attack roll. All dice rolled are used when the Damage
delivered is determined.

Example: A ‘3D6, High' attack is made with the die rolls
being: 6, 2, 5 (the 6 result is on the Death Die). So an
additional D10 is rolled, resulting in a 10. Thus, another D10
is rolled, resulting in a 6. The total attack roll is thus
29 = 6+2+5+10+6, and the High Damage is 10 hits.

O-7.6 DEPTH MELEE BONUSES

When a unit (or combatant) has melee combat with another unit,
the unit with the most rows of combatants will receive a bonus to its
melee attack roll. This bonus reflects .the benefit of having the
support and “mass” provided by the rear rows of combatants.

* A unit’s number of rows is called its “depth.”

e The attacker with the greater depth receives a +1 melee attack
bonus for every row in excess of its target’s depth.

» Individual combatants are assumed to have a depth of zero.

* A unit being attacked from the flank or rear has a depth of one
versus the unit attacking from the flank.

* Regardless of its number of rows, a unit’s depth may never exceed
five.

Example: In the diagram below, unit “A” has 4 rows and is
attacking unit “B” which has 2 rows. Thus, all melee attacks
made by unit “A” against unit “B” receive a +2 bonus. Unit
“B” receives no melee attack modification due to depth.

Unit “C” (2 rows) is attacking unit “A” on its flank, so all
melee attacks made by unit “C” against unit “A” would
receive a +1 bonus, because the depth of unit “A” is only one
when it is attacked from the flank.

The armor effect for units wearing chain is “*half damage” (see S-
8.4) against bladed weapons and “-3” against all other weapons.

For these purposes, bladed weapons include all axes and all
swords (e.g., scimitars, falchions, 2 handed swords, short swords,
broadswords, etc.).




0-9.0
MISSILE COMBAT

The Optional Rules in this section concern missile combat. The
Melee Combat optional rules on Wound Penalties (S-7.4) and Open-
ended Rolls (5-7.5) also apply to missile attacks.

0-9.1 MISSILE PARRYING

A unit (or acombatant) using shields may allocate all or part of its
“fixed bonus” to parry (see O-7.1) missile attacks. The following
restrictions apply:
+The unit/combatant(s) making the missile attack(s) must be in front

(see §-6.2) of the parrying unit.

* An individual combatant may only parry one missile attack in a
given movement-missile phase.

+ A unit may parry all missile attacks from one unit or from all
individual combatants firing at it.

« Inthe following melee combat phase, the parrying unit/combatant’s
Melee Arrack statis decreased by the amount used to parry . Record
the amount used on the unit/combatant’s record sheet.

« The parrying unit’s Defense is only increased by half (round up) of
the part of the fixed bonus used to parry.

Example: In the diagram below, unit ‘A’ may parry the
missile attack from either unit ‘B” or combatants ‘c’, ‘d’, and
‘e’. It may not parry a missile attack from unit ‘F’, because
unit ‘F’ is not in front of unit ‘A’.

C

0O-9.4 UNIT MISSILE ATTACKS

Normally a combatant is blocking terrain for the purposes of
missile attacks (see S-9.0). However, the optional rules in this
section allow combatants in the non-front rows of a unit to make
missile attacks over the combatants in front of them.

« A combatant in a unit in General Order formation receives a -1
modification to its missile attacks for every combatant in front of
it.

* A combatant in the second row of a unit in Battle Order formation

receives a -2 modification to its missile attacks, but combatants
behind the first two rows may not make missile attacks.

Example: In the diagram below, unit ‘A’ is in General Order
and unit ‘B’ is in Battle Order. Combatant ‘w’ may fire at ‘¢’
with a -1 mod, at 'b" with a -2 mod. Combatant ‘x’ may fire at
‘d’ witha +0 mod. Combatant 'z’ canfire at ‘e’ witha -2 mod.
Combatant ‘y" cannot fire at anyone.
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0-9.2 MISSILE TARGETING

A unit (or combatant) making a missile attack may allocate +5 of
its “fixed bonus” to targeting (see O-7.1) —the attack’s fixed bonus
is reduced by 5, but the Missile Attack stat is increased by 1D6.

0-9.3 FIRING INTO MELEE

Normally, a combatant may not fire at a target engaged in melee
(see 8-9.0). However, if using this optional rule, a missile attack may
be made against a target engaged in melee. All normal requirements
(see S-9.0) must be met and the attack roll is modified by -4 in
addition to all other modifiers.

If such an attack fails to hit the intended target, roll 1D6. If the
result is a one or two, roll the same attack against one of the friendly
combatants currently engaged with the original target.

0-9.5 BLOCKING TERRAIN

A missile attack is blocked (see $-9.0) if it must pass through 2"
[Sem] or more of light woods and/or medium woods.

Example: /n the diagram below, combatant ‘a’ may fire at
‘d’, but not at combatant ‘b’ or combatant ‘c’.

Lin
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O-10.0
MORALE

The Optonal Rules in this section concern morale.

O-10.1 COMBATANTS VS. UNITS

If an individual combatant is in contact with an enemy unit at the
end ot its movement-missile phase and if there is no friend!y unit
within 67 {15¢m], the combatant must make a Morale Roll as
outlined in S-10.0).

O-10.2 EFFECTS OF ROUT

Each turn. a routed vnit will only attempt a Run mancuver (see
0-6.2). but it receives an additional +2 modification to the maneu-
ver tofl. The normal rout restrictions in S-11.5 sull apply.

- EAR BE o BR oV anls = ~ ~
O-10.5 EFFECTS OF LOSSES

Any unit whose Tosses (e, combatants killed) exceeds 14 of its
totul combatants (see S-T1H 1) must modity all of Morale Rolls as
mdicated oa the Unit Loss Morale Chart.

UNIT iLOSS MORALE CHART

No Losses up o 173 Fosses -0
A Lossesupto 12 Losses o » ]
U2 Losses up to 34 Losses o2 ‘
M Lossesand up o e 3

0O-10.4 MORALE ROLLS CAUSED BY
CHARGES
In certain circumstances, a unit/combatant being charged (see O-
6.2) by anothier unit may be required to mike a Morale Roli:

+ If a charging unit makes contact against the Tank of anenemy unit.
the unit/combatant being charged must make an immediate Mo
rale Roll. It the charging unit is mounted and the unit/combatani

being charged is not mounted. such a Morale Roll is modified by
D

« [t a charging unit makes contact against the rear of an cnemy unit,
the unit/combatant being charged must make an immediate Mo-
rale Roll moditied by -2. It the charging unit is mounted and the
unit/combatant being charged is not mounted. such a Moraie Roll
15 moditied by -4,

s [fameuented charging unit makes contact against the front of a non-
mounted enemy unit/combatant, the unit/combatant being charged
must make an immediate Morale Roll.

Note: A charge by an individual combatant never causes a
Maorale Roll. A charge by foot troops against the front of a
uniticombatant does not cause a Morale Roll.

O-10.5 DEPTH MORALE ROLL
BONUS

In addition o other inoddications, a umt i Battle Order receives
a bonus to Morale Rolls of +1 times its depth minus two (see O-7.5).
This bonus does not apply if there 1s an enemy unit in contact (i.c..
attacking with its flank or rear.

Depth Morale Roll Bonus = +1 x (Depth - 2}

O-10.6 RETREAT & FOLLOW-UP

It a unit/combatant fails @ Morale Roll at the end of a Melee
Combat Phase.itmustretreat 37 [®em e it backs untand it is still
disrupted. I this is not possible due 1o terrain, the presence of a unit,
or the edge of the board. the unit/combatant will backup as far as
possible. If one or more individual combatants are in the way of a
retreating unit, they will also be moved back as the unit retreats.

Any unit that was in contact with the tront of a retreating unit/
combatant may “follow-up™ the retreat. Just move the unit follow-
ing-up so that it maintains contact with the front of the unit or
combatant. If'this is not possible due toterrain, the presence vi aunit,
or the edge of the board. the unit mayv follow-up oy far as possible.
Disrupted units mzy nwoi follow-up a retreat.

The player that just moved his troops should roli his Morale Kolls
first and then his apponent Then the plever that just moved hi-
roops should retreat his units/combatints one at u tmwe with his
opponent following-up as desired. Finally. the non-mosing plaver
retreats his units/combatants with his opponent fellowing-up as
desired.

Example: {nir "B in contaci it anir A7 faiis it Morale
Roll. is disrupted, and retreats 3" [Semf 1o the position
indicated on the left in the diagram below, Unit "A™ may
Jollow-up und move forward 37 [Semj o maintain contact
with unit "8, On the right in the diagram below, unir "D in
contact with wnit "C fails 1y Morale Roll, is disrupted, and
retreais 37 themf o the position indicated. Unit "Conae only
Jollow-up (.57 12| becaiese of the wall inas way Even if
thewaliwere notthere, wut O coudd onty advaiics >
due to the presence of Unir F.

j.‘?( ‘f”/
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FORMATIONS

The Optional Rules in this section concern unit formations.

O-11.1 SPECIAL FORMATIONS

Certain units may assume special Battle Order formations that are
provided in the unit descriptions. A few of the more common ones
are described in this section. All special formations except “Column”
are considered to be Battle Order for the purposes of movement,
maneuvers, and other factors (see S-11.2 and 0-6.2).

NEW FORMATION STANDARD MODIFICATIONS
The Formation Modification Chart gives the standard formation
modifications for the special formations presented in this section.
Specific unit modifications may differ from these standard modi-
fications.

CoLumn
A very good formation for movement purposes, but in most cases,
a bad formation for combat purposes. Except for the following
requirement, Column formation has the same requirements as the
standard Battle Order formation (see S-11.1):

» The number of combatants in each row may not exceed the number
of rows.

* See the Formation Modification Chart for unit modifications.

* A unit in column formation has certain movement advantages and
disadvantages as outlined below.

Moving in Column Order — A unit moving in column order is
assumed to be following its front row in a manner similar to a snake
following its head. Movement should be resolved under the as-
sumption that the front row wheels while each row follows the exact
route taken by the front row. Whenever possible, the unit will end
up in a standard column formation at the end of movement.

To determine distance moved, just calculate the longest distance
moved by one of the combatants in the front row.

Due to formation requirements, a unit in column formation may
not turn 90° (see S-11.2) and it may not Back/Center Wheel
(see 0-6.2).

Line

This formation is a loose formation that has all of its combatants
one row. This allows the maximum frontage for the unit and it is
good for missile fire, but it has bad morale effects. The following
restrictions apply:
* The normal Battle Order formation restrictions apply (see S-11.1).
* See the Formation Modification Chart for unit modifications.
« All combatants are in one row.
« If two or more adjacent combatants in a unit in Line formation are

killed in the same Melee Phase, the unit must immediately disband
(see S-11.1 and S-11.3).

Line Formation

SQUARE
This formation is a tight formation that only foot units may
assume. A Square has all of its combatants facing outward, so it has
no flank or rear. However, a square is virtually immobile and is very
vulnerable to missile attacks. The following restrictions apply:

 The normal Battle Order formation requirements apply (see S-
11.1).

* See the Formation Modification Chart for unit modifications.

* There may be an empty space in the center rows of the formation.

« Each of the individual combatants of a unit must be faced towards
the closest edge of the unit (i.e., facing outward from the center).
Thus, the unit has no flank and no rear. It may move forward in any
direction. The corner combatants are assumed to be faced in both
directions (i.e., they have no flanks).

20-Man
Square a o
or

Hedgehog




FORMATION MODIFICATION CHART

Standard
Unit Melee Missile Roll
Formation Maneuver Att Def  Att Def Mod

General Order (9) +0  +0 +1 +0

Line T 9 +2 +2 +H 40 -1

Hedgehog “) +1 43 + 3 +2

Phalanx ¥ (9) —_ - +0 -1 +2
Front +1 43 -1
Flank, Rear 20 40 -1

Morale Movement

Mod *

Rate

Special

x| See S-11.1.

x1 All combatants in one row,

x0 All combatants face “outward.” Charging & mounted
attackers must make Morale Rolls.

x3/4  Second and third row combatants may attack.
Melee Attack Mod is -1 for 2nd row combatants.

Melee Attack Mod is -3 for 3rd row combatants.

* — This Movement Rate modification is applied before any terrain movement reductions (see O-3.0).
+ — These formations are treated as Battle Order formations for movement purposes (see 5-11.2).

+ — Each Unit Maneuver number above is based upon a unit with average training with the maneuver. A more expert unit wopuld have a lower value, while a unit
with less training would have a higher value. A unit which has never trained in the maneuver should have an Unit Maneuver number of 14.

HEDGEHOG

This formation is a tight formation that only foot units armed with
polearms may assume. In a Hedgehog, the combatants form a
Square formation and “set” their polearms in the ground pointing
outward, usually in anticipation of a charging enemy unit. However,
a Hedgehog is immobile, is vulnerable to missile attacks, does not
attack very well. The following restrictions apply:
» The Square formation requirements and modifications apply (see

above).

« See the Formation Modification Chart for unit modifications.

« Any unit attempting to charge a Hedgehog must first make a
Morale Roll.

» Any mounted units making a melee attack against a Hedgehog
must first make a Morale Roll. Thus, a mounted unit charging a
Hedgehog must make a Morale Roll to charge and then a second
Morale Roll to before making melee attacks.

» Any melee attacks by mounted units against a Hedgehog are
modified by -2 in addition to any other modifications.

SHIELD WALL

This formation is a tight formation that only foot units using large
shields may assume. In a Shield Wall, the combatants pack tightly
and hold their shields close together so that they almost overlap,
usually in anticipation of missile attacks. However, a Shield Wall is
almostimmobile, is vulnerable to missile attacks from the flanks and
rear, does not attack very well, and may make no missile attacks. The
following restrictions apply:
» The normal Battle Order formation restrictions apply (see S-11.1).
» See the Formation Modification Chart for unit modifications.

PraLanx
Certain units armed with long pole arms can assume a battle order
formation called a phalanx. Usually such units were armed with
spears of varying lengths that enabled the unit to overlap their
attacks. In such a formation, each combatant in the second or third
row may attack an enemy combatant directly in front of it and in
contact with the front row.

« The normal Battle Order formation restrictions apply (see S-11.1).

» See the Formation Modification Chart for unit modifications.

+ Attacks may be made by 2nd row combatants and their Melee
Attack mod is -1.

+ Attacks may be made by 3rd row combatants and their Melee
Attack mod is -3.

O-11.2 CHANGING FORMATIONS

In the Standard Game (S-11.3) all formation changes use half of
a unit’s Movement Rate and occur automatically. When using the
Optional Rules, a unit must make a Unit Maneuver (see O-6.2) and
the part of the Movement Rate required is variable. These “forma-
tion change” maneuvers and their effects are presented in 0-6.2. For
these purposes, all of the special formations in O-11.1 are assumed
to be Battle Order formations.

CHANGING FORMATION WHILE ENGAGED
If a unit is engaged (i.e., in base-to-base contact) with an enemy
unit (not just a combatant), any maneuver to change formation (see
$-6.2) is modified by an additional -2. Such maneuvers include
reforming, disbanding, general shift, and battle shift.




SPECIAL
COMBATANTS

O-12.1 SPELL USERS

Spell users are combatants that can cast spells during battles. In
addition to the normal stats (see S-4.0), spell users have three other
stats:

* Known Spells (see O-14.0) ..o KS
* POWET POINES ..ot e PP
* Elemental Spell BOnuS .........cococevivieineinieeinineeeesena ESB

K~NowN SPELLS
If a spell user’s Known Spells includes a series of letters, each of
which is followed by a number and preceded by a number:
* The spell user knows a spells from the spell class indicated by the
letter (C = Channeling, E = Essence).
* The number following the letter indicates the maximum level of the
spell (see O-14.0); a spell’s level is an approximation of its power.
» The number preceding the letter “#x” indicates how many spells of
that spell class and level that the spell user knows and can use.
+ The player controlling the spell user must choose and record which
spells the spell user knows.

Example: A speil user’s Known Spells stat is: “3C1, 2C2,
1C37 . The spell user knows three [ st level Channeling spells,
two2ndlevel Channeling spells,and one 3rd level Channeling
spell.

CASTING SPELLS
A spell user may cast one spell each of his movement-maneuver
phases (see 0-5.0) and still move up to one-fourth of his normal
Movement Rate (round up).

PoweR PoINTS

Normally, for a battle, a spell user has a number of “Power Points”
(PPs) equal to his Power Points stat. Each spell uses a certain
number of the spell user’s PPs when it is cast—normally the number
of PPsrequired is equal to the spell’s level (see O-14.0). When aspell
user’s PPs are all used, he may no longer cast spells. Mark Power
Point usage on the spell user’s record sheet.

A spell user’s Defense stat can be affected by personal spells not
specifically cast during a battle. If a spell user expends one Power
Point at the beginning of his movement-missile phase, his Defense
isincreased by +5 until the beginning of his next movement-missile
phase. This does notaffect his ability to cast a spell during that phase.
This +5 modification may not be applied if the spell user is using a
shield or if he is wearing non-magic armor.

ELEMENTAL SPELL TYPE
If a scenario does not specifically indicate an element type for a
spell user’s spells, the player controlling the spell user should roll
1D6 to determine the spell user’s element type:
1: fire; 2: cold; 3: wind; 4: water; 5: electricity; 6: earth
Tl teice Bid 3rimes U
DisrupPTED SPELL USERS
A disrupted spell user (see S-10.0) cannot cast a spell, but he may
still expend his one PP per movement-missile phase toreceive his +5
Defense modification.

Lehimas O3l Shies :

0O-12.2 STANDARD BEARERS

Standards are highly visable symbols of a group of combatants
(usually from the same Warring Hold or similar political/cultural
entity). Standards are usually flags or banners on poles, but anything
with symbolic value to its combatants could be used (e.g., a great
enemy’s head on a spear, a huge glowing artifact, a totem, etc.).
Individual scenarios will indicate the presence of any standards.

The combatant that carries a group’s standard is called its Stan-
dard Bearer. A Standard Bearer can be a leader or just a normal
combatant; he can be an individual combatant or part of a unit. A
standard can be transfer between combatants in base-to-base contact
at the end of any movement-missile phase.

» A Standard Bearer receives a -2 modification to his melee attack
rolls.

« A Standard Bearer receives a +4 modification to his Morale Rolls.

« If a Standard Bearer is in base-to-base contact with an enemy
combatant/unit, all combatants/units within 8" of their group’s
standard will receive a +2 mod to Morale Rolls. This range and
modification may vary depending on the standard being used.

» [f a Standard Bearer is killed and he is part of a unit, transfer the
standard to another unit member (he becomes the new Standard
Bearer). However, if the unit fails its Morale Roll at the end of that
phase and retreats (see 0-10.6) and its opponent follows-up (see
0-10.6), the opponent gets the standard instead. If a foe takes it,
mark it on his record sheet.

+ If a Standard Bearer is killed in melee combat and he is not part of
a unit, the foe that killed him may take his standard — mark this
on the foe’s record sheet.

* If a Standard Bearer is an individual combatant killed by a missile
attack or combat or, place a marker on the playing surface to
indicate the standard’s location. It may be taken by the next
combatant to reach that location. If one of the standard’s own
combatant’s recovers it, he will become the new standard bearer.
If a foe takes it, mark it on his record sheet. This procedure is also
followed if the Standard Bearer is removed from play due to the
failure of a Morale Roll (see S-10.0).

* A standard can be recovered from a foe that has captured it in the
same manner as outlined above.

|
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BLADESTORMS

In the Standard Game, the arrival of a Bladestorm automatically
ends a scenario one to six turns after its arrival (see S-13.0. This
optional rule provides descriptions of the four ways that a Bladestorm
can manifest itself on a field of battle: the front, the ring, the tornado,
and the field.

If a scenario doesn’t specify a type of Bladestorm, roll 1D10:

1-3: front — 4-5:ring — 6-7: tornado — 8-10: field
Note: Damage from these Bladestorms is cummulative and
will kill most combatants over the course of a number of

rounds. If the players want to use more deadly Bladestorms,
increase the attack rolls by +2D6.

O-13.1 DETERMINING A
STARTING POINT

When a ring, tornado, or field Bladestorm appears, its starting
point must be determined. A front Bladestorm appears from an edge
of the playing surface and follows its own appearance guidelines
(see O-13.5).

To determine the starting point follow this procedure:

1) Determine the center of the playing surface.

2) Roll 1D10 to determine direction from the center:

1: North; 2: Northeast; 3: East; 4: Southeast;

§: South; 6: Southwest; 7: West; 8: Northwest; 9-10: reroll.

3) Roll 2D6+1D10 to determine the distance (i.e., #, the number of
inches [x2.5 for centimeters]) from the center of the playing
surface.

4) The starting point is # inches [# x 2.5 for centimeters] from the
center in the direction determined in step 3).

Example: In the diagram below, the center point is ‘A’ , the
direction roll is 'S’ (i.e., south), and the distance roll is
7" =1+43+3 [17.5cm]. So the starting point is 7" [17.5¢cm]
south of the center point. If the center point is ‘B’ the direction
roll is 3’ (i.e., east), and the distance roll is 8" =4+1+3
[20cm], then the starting point is 8" [20cm] east of the center
point.

'?!g'in" ¢ Center
N, 1 - A
NW, 8 . NE2
W, 7 E,3
SW, 6 SE. 4
S,5
Starting Starting
Center Point Point
B B A

O-13.2 FIELD BLADESTORMS

On its first turn a field Bladestorm only covers a 2" [Scm] radius
around its starting point. However, at the beginning of each turn after
thatits area of coverage/effect increase in radius by 1D6inches. This
will continue until the entire playing surface is covered.

Damage: At the beginning of each turn, just after its size increases,
a field Bladestorm automatically delivers High+Low damage
from a2D6+D10 attack (Armor does affect this) to each combatant
within its area of effect.

O-13.3 RING BLADESTORMS

On its first turn a ring Bladestorm only covers a 2" [Scm] radius
around its starting point. At the beginning of each turn after that its
area of coverage increase in radius by 1D6 inches. However, its area
of effect (i.e., the area in which damage occurs) is only a 2" [5cm]
wide ring on the outer edge of this area. The increase in size will
continue until the ring passes entirely off the board; if the battle is
still going when this happens, start making rolls again to see if
another Bladestorm appears.

Damage: At the beginning of each turn, just after its size increases,
aring Bladestorm automatically delivers High+2 damage from a
4D6+D10 attack (Armor does affect this) to each combatant that
its area of effect has just passed over or that is currently in its area
of effect.

Example: In the diagram below, a ring Bladestorm has
increase in size by 2" [Scm]. So there is a 2" [Scm] wide ring
with a 4" [10cm] radius. The area of effect does not include
the inner circle with a 2" [Scm] radius

N

0-13.4 TORNADO BLADESTORMS

On its first turn a fornado Bladestorm only covers a 2" [5cm]
radius around its starting point. At the beginning of each turn after
that its area of coverage/effect increase in radius by 1D6-3 inches.

The center of atornado Bladestorm area of effect/coverage moves
just after its size increases. Roll for the direction and distance of
movement as outlined in O-13.1. If its movement would carry it off
the playing surface, just stop the center of its area of effect on the
edge of the board.

Damage: At the beginning of each turn, just after it grows and
moves, a tornado Bladestorm automatically delivers High+Low
damage from a 2D6+D10 attack (Armor does affect this) to each
combatant that its area of effect has just passed over or that is
currently in its area of effect.




0O-13.5 FRONT BLADESTORMS

For a front type Bladestorm, just roll 1D10 to determine the edge
of the playing surface that the front starts on:

1-3: West — 4-5: North — 6-7: South — 8-10: East

If the edges of the playing surface are not aligned on a north-
south-east-west basis, just use a similar type roll to pick a board
edge.

On its first turn a front Bladestorm only covers a 4" [10cm] wide
strip adjacent to its starting edge. At the beginning of each turn after
this 4" [10cm] wide strip (i.¢., the area of effect) moves 1D6 inches
in the direction away from its starting edge. This movement will
continue until the strip passes entirely off the board,; if the battle is
still going when this happens, start making rolls again to see if
another Bladestorm appears.

Damage: At the beginning of each turn, just after it moves, a front
Bladestorm automatically delivers High+2 damage from a
4D6+D10 attack (Armor does affect this) to each combatant that
its area of effect has just passed over or that is currently in its area
of effect.

O-13.6 MOVING INTO OR
THROUGH A BLADESTORM

If a combatant moves into or through the area of effect of a
Bladestorm, he will take the damage appropriate to that type of
Bladestorm at the end of his movement-missile phase. This damage
is in addition to the normal damage that the Bladestorm delivers at
the beginning of each turn.

O-13.7 TERRAIN EFFECTS

If a combatant is in certain types of terrain, the damage he takes
from a Bladestorm is modified as follows Light Woods: -1;

Medium Woods: -2; Heavy Woods: -3; Building: -5. These modi-
fications are applied before normal Armor modifications are ap-
plied.

SPELLS

These spells are classified by their power levels.

DurATION
Many spell effects last for the “duration of battle.” If both players
agree and are willing to do the bookkeeping, the duration of such
spell effects can be 3D6+10 turns. If the players desire a fixed time
for strategic reasons, use a duration of 10-20 minutes.
A spell that affects a unit will dispel (i.e., ceases to function) if the
unit disbands.

Powgr PoOINTS
Casting a spell requires that the spell caster use an number of
Power Points (PPs) equal to the spell’s level unless stated otherwise.
See O-12.1 for how the use of PPs affects the spell user.

RESISTANCE RoOLLS
A spell marked with a “(RR)” only affects its target if the target
fails a Resistance Roll (RR). To make a RR, a target rolls 3D6 and
subtracts the level of the spell. If the result is less than or equal to the
target’s Resistance stat, the RR fails and the target is affected by the
spell. Otherwise, the spell has no effect. Only one RR is made
against a spell directed at a unit.

CoMBATANTS IN UNITS
If a spell affects only one combatant in a unit in such a way that
the unit would be restricted in its activities, the unit can ignore the
overall effects.

Example: If a combatant is “Confused” and cannot missile
fire, the rest of the unit can still do so. If acombatant’ s legs are
are paralyzed and he cannot move, the rest of the unit can
leave him (he becomes an individual combatant until he can
rejoin his unit). If a combatant has a -2 Morale Roll mod, the
unit’s Morale Rolls are unaffected.

KEey
Power POInts ......ooovvvviiieeiiciiiccireceees PP
Resistance Roll ......c.ccoooeieivnivviieenn, RR
Movement-Missile Phase ........... M-M phase
Melee Combat Phase................... M-C phase




O-14.1 CHANNELING SPELLS —
LEVEL ONE

BARRIER ---cceeieein 1
Range: 10" [25¢m | Duration: Duration of Barle

Creates a straight stone wall 37 [8em) high, 0.27 [0.5¢m] thick
{treatas impassable terrain), The lengthis 3" [8em foreach PP used.

Range: 10" |25¢m| Duration: Duration of Batile

For each PP used. target combatant receives a +1 bonus to one of
the following (maximumbonus is +5:Defense : All Resistance Rolls
he makes: All Morale Rolls he makes.

CaLL BlapestORM |-
Range: — Duration: (/ntil end of turn

Madify the roll for a Bladestorm this turn by +1. The bonus is +2
for Duskwalker servants and allies, Soulslayer servants and allies
may never cast this spell.

CANCEL MAGIC (RR)
Range: 207 [50cm | Duration: —

Cancels any one spell on ene combatant (not unit). The “spell”
gets to make a RR 1o avoid being cancelled; its Resistance stat is
equal to 12 - (its level x 2). The fevel of this spell is half the PPs
(round down} used to cast the spell (a max. of 10 PPs may be used).

DARKNESS - S
Range: 20" [50cm)| Duration: Duration of Battle

Creates an area ot darkness (as a dark nighty with a radius ot 37
[8em| for every 1 PP used. While inside the darkness, creatures

without nightvision receive a -2 Morale Roll modification and
a -2 modification to maneuvers and missile attacks.

HEALING 6
Range: 107 [25¢m| Duration: —

Remove 10 hits taken trom one combatant for cach PP used.

LiGHT
Range: 20" |50cm| Duration: Duration of Battle
Creates an arca of light (as bright sunlight) with a radius of 3"
[8em] for every 1 PP used. While inside the tight, “creatures of the
night” (e.g.. undead. Goblins, etc.) receive a -2 Morale Roll modi-
fication and a -2 modification to maneuvers and missile attacks.

Pain T (RR) e 8
Range: 207 [50cm| Duration: —
Target combatant takes S hits.

PANIC (RR) - 9
Range: 20" [50c¢m] Duration: —

Target combatant must make an immediate Morale Roll. The RR
against this spell is modified by -5.

POISON TMMUNITY - - 10
Range: 20" [50cm| Duration: Duration of Buttle
Target combatant is immune to the effects of poisons.

Range: 20" [50cm| Duration: —
One combatant on the caster’s side may make an immediate
Morale Roll modified by +2.

SPRAIN LEG (RR) T ¥/
Range: 20" [50cm] Duration: Duration of Battle
Target combatant’s Movement Rate is halved.

O-14.2 CHANNELING SPELLS —
LEVEL TWO

Carl BIADESTORM T --move SERTCISTIREEEEE 1
Range: — Duration: Uneil end of turn

Modity the roll for a Bladestorm this turn by 42, The bonus is +3
tor Duskwalker servants and allies. Soulslayer servants and allies
may never cast this spell.

EXTEND TERRAIN ------- -2
Range: 20" [SOcm| Duration: Durution of Buttle

Already existing terrain can be increased in area by approxi-
mately 4 square inches |26 square cm| for every 2 PPs expended
(maximum of 10 PP for cach spell). Certain tvpes of terrain can not
be extended: Deep Water, Impassable (e.g., walls), Slope. Steep
Slope, Roads/Paths, and Buildings.

FOG CALL - 3
Range: 20" [50cm]| Duration: Duration of Batile

Creates an arca of tog with a radius of 3" [8cm] for every 2 PPs
used. Any misstle attacks passing through the fog are modified by
-5.

MAss Bress oo 4
Range: 10" [25¢m]| Duration: Duration of Bartle

Forevery two PPs used. target unit receives a +1 honus to one of
the following (maximum bonus is +5);

Ly Its Defense

2) All Resistance Rolls it makes

3y All Morale Rolls it makes

Mass CANCEL MAGIC (RR) - R R )
Range: 20" [50cm)] Duration: —

Cancels any one spell on one unit. The spell gets to mike a RR to
avoid being cancelled: its Resistance stat is equal 10 12 - (its level x
2). Thelevel ot the Cancel Mugic spell is equal 1o half the PPs (round
down) used to cast the spell (a maximum ot 10 PPs may be used).

Mass HEALING - R
Range: 10" [25¢m)| Duration: —

Removes 5 hits taken from each combatant in an area with aradius
of 3" [8¢m| for every 2 PPs used.

Mass PANIC (RR) -
Range: 10" [25¢m )| Duration: —
Target unit must make an immediate Morale Roll. The RR against

this spell 1s modified by -5.
MASS RALLY oo 8

Range: 20" [50cm] Duration: —
Targetunition the caster’s side) may make an immediate Morale
Roll modified by +2.

Mass SPrAIN LEG (RR) -
Range: 20" [S0c¢m)| Duration: Duration of Buttle
Target unit’s Movement Rate is halved.

PAIN IT (RR) -
Range: 20" [S0c¢m]|
Target combatant takes 10 hits.

Duration: Duration of Buttle

SUDDEN LIGHT (RR) oo
Range: 20" [50cm | Duration: —

Creates a sudden burst of intense light with a radius of 2" [5cm|
for every 2 PPs used. All of the combatants/units in the radius are
disrupted.




0-14.3 CHANNELING SPELLS —
LEVEL THREE

BRIDGE ----mnmmm e 1
Range: 20" [50cm] Duration: Duration of Battle

Creates a 10" [25cm] long, 5" [13cm] wide “bridge” that can be
used to cross restrictive terrain; treat as clear terrain. This spell
cannot cross Impassable terrain.

CALL BIADESTORM TTT - 2
Range: Duration: Until end of turn

Modify the roll for a Bladestorm this turn by +3. The bonus is +4
for Duskwalker servants and allies. Soulslayer servants and allies
may never cast this spell.

MASS DISRUPT (RR) -----ommmomemmmmmeeeee e 3
Range: 20" [50cm]
Target unit is disrupted.

Mass POISON IMMUNITY ----------emmmmomee oo 4
Range: 20" [50cm] Duration: Duration of Battle
Target unit is immune to the effects of poisons.

PAIN TTT (RR) oo 5

Range: 20" [50cm] Duration: —
Target combatant takes 15 hits.

RESTORATION I ----orommmemmomm e 6

Range: 1" Duration: —

A combatant that has been removed from play may be brought
back at full strength, except the PPs are as when the combatant died.
The PPs required are equal to the combatant’s Endurance.

SUMMONING ---+==----=-mmmmmmmmmm oo 7
Range: 20" [50cm] Duration: Duration of Battle

Summons a monster or beast that will fight as a combatant on the
summoner’s side. Its applicable stats are:

Mod per PP
used Over 3

Stat
Maximum

Base

Melee Damage High
Defense 7

+1 per PP High+5

+1 per PP 12

Endurance
Maneuver

+4 per PP
-2 per PP

For each PP above three used to cast the spell one stat may be
meodified by the amount indicated on the chart above. No modified
stat may exceed the maximum limits given above. The base size is
1"x1" unless over 20 PPs are used; in which case, use a 1.5"x1.5"
{40x40mm ] base.

The exact type of beast summoned should be appropriate to the
number of PPs used, the terrain, and the situation. If in doubt, use a
large bear or a Troll. See the Source Book for sample creatures that
live in the Bladelands.

Example: A spell user uses 9 PPs to cast a Summoning spell
to summon a large bear. It takes 3 PPs for the base stats. He
chooses to use 3 PPs to increase the Endurance stat (+12), 1
PP for Armor, and 2 PPs for Defense. Thus the creature has
an Endurance stat of 20, an Armor stat of -2, a Defense stat of
9, and base stats for everything else.

O-14.4 CHANNELING SPELLS —
LEVEL FOUR

CALL BLADESTORM IV ~recommmmmmmmee 1
Range: — Duration: Until end of turn

Modify the roll for a Bladestorm this turn by +4. The bonus is +5
for Duskwalker servants and allies. Soulslayer servants and allies
may never cast this spell.

CREATE TERRAIN --nnnnsmomoomomocoeoo 2
Range: 20" [50cm| Duration: Duration of Battle

Changes 4 square inches [26 square cm] of clear terrain to another
type of terrain, Certain types of terrain can not be created: Deep
Water, Impassable (e.g., Walls), Slope, Steep Slope, and Roads/
Paths.

MAss HEALING TRUE -------nneesmmmeoom 3
Range: 10" [25¢m] Duration: —

Removes 10 hits taken from each combatant in an area with a
radius of 3" [8cm] for every 4 PPs used.

MASS PAIN (RR) ---meeemmmmmcmmmceemmm 4
Range: 20" [50¢m] Duration:
Combatants in the target unit take 5 hit each.

MASS ROUT (RR) ---orememee oo 5

Range: 20" [50cm] Duration: —
Target unit is routed.

RESTORATION II (RR)-----mmemoeoeoeoe e 6

Range: 1" Duration: —

One combatant that has been removed from play may be brought
back into play at full strength, except that the PPs are as they were
when the combatant died. The PPs required is equal to the combatant’s
Endurance divided by 2 (round up).

0O-14.5 CHANNELING SPELLS —
LEVEL FIVE

BRIDGE TRUE ------rrneees oo 1
Range: 20" [50cm] Duration: Duration of Battle

Every 2 PP used creates a 10" [25cm] long, 5" [13cm] wide
section of a “bridge” that can be used to cross restrictive terrain; treat
as clear terrain. Maximum length is 50" [125cm]. This spell cannot
cross Impassable terrain.

CALL BIADESTORM V - 2
Range: — Duration: Until end of turn

Modify the roll for a Bladestorm this turn by +5. The bonus is +6
for Duskwalker servants and allies. Soulslayer servants and allies
may never cast this spell.

DEATH (RR) -+ eoemmeoees o 3
Range: 10" [25cm] Duration:
Target combatant dies and is removed from play.

MASS PAIN TRUE (RR) oo oo 4

Range: 20" [50cm] Duration: Duration of Battle
Combatants in the target unit take 10 hit each.

RESTORATION TRUE (RR) oo 5
Range: 5" [13cm] Duration: Duration of Battle

One combatant that has been removed from play may be brought
back into play at full strength, except that the PPs are as they were
when the combatant died. The PPsrequired is equal to the combatant’s
Endurance divided by 5 (round up).




O-14.6 ESSENCE SPELLS —
LEVEL ONE

ARMOR -
Range: 20" [50cm] Duration: Duration of Battle

Target combatant’s Armor stat is modified by -1; may only be cast
once on each combatant,

CANCEL MAGIC (RR) - T . 2
Range: 20" [50cm| Duration:

Cancels any one spell on one combatant (not unit). The “spell”
gets to make a RR to avoid being cancelled:; its Resistance stat is
equal to 12 - (its level x 2). The level of the Cance! Magic spell iy
equal to half the PPs (round down) used to cast the spell (a maximum
of 10 PPs may be used).

CONFUSION (RR) --mmmemmeom oo 3
Range: 20" [50cm] Duration: For target’ s next M-M phase

Target combatant can take no action other than movement during
his next movement-missile phase. This spell has no effect on melee
combat,

DEFLECTIONS e e
Range: 20" [SOcm} Duration: During next M-M phase

During the next movement-missile phase, the caster may modity
one missile attack roll by -8. The combatant making the attack must
be witnhin 20" [30c¢m | and within his front arc (see 8-9.0). The attack
to be modified must be chosen before the attack roll 1s made.

DISRUPT(RR) 5

Range: 20" [S0cm | Duration: —
Target combatant is disrupted.

ELEMENTAL BOLT J-oommmrme i 6

Range: 20" [50cm)] Duration: Duration of Battle
A bolt of elemental energy (e.g.. fire, ice, electricity, etc.) is shot
from the palm of the caster. The target combatant suffers an attack
with the following stats:
Atrack: 1DO6+1D10+ (caster’s Elemental Spell Bonus stat)
Damage: Low+2

ENHANCEMENTS
Range: 10" [25¢m] Duration: Duration of Battle
For each PP used, target combatant receives a +1 bonus to one of
the following (maximum bonus is +5);
1) His Defense
2) All Maneuver rolls he makes
3) All Resistance Rolls he makes

ENCHANT WEAPONS --------vnmmmmmmemomm oo 8
Range: 20" [50cm] Duration: Duration of Battle

Target combatant’s Melee Attack stat is modified by +1; may only
be cast twice on any given combatant.

FIRE WALL -----mmmmmmmmm e 9
Range: 10" [25cm] Duration: Duration of Battle

Creates a straight wall of fire 3" [8cm] high and 1/4” [6mm ] thick.
The length of the wall is 3" [8cm| for each PP used. Any combatant
passing through the wall takes 1D6 hits (no RR).

LANDING --rrrmmrmom e oo oo oo 10
Range: 20" [50cm] Duration: Until next fall

If cast on a target combatant, that combatant may ignore any
damage resulting from its next fall during the current battle
(see 0-6.1).

LEAVING
Range: 5" [13cm] Duration; —
A willing target combatant may be “teleported” up to 10" [25¢cm)]
for each PP used. The caster must be able to see the destination and
there can be no intervening “barriers” in a direct line between the
target and its destination. [f any material (other than air) occupies the
destination, the target does not leave and it is disrupted.

LIGHT -~ mmm oo e 12
Range: 20" [50cm} Duration: Duration of Battle
Creates an area of light (as bright sunlight) with a radius of 3"
[8cm] for every I PP used. While inside the light, “*creatures of the
night” (e.g., undead, Goblins, etc.) receive a -2 Morale Roll modi-
fication and a -2 modification to maneuvers and missile attacks.

INIGHTVISION ---mommme oo 13
Range: 10" [25cm] Duration: Duration of Battle
Target combatant may see in darkness as if it were day.

PARALYZE LEGS (RR) - 14
Range: 20" {S0cm]| Duration: Until end of his next M-M phase

Target combatant may not move on its next movement-maneuver
phase.

PORTAL -~ 15
Range: 5" [13cm] Duration: Duration of Batile

Opensal” [25mm] wide., 1" [25mm)] tall portal in an solid surface.
This will enable a human-sized combatant to pass through an
impassible barrier. The portal will go thru 1" [25mm] of material for
each PP used.

RESIST ELEMENTS - -----m oo 16
Range: 10" [25cm] Duration: Duration of Battle

Target combatant is totally protected from natural light, heat, and
cold. His Defense against attacks (spells and creatures) involving
light, heat, and cold is increased by +4.

Run
Range: 5" [13cm] Duration: Until attacks or is attacked

Target combatant’s Movement Rate is doubled until it next makes
an attack or is attacked by an enemy. Target may not attempt a Run
or a Sprint maneuver while using this spell. This spell only applies
to movement.

RUST/ROT (RR) ---emeemmemeiee 18
Range: 20" [50cm} Duration: Duration of Battle

Target combatant’s Armor stat is modified by +1; may notexceed
zZero.

STRENGTH -----nnsmmmmmmmmsmms e 19
Range: 20" [50cm] Duration: Duration of Battle

Target combatant’s Melee Damage stat is modified by +1; may
only be cast twice on any given combatant.

WEAKEN (RR) -~ 20
Range: 20" [50cm] Duration: Duration of Battle

Target combatant’s Melee Damage stat is modified by -1; the
modification from this spelt may not exceed -2 for any given
combatant.




O-14.7 ESSENCE SPELLS —
LEVEL TWO

BLADETURN --- - 1
Range: 20" [50cm] Duration: During next M-C phase

During the next melee combat phase, the caster may modify one
melee attack roll by -8. The attack must be within 20" [50cm] and
within his front arc (see 5-9.0). The attack to be modified must be
choser: before the attack rotl is made.

ELEMENTAL BALL T oo 2
Range: 20" [50cm] Duration: —
A 0.1" [3mm| ball of elemental energy (e.g., fire, ice, electricity,

etc.) is shot from the palm of the caster; it explodes to affect a area
with a 3" [8cm] radius. All target combatants in the area suffer an
attack with the following stats:

Attack: 2D6+6

Damage. (Lowx2)-1

ELEMENTAL BOLT T~ 3
Range: 20" [50c¢m)] Duration; —
The target combatant suffers an attack with the following stats:
Attack: 1D6+1D10+1+ (caster’s Elemental Spell Bonus stat)
Damage.: High+1

FEAR (RR) -voooomommee 4
Range: 20" [50cm] Duration: Duration of Batile

Target combatant’s Movement Rate is doubled, but it must move
as far away as possible from one specific combatant/unit chosen by
the caster.

FLY oo 5
Range: 5" [13cm] Duration: Duration of Baitle

Targetcombatant may fly (see O-17.0) up to 20" [50cm] high with
a Movement Rate of 10" [25¢m].

HASTE - 6

Range: 5" [13cm] Duration: Until end of next M-C phase
During the next melee combat phase, the target combatant may

make twice its normal melee attacks against the same combatant.

HATRED (RR) oo 7
Range: 20" [50cm] Duration: Until foe is attacked
Target combatant hates one combatant chosen by the caster.
Target will atiempt to attack that combatant as soon as possible (e.g.,
move towards and melee, make a missile attack, etc.). As soon as the
hated combatant has been attacked once, the spell is canceled.

HOLD (RR) -~ 8
Range: 20" [50cm)| Duration: Duration of Battle

Target combatant’s Movement Rate is halved and all attack rolls
he makes receive a -2 modification.

TLLUSIONARY TERRAIN
Range: 20" [50cm] Duration: Special

When cast on a clear terrain area of up to 2"x2" [5x5cm], the area
appears to be of another type of terrain type — just place terrain of
that type on the playing surface (the player casting the spell should
record what terrain is not real). No RRs need be made, it looks real
to the combatants. However, the terrain is not real. If any enemy
combatant/unit moves adjacent to its position or moves into or
through it or makes a missile attack against the area, the terrain
disappears (remove the terrain from the playing surface).

Normally, this spell may only be cast at the start of a scenario in
which the players are placing the terrain. Both players must agree if
this spell is to be used.

INVISIBILITY --omnommmmmm oo 10
Range: 20" [50cm] Duration; Special

Target combatant is invisible. Remove from the playing surface
and keep track of its position on a sheet of paper. If he makes any
attack or if any enemy combatant/unit makes base-to-base contact
with him or attempts to move through his area or makes a missile
attack against the area he occupies, the combatant becomes visible
and is immediately placed on the playing surface. This spell can also
be applied to a terrain area up to 2"x2" [ 5x5¢m| (i.e., the terrain will
appear to be clear terrain),

This spell works best for combatants on the playing surface at the
start of a scenario. Both players must agree if this spell is to be used.

LONG DOOR -rrmmmmmmemmerce e 11
Range: 5" [13cm] Duration: —

A willing target combatant may be “teleported” up to 10" [25¢m)]
forevery 2 PPs used. Exact distance and direction must be specified.
If any material (other than air) occupies the destination, the target
does not leave and it is disrupted.

MASS ARMOR ~rrmmmmmms oo 12
Range: 20" [50c¢m)] Duration: Duration of Battle

Target unit’s Armor stat is modified by -1; may only be cast once
on any given unit.

MaAss CANCEL MAGIC (RR)----eeemommmem 13
Range: 20" [50cm] Duration: —

Cancels any one spell on one unit. The spell gets to make a RR to
avoid being cancelled; its Resistance stat is equal to 12 - {its level x
2). The level of the Cancel Magic spell is equal to half the PPs (round
down) used to cast the spell (a maximum of 10 PPs may be used).

MaAss ENCHANT WEAPONS -----------rooommmeeeo o 14
Range: 20" [50cm] Duration: Duration of Battle

Targetunit’s Melee Artack statis modified by +1; may only be cast
twice on any given unit.

MASS ENHANCEMENTS ~----------ommmommmmome oo 15
Range: 10" [25cm] Duration: Duration of Batile
For every two PP used, target unit receives a +1 bonus to one of
the following (maximum bonus is +5):
1) Its Defense
2) All Maneuver rolls it makes
3) All Resistance Rolls it makes

Mass PARALYZE LEGS (RR) ------commemmomcomeomcee 16
Range: 20" [50cm]  Duration: Until end of its next M-M phase
Target unit may not move on its next movement-maneuver phase.



MASS PORTAL ---------m-mmmmmmmom oo 17
Range: 5" [13cm] Duration: Duration of Battle
Opens a 3" [8cm] wide, 3" [8cm)] tall wide portal in an solid
surface. This will enable most units combatant to pass through an
impassible barrier (they may have to use column formation). The
portal will go thru 1" [25mm] of material for every 2 PPs used.

Mass Rust/Rot
Range: 20" [50cm] Duration: Duration of Battle
Target unit’s Armor stat is modified by +1; may not exceed zero.

MASS STRENGTH ---------nr=nrrmmmemmmmcsmm oo 19
Range: 20" [50cm] Duration: Duration of Battle

Target unit’s Melee Damage stat is modified by +1; may only be
cast twice on any given unit.

Mass WEAKEN (RR)

Range: 20" [SOcm)] Duration: Duration of Battle
Target unit’s Melee Damage stat is modified by -1; the modifica-

tion from this spell may not exceed -2 for any given combatant.

POWDER STONE/WOOD ----------semmmmmmmcmmmec oo 21

Range: 10" [25¢m] Duration: —
Turns stone and/or wood to powder (as “Rough” in covered area):

1"x1"x1" [25x25x25mm)] area for every 2 PPs expended.

SPRINT --------cmnmmmmeeee Tt 22
Range: 5" Duration: Until attacks or is attacked

Target combatant’s Movement Rate is tripled until it next makes
an attack or is attacked by an enemy. Target may not attempt a Run
or a Sprint maneuver while using this spell. This spell only applies
to movement.

SUDDEN LIGHT (RR)------rermemeememcemmeceemeceec 23
Range: 20" [50cm) Duration: —

Creates a sudden radius burst of intense light with a radius of 2"
[5cm] for every 2 PPs used. All combatants/units within the radius
are disrupted.

WATERLUNGS -----r=rmrmrrmonmmo oo oo -eme- 24
Range: 10" [25c¢m] Duration: Duration of Bartle

Target combatant may breathe water as well as air, so he may
move through water without having to swim.

O-14.8 ESSENCE SPELLS —
LEVEL THREE

ELEMENTAL BALL II-------cemmmmome oo 1
Range: 20" [50cm] Duration: —
Alltarget combatants ina 3" [8cm] radius area suffer an elemental
attack with the following stats:
Antack: 2D6+8
Damage: Lowx?2

ELEMENTAL BOLT III -----eemmommmmemmme e 2
Range: 20" [50cm] Duration: —
The target combatant suffers an attack with the following stats:
Attack: 1D6+1D10+4+ (caster’s Elemental Spell Bonus stat)
Damage: Highx2

Fire WALL TRUE
Range: 10" [25¢m)] Duration: Duration of Battle

Creates a straight wall of fire 3" [8cm] high and 1/4" [6mm ] thick.
The length of the wall is 3" [8cm] for each 3 PPs used. Any
combatant passing through the wall takes 2D6 hits.

FRENZY (RR)
Range: 20" [50cm] Duration: Special

Target combatant goes into a frenzied state and will attempt to
charge and melee the closest enemy combatant/unit. Target will
continue to attempt to attack that combatant/unit until one or the
other is disrupted, routed, or destroyed. The frenzied combatant
adds +5 to all Morale Rolls; his Defense is modified by -2, and his
melee attacks are modified by +2.

ILLUusiONARY TROOPS
Range: 20" [S0cm] Duration: Special

When cast on a clear terrain area of up to 2"x2" [5x5¢m], the area
appears to be occupied by a combatant — just place a combatant’s
miniature on the playing surface (the player casting the spell should
record what terrain is not real). No RRs need be made, he looks real
to the combatants. However, the combatant is not real. If any enemy
combatant/unit moves adjacent to his position or moves into or
through him or makes a missile attack against the area, the combat-
ant disappears (remove the combatant from the playing surface).

Normally, this spell may only be cast at the start of a scenario in
which the players are choosing their combatants. Both players must
agree if this spell is to be used.

MASS CONFUSION (RR) -----n--rmeememmemmemmemememeceeeeeee 6
Range: 20" [50cm] Duration: For target’s next M-M phase

Target unit can take no action other than movement during its next
movement-missile phase. This spell has no effect on melee combat,

MASS DEFLECTIONS -------nesnmmmm s mms e 7
Range: 20" [50cm) Duration: During next M-M phase

During the next movement-missile phase, the caster may modify
one unit’s missile attack rolls by -8. The unit making the attacks must
be within 20" [50cm) and within his front arc (see §-9.0). The attack
to be modified must be chosen before the attack roll is made.

MASS FEAR (RR) ----ereecemeeeememmememee e 8

Range: 20" [50cm] Duration: Duration of Battle
Target unit’s Movement Rate is doubled, but it must move as far

away as possible from one combatant/unit chosen by the caster.

@



MASS HATRED (RR) --------emeememmmemeemceceee 9
Range: 20" [50cm] Duration: Until foe is attacked

Target unit hates one combatant/unit chosen by the caster. Target
will attempt to attack that combatant/unit as soon as possible (e.g.,
move towards and melee, make a missile attack, etc.). As soon as the
hated combatant/unit has been attacked once, the spell is canceled.

Mass LEAVING
Range: 5" {13cm] Duration: —

A willing target unit may be “teleported” up to 10" [25cm] for
every 3 PPs used. The caster must be able to see the destination and
there can be no intervening “barriers” in a direct line between the
target and its destination. If any material (other than air) occupies the
destination, the target does not leave and is disrupted.

MASS NIGHTVISION ------nncsoemmmmmeeoee 11
Range: 10" [25cm] Duration: Duration of Battle
Combatants in the target unit may see in darkness as if it were day.

MASS RUN - 12

Range: 5" [13cm)] Duration: Until attacks or is attacked

Target unit’s Movement Rate is doubled until it next makes an
attack or is attacked by an enemy. The target unit may not attempt
a Run maneuver while using this spell. This spell only applies to
movement.

O-14.9 ESSENCE SPELLS —
LEVEL FOUR

ELEMENTAL BALL ITT ----oeemmmmmmoeoeooe 1
Range: 20" [50cm] Duration: —
Alltarget combatants in a 3" [8cm] radius area suffer an elemental
attack with the following stats:
Attack: D6+1D10+6
Damage: (Lowx2)+1

ELEMENTAL BOLT I TRIAD ------~-- oo 2
Range: 20" [50cm] Duration: —
Three bolts of elemental energy (e.g., fire, ice, electricity, etc.) are
shot from the palm of the caster. The target of each attack suffers an
attack with the following stats (the Elemental Spell Bonus may only
be added to one of the attacks):
Artack: 1D6+1D10+ (caster’s Elemental Spell Bonus stat)
Damage: Low+2

ELEMENTAL BOLT IV oo 3
Range: 20" [50cm] Duration: —
The target combatant suffers an.attack with the following stats:
Attack: 2D6+1D10+1+ (caster’s Elemental Spell Bonus stat)
Damage: Highx2

MASS BLADETURN -~~~ mmermmeceeeeee 4
Range: 20" [50cm] Duration: During next M-C phase

During the next melee combat phase, the caster may modify one
unit’s melee attack rolls by -8. The attack must be within 20" [50cm]
and within his front arc (see $-9.0). The attacks to be modified must
be chosen before the attack rolls are made.

MASS FRENZY (RR) ----reeeemmemmmememcmemeecccie 5
Range: 20" [50cm] Duration: Special

Target unit goes into a frenzied state and will attempt to charge
and melee the closest enemy combatant/unit. Target will continue to
attempt to attack that combatant/unit until one or the other is
disrupted, routed, or destroyed. The frenzied unit adds +5 to all
Morale Rolls, its Defense is modified by -2, and its melee attacks are
modified by +2.

Range: 5" Duration: Until end of next M-C phase

During its next melee combat phase, the target unit may make
twice its normal melee attacks. Each hasted combatant must attack
the same target with both attacks.

MASS HOLD (RR)----reeememmemmem et 7
Range: 20" [50cm] Duration: Duration of Battle

The target unit’s Movement Rate is halved and all attacks it makes
receive a -2 modification.




Mass ILLUSIONARY TERRAIN ---------n--nmmmmmmmmmmomoes 8
Range: 20" [50cm] Duration: Special

When cast on a clear terrain area of up to 10"x10" [25x25cm], the
area appears to be of another type of terrain type — just place terrain
of thattype on the playing surface (the player casting the spell should
record what terrain is not real). No RRs need be made, it looks real
to the combatants. However, the terrain is not real. If any enemy
combaiant/unit moves adjacent to its position or moves into or
through it or makes a missile attack against the area, the terrain
disappears (remove the terrain from the playing surface).

Normally, this spell may only be cast at the start of a scenario in
which the players are placing the terrain. Both players must agree if
this spell is to be used.

MASS INVISIBILITY ---r-rnnnnnmmmmmmmmme e oo oo 9
Range: 20" [50cm] Duration: Special

Target unit is invisible. Remove from the playing surface and
keep track of its position on a sheet of paper. If it makes any attack
or if any enemy combatant/unit makes base-to-base contact with it
or attempts to move through its area or makes a missile attack against
the area it occupies, the unit becomes visible and is immediately
placed on the playing surface. This spell can also be applied to a
terrain area up to 5"x5" [8x8cm] (i.e., the terrain will appear to be
clear terrain).

This spell works best for units on the playing surface at the start
of a scenario. Both players must agree if this spell is to be used.

Mass RESIST ELEMENTS -----------mmmmmommmom oo 10
Range: 10" [25¢cm)] Duration: Duration of Battle

Combatants in the target unit are totally protected from natural
light, heat, and cold. Its Defense against attacks (spell and creature)
involving light, heat, and cold is increased by +4.

MASS SPRINT -------nnrmmmemmmemmm oo 11
Range: 5" [13cm)] Duration: Until attacks or is attacked

Target unit’'s Movement Rate is tripled until it next makes an
attack or is attacked by an enemy. Target may not attempt a Run
maneuver while using this spell. This spell only applies to move-
ment.

WORD OF PAIN (RR) ------mmeeemmeeemmeeeeeeeeeeeeee 12
Range: 20" [50cm] Duration: —

Target combatant takes hits equal to 50% of his Endurance (round
up).

0O-14.10 ESSENCE SPELLS — LEVEL
FIVE

ELEMENTAL BALL IV ----mmmmmm e 1
Range: 20" [50cm] Duration: —
All target combatants in a 3" [8cm] radius area suffer an elemental
attack with the following stats:
Attack: 1D6+1D10+8
Damage: (Lowx2)+2

ELEMENTAL BOLT II TRIAD --------ememmemmme oo 2
Range: 20" [50cm] Duration: —
Three bolts of elemental energy (e.g., fire, ice, electricity, etc.) are
shot from the palm of the caster. The target of each attack suffers an
attack with the following stats (the Elemental Spell Bonus is only
added to one of the attacks):
Attack: 1D6+1D10+1+ (caster’s Elemental Spell Bonus stat)
Damage: High+1

ELEMENTAL BOLT V - 3
Range: 20" [50cm] Duration: —
The target combatant suffers an attack with the following stats:
Attack: 2D6+1D10+3+ (caster’s Elemental Spell Bonus stat)
Damage: Highx2

MAass ILLUSIONARY TROOPS -------------nommmmmcmocannes 4
Range: 20" [50cm] Duration: Special

When cast on a clear terrain area of up to 10"x10" [25x25cm], the
area appears to be occupied by a unit— just place the miniatures for
a unit on the playing surface (the player casting the spell should
record what terrain is not real). No RRs need be made, it looks real
to the combatants. However, the unit is not real. If any enemy
combatant/unit moves adjacent toits position or moves into or through
it or makes a missile attack against the area, the combatant disap-
pears (remove the combatant from the playing surface).

Normally, this spell may only be cast at the start of a scenario in
which the players are choosing their units. Both players must agree
if this spell is to be used.

MASS LONG DOOR -------memmmmmmo oo S5
Range: 10" [25cm] Duration: —

A willing target unit may be “teleported” up to 10" [25¢m] for
every 5 PPs used. Exact distance and direction must be specified. If
any material (other than air) occupies the destination, the target does
not leave and is disrupted.

MASS WATERLUNGS -------------mnmrmmmmmmmmmmoo oo 6
Range: 10" [25c¢m)] Duration: Duration of Battle

Combatants in the target unit may breathe water as well as air, so
it may move through water without having to swim.

Mass WORD OF PAIN (RR) ----ecreeresmmmererm e 7
Range: 20" [50cm)] Duration: —

Combatants in the target unit take hits equal to 50% of their
Endurance (round up).




0O-15.0

UNIT VS. UNIT g
COMBAT

The optional rules in this section help speed up play in battles
involving a large number of combatants and units. These rules are
presented in terms of melee attacks, but the same technigues can be
used for resolving missile attacks.

0-15.1 COMBINING ATTACKS
FROM A UNIT

In many situations, two units in base-to-base contact require a
number of attack rolls to resolve a single phase of melee combat.
These optional rules allow you to make one attack roll foreachunit’s
attacks against another unit. The results obtained are not exactly the
same as the results that would be obtained by making each attack roll
separately. However. if the same method is used foreach unit vs. unit
combat. the results should be balanced.

DETERMINING THE ToTal DAMaGE
To determine how much damage (i.e., hits) a unit delivers to
another unit in base-to-base contact, follow this procedure:

* Determine the number of attacks (i.e., how many combatants in the

attacking unit are in contact with the target unit).

If there are more than 10 attacks, follow this procedure once for
10 attacks and once for the number of attacks over 10 (follow a
similar procedure if there are more than 20 attacks).

Ifthe attacks have different modifications (e.g., 2nd line polearms
attacks, see O-7.4), use the average of the different modifications
involved (round up).

» Roll one attack roll, and determine the following value:
Modified Attack Roll - Turger's Modified Defense - 1

* Determine thc "Damage Multiplier’ by using this value and
referring to the Unit vs. Unit Damage Multiplier Chart.

* The number of hits delivered is equal to the normal damage
delivered by the attack roll multiplied by the Damage Multiplier:

Damage = Normal Damage x Damage Multiplier

Example: In the diagram below, a Goblin raiding partv(*'G")
isattacking a group of Men ("M’ ). The Goblins have 5 attacks
and the Men have 5 attacks (in both situation #1 and #2). The
Goblins have a 'ID6-1+High” attacks and a Modified Defense
of 9, while the Men have 2D6+1DI10High' attacks and a
Modified Defense of 10.

The Goblins' attack roll is 3.4.2 for a modified atrack roll
of 8 = 3+442-1. Thus, the “Modified Attack Roll - Target's
Modified Defense - 17 is -3 = 8-10-1. Referring to the Unit vs,
Unit Damage Muliiplier Chart, we see that the Damage
Multiplier is 'x2' (cross-index -3 and 5 attacks). Normal
‘High' damage froma 34,2 roll is 4. so the Goblins deliver
8 hits =4 x2.

The Men's attack roll is 54,5 for a modified attack roll of
14 = 5+4+5. Thus, the "Modified Attack Roll - Target's
Modified Defense - 1" is +4 = 14-9-1. Referring to the Unir vs.
Unit Damage Multiplier Chart, we see that the Damage
Mudriplier is "x3.5" (cross-index +4 and S anacks). Normal
‘High' damage from a 54.5 roll is 10, so the Men deliver
35 hits = 10 x3.5.

ASSIGNING DAMAGE
Once the total damage delivered to a unit is determined. the
damage must be assigned to the combatants in the unit. First the
attacker assigns half the damage (round up), then the defender
assigns half the damage (round down). When assigning hits the
following restrictions apply:

» Damage may only be assigned to combatants in contact with the
attackers.

* In sitwation #1 in the diagram below, cach combatant can be
attacked by only onc enemy combatant. In this situation, one
combatant cannot be assigned more hits than the normal damage
delivered by the attack roll.

* In this situation #2 in the diagram below. ecach combatant may be
attacked by twoenemy combatants. In this situation, one combatant
cannot be assigned more hits than twice the normal damage
delivered by the attack roll.

* A combatant may only be assigned hits up to 1.5x its Endurance
(round up).

* The limits on assigning hits apply to the total hits assigned by both
the attacker and the defender.

Example: In the example above, the Goblins delivered 8 hits
and the Men delivered 35 hits. Assume situation #1 in the
diagram below. Each Gaoblin has an Endurance of 9 and each
Man has an Endurance of 10.

The Gablin player assigns 4 hits (half of the total of 8 hits)
to one Man. Because the normal damage was onlv 4. the Man
plaver must assigns the other 4 hits to a different Man.

The Man plaver gets 1o assign 18 hits 1o the Goblins, but no
maore than 10 hits can be assigned 1o any one Goblin (G1).
killing the Goblin. He decides to assign 9 hits (enough to kill)
to aone Goblin and 4 hiis to another Goblin (G2) and 5 hits to
a third Goblin (G3). The Goblin pluver then assigns 17 hits:
I more terthe already dead G 1 and 4 to each of the other four
Goblins. The limit of 10 hirs applics 1o the total hits assigned
by both plavers.

Assume situation #2 in the diagram below applics. so that
twice normal damage (20 hits) can be assigned to any one
defender. The Man plaver ussigned his hits as before: 910 G
and4 to G2 and 5 to G3. G is already dead due 1o the 9 hits
assigned. So, since 20 hits can be assigned to a combatant
fdue to situation#2 ). the Goblin plaver can now assign 6 more
hits to G1 (hmited by 1.5y Endurarce = 15 hits). He also
assigns S hits to G4 and 6 hits 1o G5,

#1 #2




UNIT VS. UNIT DAMAGE MULTIPLIER CHART

Attack Roll - Number of Attacks
Defense - 1 2 3 4 5 6 7 8 9 10

+18, +19 x2 x3 x4 x5 x6 x7 x8 x9 x9.5

DamMaGeE MuLTipLIER FORMULA
1f the players prefer, the following formula can be used instead of
the Unit vs. Unit Damage Multiplier Chart. Both the Chart and the
Formula give the same results:

Damage Multiplier =
(# attacks = 2) + ( (Attack Roll - Defense -1) + 4)
[round down to nearest 0.5, maximum is # of attacks]

O-15.2 LARGER SCALE BATTLES

Toresolve really large battles, the players may want to use single
figures to represent units, In this case, the time scale should be
change to 60-180 seconds (1-3 minutes) per turn. The distance scale
should be changed to:

36 feet = 17 = 2.5mm = 12 meters.

Most rules shouid be applied normally. For example, Movement
Rates will not change, because both the time and distance scales
were changed by 6x. Certain things like Range mods will have to be
modified to reflect the change in scale — just divide by 6.




PERSONAL
CHALLENGES

If these optional rules are used, acombatant can challenge another
combatant to a one-on-one fight. The individuals involved are
usually leaders, heroes, monsters, and/or spell users. But if both
players agree, any combatants can be involved.

O-16.1 BEFORE THE BATTLE
STARTS

Either player can challenge his opponent to a “fight of champi-
ons.” A challenge involves one player making the challenge and
naming his champion, usually accompanied by disparaging comments
concerning the personal habits and parentage of the other player’s
forces. Spell Users may not be champions unless both sides agree.

REFUSAL
If the challenge is refused, the challenged player’s forces will
receive a-1 Morale Roll modification for the remainder of the battle.
If all of the forces on the challenged side have base sizes smaller than
the champion of the challenging side, the challenge can be refused
without receiving the -1 Morale Roll modification.

ACCEPTANCE
If the challenge is accepted, the challenged player choses one of
his combatants as a champion, and the two champions fight until one
is dead. If both die on the same phase, there is no winner. Spell Users
may not be champions unless both sides agree.

» The forces of the player whose champion loses receive a -1 Morale
Roll modification for the remainder of the battle.

« The forces of the player whose champion wins receive a +1 Morale
Roll modification for the remainder of the battle.

The fight should take place in clear terrain in a circle shaped area
with aradius of 4" [10cm]. The combatants should start in the center
in base-to-base contact. The challenger is player 2, his opponent is
player 1. If either combatant leaves the circle, he loses and is
removed from play.

O-16.2 DURING THE BATTLE

During a battle, certain combatants may challenge each other.

HEROES AND MONSTERS
Heroes and Monsters can always challenge each other. However,
they must engage each other within the normal constraints of the
rules, and no special modifications result from the outcome of such
a fight.

SPELL USERS
Spell Users can challenge each other. However, they must engage
each other within the normal constraints of the rules, and no special
modifications result from the outcome of such a fight.

LEADER vs. LEADER
At the beginning of its melee combat phase, a leader may
challenge another leader. The challenging leader must have a unit
within its /nfluence Range (see S-12.1) that is in contact (i.e., en-
gaged in melee) with a unit influenced by the challenged leader.

« If the challenge is accepted, the challenged player places his leader
within the unit he is influencing; the leader must be in contact with
the challenger’s unit. The challenger then places his leader within
his unit so that the two leaders are in base-to-base contact. The
combatants replaced are moved back to the rear or side of their
units.

On that melee combat phase and following ones, the two leaders
must attack each other until one is dead. No other combatants may
attack (or cast spells on) the leaders until after the personal
challenge fight is over. After one leader is dead, the other leader
may immediately be moved to the rear or side of its unit and
replaced by a normal combatant.

The winner’s unit receives a +1 Morale Roll modification for
the remainder of the battle. The loser’s unit receives a -1 Morale
Roll modification for the remainder of the battle.

If the challenge is refused, the unit being influenced by the
challenged leader will receive a -1 Morale Roll modification for
the remainder of the battle. If the challenged leader is wounded
(1.e., has taken hits) or has a base size smaller than the challenging
leader, the challenge can be refused without receiving the -1
Morale Roll modification.




FLYING

The following optional rules are intended to simulate flying
combatants. Players should realize that the use of flying creatures
will necessitate abstract representation on the playing surface,
because two combatants may cccupy the same horizontal position
(i.e.,one will be on the ground and another will be flying above him).

A flying combatant/unit may be at one of four “elevations™ after
movement:

« Elevation 0 — Ground level. On the ground.
« Elevation 1 — Attack level. Within 2" [5cm] of the ground.

» Elevation 2 — Low level. Higher than 2" [Scml], still within
10" [25¢m].

» Elevation 3 — High level. Higher than 10" [25¢cm].

Combat is handled normally, except as indicated in the Flight
Attack Chart.

FLIGHT ATTACK CHART
Defender’s Attacker’s Elevation
Elevation 0 1 2 3

-2 /norm  na/na

+0 / norm

-2 / norm

3 na/na na/na na/na  +0/norm

Note: The first value given is the effect on melee attack rolls, The
second is the effect for missile attacks and spells.

na — No attack allowed.

norm — Normal missile attacks and spells.

+10" — A missile attack or spell is treated as if the target were 10"
[25cm] farther away than is indicated on the playing surface

MANEUVERS
Flying combatants/units move normally as long as they stay on
the same elevation. There are three maneuvers that flying combat-
ants/units may attempt in order to change elevation:

+ Ascend — Gain one elevation. 1/4 normal movement.
» Descend — Lose one elevation. Normal movement.

» Combat Dive — Lose two elevations. Defense of diver is
modified by -2. 1.5x normal movement.

Ascend and Descend have a +0 Maneuver Roll Mod, while
Combat Dive has a -2 Maneuver Roll Mod. Success of one of these
maneuver means that the combatant/unit may change elevation and
move as indicated. Failure means that there is no elevation change
and the combatant/unit only gets 1/4 normal movement.

O-18.0 |
MISCELLANEOUS

The following optional rules are merely stiggestions for how to
handie special battle situations. Mote detailed optional rules on
these and other topics will be addressed in future Bladestorm
supplements called Bladestorm Companions. Write to Iron Crown
Enterprises, P.O. Box 1605, Charlottesville, VA. 22902 for a free
catalog describing these and other products.

O-18.1 RECOVERING
COMBATANTS

If players desire, eliminated friendly combatants may be “recov-
ered” after the battle has ended. This assumes that many casualties
during a battle are not dead but were just wounded or fled the battle.

For each casualty, roll 3D6:

« [f the result is 12 or less, the combatant died in battle or dies soon
after due to wounds.

« If the result is 13 or 14, the combatant was wounded and may be
recovered and used in future battles (some races and cultures have
superior healing resources that may lower this to 12 or even I1).
Such combatants must recuperate for 1D10 weeks before being
used again.

« If the result is 15 or greater, the combatant .led or was driven from
the battlefield and may be recovered and used in future battles.
Some forces may not be allowed to recover such “traitors” and
“cowards.”

0O-18.2 POWER HUES

Power Hues give additional Power Points to certain Spell Users.
If a Spell User is attuned to a specific color sky (i.e., Power Hue)
during a battle, he receives 1D10 additional PPs for the battle. If a
Spell User in a scenario is not specified as being attuned to a Power
Hue, roll 1D6. If the result is a 1, the Spell User is attuned to the
Power Hue active for that scenario.




POINT COSTS

When you decide to design your own scenarios and battles, it is
often useful to have some sort of measurement of the relative
effectiveness of combatants and units. This section provides a
system that allows you to calculate the relative “Point Cost” (PC) for
each combatant and unit. These Point Costs can then be used for
scenario design (see A-2.0) and gauging the balance of encounters.

The Point Costs provided have been playtested during the
Bladestorm design and development process. However, the most
extensive playtesting will come from you, the players, after
Bladestorm is released. So, as you play Bladestorm and use these
Point Costs, keep track of your experiences and let us know if any
of the values seem out of line. We can always update them in later
editions, printings, and our magazine (the /Q).

Write to Iron Crown Enterprises, P.O. Box 1605, Charlottesville,
VA 22902 for a free catalog describing all ICE and Bladestorm
products.

A-1.1 TOTAL POINT COST

This section presents the formulae for calculating the Total Point
Cost (TPC) for a combatant and a unit. Sections A-1.2 through A-
1.6 will discuss the specific Point Cost elements that are used to
calculate the TPC: Base Costs, Weapon Costs, Stat Change Costs,
Special Stat Costs, and the Unit Costs.

A Combatant’s Total Point Cost = Base Costs
+ Weapon Costs + Stat Change Costs + Special Stat Costs

A Unit’s Total Point Cost = Formation Costs +
(1 Combatant’s TPC x # of Combatants x Unit Cost Savings)

A-1.2 BASE COSTS

Normally, a combatant’s Base Cost is determined by its size and
its race. The Base Cost for a combatant is equal to its Base Cost for
size plus its Base Cost Modification due to race. If the Base Cost
Modification for a race or monster type is not available, the
combatant’s Base Cost is just determined by its “size:” Small,
Medium, Large, or Huge.

Similarly, a combatant’s race and size also determines its Base
Stats, its “Maximum Stats” (see A-1.4), its “Unit Cost Savings” (see
A-1.6), and the size of its base:

Small 5/8" x 5/8" 15x15mm
Medium 1"x 1" 25x25mm
Large 1.25x1.25" to 1.5x1.5" 40x40mm
Huge fit to creature size fit to creature size
Cavalry 1"x 1.5" 25x40mm

A-1.3 WEAPON COSTS

The Weapon Costs Chart provides the Attack stat, Damage stat,
and Weapon Cost for each weapon, animal attack, and natural
attack.

A-1.4 STAT CHANGE COSTS

The Stat Change Costs Chart provides the cost per change and the
maximum allowed change based upon the size of the combatant. The
costs for stat changes are the same for all combatants regardless of
size.

Experienced players may want to use the Optional Stat Change
Costsinstead of the standard Cost per Change values. These optional
costs increase the cost per incremental change as the change increases.
In either case, the maximum allowed changes are the same.

A-1.5 SPECIAL STAT COSTS

Special combatants such as Leaders and Spell Users have specific
costs for their special stats. The Special Stat Costs Chart presents
these Point Costs.

A mount can be added to any medium-sized combatant; figure the
mount’s Point Cost as if it were a combatant and then divide by two.
A mounted combatant uses his mount’s Movement Rate; his En-
durance is increased by half of his mount’s Endurance; he may at-
tempt mounted maneuvers (see 0-6.0).

SpeLL User Stat CosTts
(Normal Stat Costs must be calculated separately)
Point
Cost

Stat

Maximum

Each Spell Learned:
Level 1 5 5
Level 2 10 5
Level 3 20 5
Level 4 40 5
Level 5 80 5
Elemental Spell Bonus:
Each +1: for +1 to +3 10 +3
Each +1: for +4 to +6 20 +6
Each +1: for +7 to +10 30 +10




COMBATANT BASE COST AND STAT CHART

SMALL MEDIUM LARGE HUGE
R

" [8cm] 9" [24cm] 5" [13cm] 15" [38cm] 7" [18cm] 21" [53cm] 9" [23cm]
7

Movement Rate 3
Defense 9 15 13 5 11 3 9
Shield Bonus =0 +4 0 +4 0 +4 0 +4

Morale
Maneuver 9 3 10 4 11 5 12 6

Resistance ~ 10 4 10 4 10 4 10 4

Missile Attack *

Fixed Bonus normal 10 normal 10 -1 9 -2 8
D6’s — -— — — - +1D6 — +2D6
Missile Damage * -1 +1 normal +2 +1 +2 +2 +2

* — Based upon weapon used. The cost indicated is in addition to the Weapon Cost (see A-1.3).
+ — Only allowed for weapon attacks, not allowed for Animal and Natural attacks.

+ — Half normal cost for one use missile attacks (e.g., thrown weapons).

Size Point Melee Missile
T Cost _ _ tt. Att.  Dam.

Hirazi +4" [10cm] +2" [Sem]
il f e par A £ 2 ¢ " 1 ' o
Gark / K;a] . ) +1" [3cm] '
Goblin ‘ ' 0

Sea Troll L +204 0 +5 0 +3 +4
Giant L +260 +1" [3cm] +7 0 +4 +1 0 +5 -2 -1 -2 -3 +33
Titan ** H 41299 +5"[13cm]  +10 0 +5 0 0 +8 -4 -4 -3 -3 +65

Note — Shield Bonuses are not included because they are totally based upon equipment.

+ — The size determines which base stats these modifications apply to (see the columns for Small, Medium, Large, and Huge above)

+ — Armor bonuses included reflect naturally tough hide or skin; if regular Armor is worn, ignore this bonus.

* _ Known Spells: 1C1 (knows ‘PainI'); 5 Power Points. ** — Known Spells: 3E1, 3E2, 3E3, 3E4, 3E5; 35 PPs; +5 Elemental Spell Bonus

Leaper StaT CosTs
(Normal Stat Costs must be calculated separately) A'l 6 UNIT COSTS
Modification Each unit may use General Order and Battle Order automatically
For Each INFLUENCE RANGE (i.e., zero Point Cost), but the other formations (see O-11.1) have
“Mod” Stat* 0 5" 10" 15" 20" specific Point Costs.

If combatants are part of a unit their Point Costs are cheaper, but
all members of a unit must have identical stats. The Unit Cost
Savings are based upon the size of the combatants in the unit and are
presented in the Unit Costs Chart along with the minimum and
maximum number of combatants in the unit:

* __ These costs are for each non-zero Leader “Mod” stat: Morale Mod,
Melee Mod, Missile Mod, Defense Mod, Maneuver Mod.




WEAPON COSTS CHART

Weapon / ' Range Wp. Weapon / Weapon
Attack Type Damage Attack Incr. § Cost Attack Type Damage Attack Cost
One-Handed Edged Weapons: Animal & Natural Attacks:
Dagger Lowx2-1 2D6-2 3" 20
Main Gauche (melee only,

acts as +1 shield) Lowx2 2D6-1 — 30
Rapier Lowx2+1 2D6+4 — 40
Short Sword High 3D6-1 e 40
Handaxe High+I 3D6-2 3 40 Grapple-Grasp-Swallew-Envelop
Broadsword High+2 3D6-2 — 45 D6
Scimitar High+2 3D6-3 — 45 D6+D10-1
Falchion High+2 2D64D10-4  — 50 3D6-2
One-Handed Concussion Weapons: R
Whip Low+1 2D6+3 . 25
Club High 2D6-2 — 20
Mace High+l 2D6 — 30
Warhammer High+1 3D6-3 3 490
Moming Star High+2 2D6+D10-3 — 55 Claw.Talon
Missile WQapons: .....................
Bola Lowx2 3D6-1 8" 35 |  Medium .
Short Bow Lowx2 2D6-3 12 200 ) PHEE
Sling Lowx2 D6+D10-4 9" 30 | HBv e
Lt X-Bow Lowx2+1 2D6-2 18" 30
Comp. Bow Lowx2+1 D6+D10-4 15" 35
Long Bow Lowx2+2 D6+D10-4 20" 40
Hvy X-Bow (fires every

other M-M phase) Lowx2+3 D6+D10-2 18" 40

Horn-Tusk

Polearms: D642
Javelin Lowx2+1 3D6-4 5" 25 D6+D10+1
Spear Lowx2+2 3D6-2 3" 35 2D6+D10-1
Polearm High+Low+1 D6+D10-2  — 50 ID6+D10-2
Mounted Lance Highx3-1 2D6-3 — 60
Two-Handed Weapons:
Quarterstaff Lowx2+2 2D6+2 e 35
War Mattock Highx2+1 2D6-1 — 45
Flail Highx2-1 3D6-2 — 60
Battieaxe High+Low+1 2D6+D10-4 — 60 2D6+1
2 Handed sword High+Low+2 2D64+D10-3  — 70 306
Miscellaneous Weapons 3D6-1
{(not normally available for units): 2D6+D10-2
Armored Fist Attack  Low-1 2D6-1 — 5
Martial Arts: Sweeps & Throws
Rank 1 Low-2 2D6 e 5
Rank 2 Low-1 2D6 — 10
Rank 3 Low 3D6-5 — 15
Rank 4 Low-+1 3D6-5 o 20 iny Animal Attack ....Lowx0.5 2D6
Martial Arts: Strikes (Bare Fist) (round down)
Rank 1 High-1 2D6+4 o 25 + — The Range Increment indicates the standard distance for a
Rank 2 High 2D6+4 . 20 Range Mod of -2. For example, a Range Increment of 5" indicates
Rank 3 High D642 o 15 a Range Mod of -2 per 5".
Rank 4 High+1 3D6+2 — 40




STAT CHANGE COSTS CHART

Armor *

Endurance

Melee Attack
Fixed Bonus
Extra D6’s
Extra D10

Melee Damage

+1
+1D6
+1D10

+1

Range Mod 2 +1"

MaxiMmuM CHANGE BASED ON SizE

Medium

4"

Large

“ — Treat -4 armor as plate (i.e., half damage).
§ — Only usable with 1H-weapons.
*+ — Half normal cost for one use missile attacks (e.g., thrown weapons).

Stats 2 3

Armor *
Endurance

to +10 +11to+75

Melee Attack
Fixed Bonus
Extra D6’s
Extra D10

Melee Damage

Range Mod +1" to 42" +3" to +4"

Cost For Each Increment Change
5 10

-1to-2
+76t0 +135

+1to+2

20

+9t0 +10
+1D6 to +2D6

FORMATION COSTS

UNIT COSTS

Unit
Maneuver

Point
Cost

PC for -1 to

Formation Unit Ma

General Order

Square

Line

Minimum Size

* — Polearm units on
+ — Shield units only

Small Medium Lar

8

ly.




A-2.0

DESIGNING YOUR
OWN SCENARIOS

Inorderto design your own scenarios, you can use the Point Costs
provided in A-1.0 and the guidelines presented below:

5

« First decide on the number of points for each player. Assume
around 120 points per medium-sized combatant. Try 1200 per
player for a small battle, 3600 tor a medium battle, and 10000 for
a large battle.

«Eachplayershould pick a specific race or group to play. We suggest
one of the Warring Holds.

» Set up the battleficld and terrain. Both players must agree on the
terrain set-up.

« Both players then buy their forces (see A-1.0).

= Each player then rolls 3D6 — the highest roller is the “Player 1
and chooses one edge of the battlefield and places his forces on the
playing surface. Player 2 then places his forces. Normally, forces
should be placed within 10" of the edge of the playing surface.
Player 1 gets to move first.

= Bladestorms: Each turn, roll 5D6 and add the modifiers described
below to determine it a Bladestorm appears. If the modified roll is
30+ a Bladestorm appears (see O-13.0). The modifiers are:

a) Turn Number + 4 [round down]
b) (Total Point Cost for both Players’ forces) =+
[round down]

5000

« The scenario can last for an agreed on number of turns, for a set
period of time, until one side or the other is wiped out, or until a

Bladestorm appears.
£

A-3.0
"";r‘?'\ﬁ{:
OPTIONS CHECKLIS s -

This section provides a “Checklist” for the options presented in
Bladestorm. Before starting play, both players should go through
this list together and agree on which optional rules are to be used and
which are not to be used.

BLADESTORM OPTIONS CHECKLIST
Optional Terrain, O-3.0, p. 32 .o All—0O

0 Marsh J Rough d Buildings
1 Shallow Water ' Deep Water i Steep Slopes
(d Road/Path
Optional Stats, O-4.0.p. 33 . All—0Q

O Maneuver - Resistance - Unit Mancuver

1 Maneuver Mod (for leaders)
Turn Sequence, O-5.0, p. 33 .. All—0

(d Maneuvers  Spells
Combatant Maneuvers, O-6.1, p. 34-35 ... All—0Q
1 Disengage 1 Run (J Sprint 4 Charge
U Climb O Swim Q Fire-Move 1 Move-Fire
Unit Maneuvers, 0-6.2,p. 36-38 ....cccoviiiiiieierenneine All —01
1 Disband (J Reform IJ Battle Shift
O General Shift J Disengage 3 Run
 Charge 1 Reaction Turn (3 Turn/Wheel
A Fire-Move Q Move-Fire (1 Back/Center Wheel

Melee Parrying, O-7.1,p. 38 .. 1
Melee Targeting, O-7.1, p. 38 e 4
Second Line Polearm Attacks, O-7.2.p. 38 ccivivivcininncn, U
Unit Type Melee Bonuses, O-7.3,p. 39 ..o, |
Melee Wound Penalties, O-7.4, p. 39 ..o, H|
Open-ended Rolls, O-7.5,p. 39 oo a
Depth Melee Bonuses, O-7.6,p. 39 ... 0
Chain Armor vs. Bladed Weapons, O-8.0,p. 39 ..., J
Missile Parrying, O-9.1, p. 40 ..o J
Missile Targeting, 0-9.2, p. 40 ..coooiieiiiiiiiiee o
Firing Into Melee, O-9.3, p. 40 .o, ]
Unit Missile Attacks, 0-9.4,p. 40 .o 3
Blocking Terrain, O-9.5,.p. 40 ..o, EI
Morales Rolls for Combatants vs. Units, O-10.1, p. 41 ......... a
Effects of Rout, O-10.2, p. 41 oo 3
Effects of Losses, O-10.3,p. 41 oo Q
Morales Rolls Caused by Charges, O-10.4, p. 41 ......cooeuen. a
Depth Morale Roll Bonus, O-10.5, p. 41 .o, J
Retreat & Follow-up, O-10.6,p. 41 oo, a
Special Formations, O-11.1, p. 42-43 ... All — 1

3 Column (J Line J Square

Q Hedgehog (1 Shield Wall - Phalanx
Maneuver Rolls for Changing Formations, O-11.2, p. 43 ... J
Spell Users, O-12.1,p. 44 oot d
Standard Bearers, O-12.2p. 44 ..o, d
Bladestorms, O-13.0,p. 45-46 ..o All — )

- Field - Ring LJd Tornado U Front
Channeling Spells, O-14.1, p. 46-48 ... v, J

JdlstLvl:#1-12
d2nd Lvl: # 1-11
A3rd Lvl: #1-7
dath Lvl: #1-6
A5thLvl:#1-5

Essence Spells, O-14.2,p. 49-53 iviiiiiiiicce e, All — 0
A Ist Lvl: #1-20
Jd2nd Lvl: #1-24
A3rd Lyl #1-12
A4tk Lyl #1-12
A SthLvl: #1-7

Unit vs Unit Combat: Combining Attacks, O-15.1, p.54-55..4

Unit vs Unit Combat: Changing Scale, O-15.2, p.55.............. Q
Personal Challenges: Before the Battle Starts, O-16.1, p. 56 .1
Personal Challenges: Leader vs. Leader, O-16.2, p. 56 .......... W]
Flying, O-17.0, P. 57 oottt a
Recovering Combatants, O-18.1, p. 57 ccovecvviicn e J
Power Hues, O-18.2, P. 57 cooi i (W]
Racial Mods for Point Costs, A-1.2, p. 58-59 ... J
Optional Stat Change Costs, A-1.4,p. 58,61 ...ccoiicincinn. a



A-4.0
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CONVERSIONS ik 2%

This section provides notes for converting statistics from other
systems to Bladestorm stats.

A-4.1 FROM FANTASY HERO

To convert Fantasy Hero stats 10 Bladestorm stats, follow these

guidelines:
Movement Rate
Melee Attack
Melee Damage
Missile Attack
Missile Damage
Range Mod
Defense

Shield Bonus
Armor

Maneuver
Morale

Resistance

Endurance

FH Move st

FH(OCV-2) + BS Weapon Attack value.
BS Weapon Damage value.

FH (OCV-2) + BS Weapon Attack value.
BS Weapon Damage value.

BS Range Mod stat.

(FHDCV x 0.7y + 7 [round off]

FH Shield DCV + 1.

FH rPD + 2 [round down]:

BS Plate Armor effects (t.e., 8 FIH rPD).
11 - (FH DEX + 5 [round off] );
minimum result is 4.

12 - ((FHEGO + FHPRE)

+ 10 {round off] J; minimum result is 4.
14 - FH tED; minimum result is 4.

FH STUN x 75

A-4.2 FROM D&D"

To convert D& D 7 stats to Bladestorm stats, follow these guide-

lines:
Movement Rate
Melee Attack

Melee Damage
Missile Attack
Missile Damage

Range Mod
Defense

Shield Bonus
Armor
Maneuver
Morale
Resistance
Endurance

D&D " Move x 0.8 [round off].

(20 - D&D " To Hit Roll for AC10)
+ BS Weapon Attack value.

BS Weapon Damage value

+ any D&D " magical bonuses.

(20 - D&D " To Hit Roll for ACI0)
+ BS Weapon Attack value.

BS Weapon Damage value

+ any D&D " magical bonuses,

BS Range Mod stat.

7 + D&D " Dex Adjustment
+ any D&D ™ magical bonuses.

BS Shield Bonus values.

BS Armor values based on armor worn.

12 - (D&D "Dex + 3 [round off] ).

10 - (D&D " Level x 0.4 [round down) ).
11 - (D&D ¥ Level x 0.4 [round down] ).
D&D * Hit Points x 0.6 [round off]

Note: D&D “is TSR’ s (Lake Geneva, Wi) trademark for their
fantasy role plaving product, and our references to them are
in no way meant to indicate that ICE has a license from TSR
with regards to this or any of our products.

A-4.3 FROM ROLEMASTER

To convert Relemaster stats to Bladestorm stats, follow these
guidelines:

Movement Rate  RM Base Rate + 10

{round to ncarest 0.5 inch].

Melee Att. * BS Weapon Attack value

+ (RM QB - 35) = 10.
Melee Dam. + BS Weapon Damage value.

Missile Att. * BS Weapon Attack vatue

+ (RM OB - 35) = 10,

Missile Dam. + BS Weapon Damage value.

Range Mod -2 per (RM Max Range + 20).
Defense 7+ (RMDB + 10y + Crit Type Bonus.
Shield Bonus BS Shield Bonus values.
Armor BS Armor values based on armor worn,
Morale 10 - (RM Level + 5 [round off] ).
Maneuver 10 - (RM Ag bonus + ()
+ (RM Armor Penalty + 10 jround off] )
- (RM Level + 5 [round oft] ).
Resistance 10 - (RM level + § [round off] ).

Endurance § (RM Hits = 5} x Crit Type Multiplier.

Power Points RM PPs + 3 [round up]

Elemental

Spell Bonus  RM Directed Spell Bonus + 10

Some RM spells will convert to
BS spells with similar names.
RM 1st-5th vl spells = BS 1st Iv] spells.
RM 6th-10th vl spells = BS 2nd vl spells.
RM 11th-15th Iv] spells = BS 3rd vl spells.
RM 16th-20th Ivl spells = BS 4th Iv] spells.
RM 21+ 1vl spells = BS 5th 1v] spells.

A mounted combatant uses his mount's BS
Movemenr Rare; his BS Endurance is
increased by half of his mount’s BS Endur-
ance. he may attempt mounted maneuvers
(see O-6.0).

Spells

Mounts

* — Modified by special RM conditions (e.g., “2x-" for two attacks).
Some creatures and large combatants may exchange +4 in fixed
bonus for 1D6 in attack dice.

t — Modified by special KM conditions (e.g., “x2” tor double
damage).

$—CritTvpe Bonusis +1 for “II" and “#” combatants, +2 for “LA”™
combatants, and +3 for “SL"” combatants (see C&T).

§ — Crit Type Multiplier is | 4x for*1” & “@" combatants, 1.7x for
“II""and "#” combatants, 2x for “LA” combatants, and x3 for *SL."
combatants (see C&T).




SUMMARY SHEET

OPTIONAL RULES

Player 1 Movement-Missile Phase
Move, Maneuver, Missile Attack, or Cast a Spell
Rally

Melee Combat Phase

Player 2 Movement-Missile Phase
Move, Maneuver, Missile Attack, or Cast a Spell
Rally

Melee Combat Phase

To make a maneuver, roll 3D6 and add any modifiers. If the result is
greater than the combatant/unit’s Maneuver stat, the maneuver is success-
ful. Otherwise, the maneuver fails. A 3" always fails; an “18” always
succeeds.

MANEUVER ROLL MODIFICATIONS

« The modification for the specific maneuver (see p. 34 and 37).
« A leader’s Maneuver Mod stat (if applicable), see 0-4.0.

COMBATANT TERRAIN EFFECTS CHART
Melee Missile Terrain
Defense Defense Morale
Terrain Movement Terrain Terrain Roll
Type Reduction Mod. Mod. Mod.

Light Woods

Heavy Woods x1/2

Marsh x1/4

Deep Water x1/4 ¥
Steep Slope * x1/2

Road/Path x1.5%

UNIT TERRAIN EFFECTS CHART

MOVEMENT REDUCTION

General Order & Battle Column
Indiv. Combatants Order Formation

Terrain
Type

Brush

Medium Woods
Streams

Steep Slope *
Marsh

Deep Water

Road/Path {

Parrying & Targeting: The fixed bonus for an attack may be split between
the following three uses:

» Adding to the Attack Roll.

« Increasing Defense (Parrying).

« Increasing Dice Rolled (Targeting) — For every 5 points allocated, the
Melee Attack stat is increased by 1D6.

Second Line Polearm Attacks: Such an attack roll must be modified by
-3.

Depth Melee Bonuses: The attacker with the greater depth receives a +1
melee attack bonus for every row in excess of its target’s depth.

Firing into Melee: An attack roll against a target engaged in melee is
modified by -4 (plus other modifiers). If such an attack fails, roll 1D6. If the
resultis a 1 or 2, roll the same attack against a friendly combatants engaged
with the original target.

UNIT TYPE MELEE ATTACK MODIFIERS

ATTACKER UNIT TYPE
Foot Mounted
Polearm Melee

Foot
Melee

DEFENDER
Unit TypE

oot Melee +0 +0 +

Mounted Missile +1 +1 +1

ATTACK PENALTIES DUE TO WOUNDS CHART

No Damage up to 1/4 Damage ............ccccoveureverrrinenierrinisinenseeeeens -0
1/4 Damage up to 1/2 Damage .........c.ccvvveveereiererereceeneieeseeeeecees -1
1/2 Damage up to 3/4 Damage ...........ccceoeueuiuiuiucnmnniieieiesee e -2
3/4 Damage and UP ........cccccceccueireuninerereeerinieiere s sssesnsnenns -3

Depth Morale Roll Bonus = +1 x (Depth - 2)
UNIT LOSS MORALE CHART

No Losses up to 1/4 Losses ...... .-0
1/4 Losses up to 1/2 Losses ...... e |
1/2 Losses up to 3/4 Losses ...... -2
3/4 LoSSES ANA UP ..ot es e -3

To make aRR, a target rolls 3D6 and subtracts the level of the spell. If
the result is less than or equal to the target’s Resistance, the RR fails.
Otherwise, the spell has no effect.







