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NTRODUCTION |

.

~

For years the blood of the peoples of Aarklash
has been spilled at the four corners of the con-
tinent. From the arid lands in the east to the
immense forests of the west, small armies put
their rivals to test. But each one of them knows
that these skirmishes are only a meaningless
prelude compared to the events to come.

For a long time now the warlords have been
preparing themselves for the final battle. Out of
fear or impatience, each one polishes his weap-
ons and vows his soul to the gods.

How many false prophets, how many mis-
taken oracles have they announced so far? How
many rumours have spread from the sordid
alleys to the courts of kings and emperors? So
many. that some began doubting the ancient
writs... Maybe they have finally been spared
the dark and ever-so-dreaded hours. Maybe
the gods will renounce this world, which has be-
come inconsistent in their eyes. Hope is a cruel
and vain feeling.

Yet this time has really come and no one can
escape the fate that has been foreseen for all
eternity.

The Rag'narok has just begun!

1t is now up to you to write a chapter in the
history of this land, the end of an age...

S

THE SPIRIT OF THE GAME

To fit into this book’s general atmosphere,
this preface should doubtlessly have been
titled “The Spirit of War.” Yet while reading
the pages that follow it is important to keep in

‘mind that Rag’Narok is above all a game.

A collectable miniatures game

A collectable miniatures game is played using
miniatures representing the soldiers and troops
used by the players. The game usually opposes
two players who each control one of the two
factions confronting each other. In this type of
game the miniatures move about on surfaces
of various sizes, from a game board to a huge
table with mind-boggling scenery. Collectable
miniatures games put into play many different
worlds, be they historical (re-enacting battles of
medieval times, of World War II...) or fictional
(medieval fantasy, science fiction...).

These are much more than games played
with “tin soldiers,” for they use rules of varying
complexity that divide the game into several
phases. Every type of trooper (the miniatures)
has its own characteristics allowing almost
all situations in these different phases to be
resolved.

“Come to me and forget the laws of your ancestors. Wherever I lay my gaze, everything becomes possible!”

oo s
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Equipment : Falcon. Pistol /
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Weapon. Armour.
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The stat profiles of the various RACKHAM
games are presented on playing cards that
have the advantage of being multi-purpose.
Indeed, these cards assemble a photograph of
the painted miniature, its profile and a quote
that reveals a part of Aarklash, the world of
Rag’Narok as well as of Confrontation and
Hybrid.

A wargame

Rag’'Narok isn't strictly speaking a simula-
tion of war. The principles of the game were
designed with one thing clearly in mind: to
give the players easily accessible rules that can
be modified at will. It is therefore possible to
simplify or to enrich the course of a game by
leaving certain advanced rules aside or by us-
ing the whole arsenal (military, supernatural
and divine, this game taking place in a heroic-
fantasy world) at the army chiefs’ disposal.

Why do we play? Every gamer could surely
add his own personal touch to the answer to
this question.

We play for the pleasure of being among
friends and for the satisfaction we get from
showing the miniatures we have painted with
such care. We play to put our sense of strategy
to test and to constantly take on new challeng-
es. We play to win and to prove the superior-
ity of our tactics and the value of our favourite
troops.

Yet whatever the reasons mentioned, they all
always end up reaching the same conclusion:
we play for our entertainment.

This is why Rag’Narok doesn’t claim to faith-
fully reproduce the true implications of a me-
dieval battle. In this game the logic and the
coherence proper to this kind of confronta-
tion have very often been freely adapted or put
aside to the benefit of simpler and especially
more enjoyable rules.

In short, this book is made more for recre-
ation than for competition. Tournament rules
will of course see the light of day later on and
everyone will be free to use them outside of of-
ficial competitions. But for now we have cho-
sen a simple criterion: a minimum of restric-
tions for a maximum of pleasure,

Yet a simple game isn’t necessarily a simplis-
tic game, far from it. You will quickly realise,
after a few games, that Rag'Narok isn't lim-
ited to the confrontation of compact blocks
of unmoveable warriors. Every warrior, be he
a legendary champion or an anonymous foot
soldier, has his importance. Once the fray has
been engaged, the troops do not remain frozen
in a predetermined position. On the contrary,
the confrontations create breaches within the
Units’ ranks and the fighters rush into them to
bring death to the heart of enemy formations.

Through a heroic act any warrior can reverse
the course of a battle by killing a powerful en-
emy magician or chief.

Therefore, the more you know the strengths
and weaknesses of each of your troopers, and
also those of your opponent's, the more your
victories will be numerous and decisive.

In addition to the capacities of your valiant
warriors, it is above all the choices you make
as a tactician that will decide the battle’s out-
come. Your Units aren’t independent entities
that you can let act without guiding them. You
must pay attention at all times because in ev-
ery phase of the game crucial decisions need
to be made.

Of course chance intervenes in the resolu-
tion of many actions, but it isn’t enough to be
lucky in order to win. One must be discerning
enough to see one’s chance and to grab it at the
right moment!

INTRODUCTION

The Mountain-Warriors are immortal fighters who have been
watching over their domain since the creation of Aarklash.




INTRODUCTION . ‘
BEGINNING TO PLAY

There is nothing complicated about the rules
and mechanisms of Rag’Narok. Howevef,fre—
membering all of them and their exact impli-
cations requires a certain effort at rﬁerﬁbrisa-
tion, and, especially, practice. Don't let yourself
be discouraged at the first reading. After a
few games you w1ll have asmmllated the basic

Havoc, which follows up on, illus
tails the rules of RACKHAM ga
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We suggest that players wishing to begin
playing games of strategy with miniatures
start by playing Confrontation, whose rules
are supplied for free with every blister pack
of the RACKHAM range. Without being
identical, this game’s rules are based on
the same principles as those of Rag’Narok.
Therefore, playing Confrontation and its
free supplements (Incantation, Divination,
Incarnation and Fortification) will allow
you to become familiar with the world of
RACKHAM games while you collect one

or several armies piece-by-piece. Whereas
building an army for Rag’Narok requires
several dozen miniatures, less than ten
fighters are enough to play Confrontation.

RAISING AN ARM

First of all each player must decide which |

army he wishes to play, collect and paint.

This is generally pretty easy, since for those
who don’t know the rules of the game itis usu-
ally the preference for the miniatures of one
of the peoples that makes théjdiﬁeren'c'e. The
Kelt barbarians will no doubt attract those who -
have a liking for Celtic mythology. On the oth-
 darker look will
find fighters to their suiting among the peopl
bound to Darkness such as the necromancers

er hand those with a taste fo

of Acheron or the alchemists of Dirz.

All in all fifteen different peoples ‘make
up the armies of our range, and there is no |
doubt that one of them will conquer you the:

Hoist your colours

i In Rag'Narok the fighters act within combat
groups called Units. Most of the time the pres-
‘ence of several miniatures of: the same type
are needed to build a Unit. The vast. majority
i of ‘miniatures of the RACKHAM range exist
m various versions. However, i in ‘order to build
' large ‘Units it is useful to acqulre the samez
model several times. In no way is this an in- i
convenience to the course of the game. Ney-
ertheless, in order to have an army in which :
every individual is different, there are count-

less ways to personalise miniatures.

collect sevexfal armles, be ;t »out of taste for the
miniatures themselves or out of interest for
their combat potential. For this reason every

i
|



The paintjob is usually the easiest and fast-
est way to differentiate the fighters. Simply
changing the colour of hair, clothes or skin, or
adding designs and tattoos is enough to create
a whole variety of models.

The most creative collectors can also try
their hand at the joys of conversion. Many of
our miniatures are made up of several parts
that are easily interchangeable. The exchange
of two heads or the replacement of one weapon
by another allows the attitudes and positions
of fighters to be varied. For the most skilled
collectors, RACKHAM miniatures can easily
be transformed in the most complex ways in
order to obtain absolutely unique pieces!

The creation of quality miniatures has always
been RACKHAM's first and foremost preoc-
cupation. This demand is present at all stages
of the production of our parts, from sculptur-
ing to moulding. :

It is, however, unavoidable that the minia-
tures have some traces of moulding and some

Once these two steps have been done you are
ready to begin painting your miniature. The
reference card supplied with it and the photo-
graphs and illustrations in all the books and
booklets of our range can be used as painting
guides. Furthermore, the RACKHAM cata-
logue and the issues of Cry Havoc include arti-
cles full of tips and techniques by experienced
painters.

PREPARING THE BATTLEFIELD

Before throwing yourself wholeheartedly
into the battle, you must first find a playing
surface that is big enough. A simple table or a
board of 1.20 m x 1.20 m is enough for battles
of small magnitude.

The least demanding players will content
themselves with playing on plain wood or a
green tablecloth. But the building of elements
of scenery can be very amusing without neces-
sarily being complicated. And the satisfaction

Every templar commander has his personal seal, the symbol of his authority, his influence, and his word.

excess metal in some places. It is therefore
recommended that you carefully prepare your
minijature before painting it.

To do so you need a modelling knife and a
fine file.

Begin by removing all excess metal with the
knife while taking care to direct the blade
away from you to avoid injuring yourself. Then
file all the small marks caused by the preced-
ing operation and the moulding line that goes
around the miniature.

This done, apply an undercoat of black or
white paint that lets the paint stick better to
the miniature. We suggest you use a selec-
tion of small paintbrushes and water-soluble
acrylic paint.

of playing on a wooded and hilly battlefield is
in itself worth a few hours of manual labour.
We do, however, recommend that when creat-
ing your scenery you keep in mind that most
of the time you should be able to place minia-
tures on these elements. So avoid creating too
steep or rounded surfaces that prevent your
fighters from standing up. What can be more
pathetic than a Unit of proud paladins lying at
the top of a too steep hill?

In our range of products you can also find
numerous elements of scenery, doors, col-
umns, statues and gargoyles that let you em-
bellish your creations.

INTRODUCTION

& 0 <




he RACKHAM blister packs and

boxes hold miniatures that represent

the fighters of the Rag’narok accom-
panied by cards giving information on their
game characteristics (parameters, special capa-
cities, artefacts, etc.).

In Rag’Narok there are two main types of
fighters: troops and Independents. The former
are anonymous soldiers who the players only
know by their role in their respective armies.
Yet all Independents don't have a name. Some
stand out thanks to a tactical or strategic role:
Warrior-mage and magician, Warrior-monk
and faithful, musician and standard-bearer, as
well as commander. The distinctions between
these various fighters are the subject of this
section. Troops and Independents are repre-
sented by miniatures available in the Confron-
tation blister packs and Confrontation and
Rag’Narok boxes produced by RACKHAM.

An army for Rag’Narok is made up of groups
of fighters known as Units. Most of these are
characterised by a trooper profile and some-
times by the profile of an Independent. In each
game round the players take turns attributing
Orders (represented by counters supplied in
this box) to each one of their Units: March,
Run, Charge, Counter-charge, Pursuit... These
are then carried out one after the other follow-
ing strict rules. This is the heart of Rag’Narok’s
strategic aspect.

Many of the following rules interact with this
notion of Order before they are described in
detail. This shouldn’t trouble the reader since
the Orders’ names are explicit enough for their
implications to be guessed.

This chapter dwells on all the various points
to be taken into account when building Units
and thus an army. Beforehand, the fighters and
their characteristics, as well as the rules of the
game, are explained.

THE GAMING MATERIAL

All RACKHAM miniatures are supplied
with at least one reference card on which there
is a photegraph or an illustration representing
it. This card gathers the essential information
concerning this fighter.

Furthermore, some miniatures are supplied
with other game effects (be they optional or
not), which are explained on other cards. These
are presented in detail in this book’s Appendi-
ces. A short presentation nevertheless follows.

« Certain fighters are supplied with a card de-
scribing a special capacity that is specific




* PLEASE NOTE
Spells and miracles
generally only affect

one fighter or a limited
part of the gaming

area. On the other hand
rituals and communions
are game effects with
consequences that fit to
the scale of Rag’Narok.

to them. The effect described on this card is

inseparable from the fighter. Its value in A.P.

(see below) is already included in the cost in-
dicated on the miniature’s reference card.

o Artefacts are objects that give their user |
These objects
are bound to a cost indicated at the bottom |

certain special capacities.

right corner of their card. When a ﬁghter is
equipped with an artefact, its cost is added to

the fighter’s cost. In most cases only Charac— :

ters can be equipped with artefacts.

» Miniatures of magicians and Warrior-mages

are supplied with cards describing spells.
There are also spells of great power that need
several magicians to join forces in order tobe
cast known as rituals.

. Miniétures ofthe faithfuland Warrior-monks
are supplied with cards describing miracles.
There are also miracles of great power that

need several faithful to join forces in order to

be called known as commun on

Moreover, Rdg’Narok offers new cards (sup-
 plied in this edition) that introduCe alternative
- rules, called Tactic cards. These can be used

to temporarxly modify the fighters’ character—

stics during the game (see States pp. 21- 22)

For a first reading of the rules only a goodj |

knowledge of the reference cards is necessary
since these pre

WOLFEN" PROWLER

EFIGHTERS

The refereneeoards'gathér most of th info
mation needed to play a game of Rag’Narok.
At the top of such a card one can read th

miniature’s “NAME.” Some warriors have a
| name of their own and are known as Charac-
- ters. They are subject to certain special rules
: descr1bed throughout th1s manual ~

Exception: Baron Samedi is not a character. |

1.2.1 CHARACTERISTICS

~ Each miniature’s characteristics are repr
| sented on the reference card by icons followed
by numbers These i 1cons are 1dent1cal for all
-armies. i i
When a characterlstlc is referred to as a vale
‘e, an abbreviation can be used to designate |

it. (The first three letters of the characteris-
thS name in Cap1tals is used, except for Pear/ :

- cover by moving normally All moves: depend
| on the Movement rate. Tnere can be a second,
"number representmg the normal movmg d1

eflexes, reactlon speed wits and readi-
ness of mind. A ﬁghter with a high Initiative

: - value w111 often act before hls opponents.

The first of the two numbers reﬂects
¥ knowledge in the art of hand-to-hand

combat: Attack/ATT. The higher the num-
ber, the better the warrior masters formidable
fighting techniques. The second value reflects

Strength/STR, the force of the blows the fight-

er inflicts in hand-to-hand combat. Strength
takes into account the offensive equlpment

mentioned on the reference card.

L

The first value includes dodging, par;
rying techniques and defensive equip-

ment: Defence/DEE. The second number
symbolises Resilience/RES, the capacity to

take blows, to resist pain and be tenacious.

Resilience takes into account the defensive

| equipment mentioned on the reference card.

4 Aim/AIM represents the fighter’s skill
* at using a long distance weapon. The
weapon used, its range in centimetres and its

* NOTE

The notion of
Strength covers other
sources of damage.
Thus, a projectile
weapon is bound to a
Strength/STR rate.




own Strength/ STR are indicated in the “Equip-
\ ment” list on the reference card.

means that they cannot fire.

bravery, composure and fortitude when
3 opposrte of Fear.

@ panic within the enemy ranks. These
creatures have a Fear/FEAR rate. They are

said to be “fear- mspmng ’ Fear is the opposite
of Courage. L

G

ciplined warriors are excellent soldiers who

Discipline/DIS reflects willpower, tac-

,efﬁc1ently lead thexr troops.

~:jkand the faithful have spec1ﬁc characterlstlcs
i that deﬁne them ~

magrc knowledge and the ablllty to cast
;V’,possess Power

‘The aspects epresent a faithful’s de-

nds to Creation. The one to the
left symbolises / Alteration. Thelast one, below
the Splral represents Destructlon Only the

~fa1thful and certam creatures possess aspects

Machmes also haVe characterlstlcs

that allow them to be identified. Weight

is used to determine how certain war
* machines move. The higher this value,
the harder the machine is to manoeuvre.
 Structure Points/S.P. determine the amount
of damage a machine can endure before bemg
{ destroyed i

1.2.2 EQUIPMENT

Equipment includes the weapons, armour
and objects carried by the fighter. Some spe-
cial equipment is reserved to a particular type
of troops, such as the dawn warriors’ sword-
axe. Other rarer artefacts have formidable
powers and belong to Characters. Some pieces
of equipment are the foci of ‘spells, meaning
that they are needed to cast the latter.

Some fighters don't have an AIM rate. This

. Courage/COU symbolises the warrior’s it
faced with terrifying creatures. Courage isthe |

Certain creatures are capable of sowmgV

tical ability and military strategy. Dis-

- react rapidly to orders or who know how to |

These characterlstlcs are’ shared by all 1.2.4
’Narok miniatures. In addltlon, magicians |

fspells Only magmrans and certain creatures‘

gree of understandmg in his chvmltys
imber above the Spiral of |

1.2.3 ABILITIES |
~ The abilities indicate particular c‘apacr—‘
| ties that a miniature has. The list of abilities

and their effects can be found at the end of this

book. Some, however, must be known because
; they are especially used thrdughout this book.

‘ Mlhtary chiefs are endowed with Leader-
_ship/X (where X is a d1stance in centrme-
 tres). See pp. 25-28,
+ Warrior-mages are mag1c1ans They can use
* spells like the latter, See p. 137. i
« Warrior-monks are faithful. “They can call
‘miracles like the latter See p. 137. .
_ » Fighters with' Alllance/X can be assoc1ated .
‘with an army of X. See p. B
.+ Mercenaries can join all armies.
. Colossal and Gigantic influence the rmnla?
tures’ combat potentlal Se p 14

value. The h1gher the number, the more: power-
i ful the fighter, This evaluation allows the forc-
‘es that will confront each other to be balanced.
This value is individual. If several fighters
. the same type are enlisted in the same army
“then their values in A.P. are accumulate :

At the bottom of the card is printed the rank,
‘which symbolises the warrior’s position or sta-
| tus within his army, There are sixteen ranks.
(elghtfor warriors, four for magicians and four
for the faithful) grouped into four different |
" categories (indicated within parentheses). "

o

Irregular (1): Such fighters occasionally
join the ranks of their people’s army.

Regular (1): These warriors make up
the vast majority of an army ’s forces.

Veteran (1): Hardened by numerous
battles, Veterans count among an ar-
my’s most dependable troops.

% Creature (1): If they join an army by

their own will or by force, Creatures

turn into killing machines as soon as the bat-
tle begins.

—

A\ Special (2): These warriors master for-

4 midable combat techmques that very
often take the enemy by surprxse




@S, Elite (2): Very few in number, these
Q warriors are, however, a major advan-
tage in any army.

Living legend (3): A people at war

#* needs heroes and emblematic figures.

The presence alone of such fighters galvanises
the troops.

Major ally (4): When the situation de-
> ' mands it, when the stakes greatly sur-
pass the mortals’ field of perception, fantastic

beings sometimes join them on the battlefield.

25l Magicians

@L Magicians are all identified by this
symbol.

Initiate (1): Such a magician only partially
masters the arcana of magic.

Adept (2): An Adept is a magician who can
be especially dangerous due to his faculty to
combine the effects of several Elements.

Master (3): The mastery of the Elements by
these fagicians knows very few limits.

Virtuoso (4): There is only a handful of this
type of magician in the world and their power
defies imagination.

Some magicians have devoted their stud-
ies to the occult arcana as well as to the art
of combat: these are Warrior-mages. The two
magic users are differentiated thanks to their
ability. (All Warrior-mages have the “Warrior-
mage” ability.) Such a fighter is always bound
to a level of mastery of magic. But be he an
Initiate, an Adept, a Master or a Virtuoso, a
Warrior-mage can have some surprises in
store for those who make the mistake of un-
derestimating him...

1.2.5.2 The faithful

The faithful are all represented by this
symbol. Certain faithful have com-

o

A0 cisaisd)S
= o

bined devotion and the art of war: these are
‘Warrior-monks. The two users of divinations
are distinguished thanks to their ability. (All
Warrior-monks have the “Warrior-monk”
ability.) Such a fighter is always bound to a
degree of mastery of the faith. Like magicians
and Warrior-mages, the faithful and Warrior-
monks are divided into five categories.

Devout (1): The Devout make up the mass of
the faithful who spread the word of their di-
vinity among their brothers.

Zealot (2): Zealots have greater control of P

the aspects of faith than the simple Devout.
Furthermore, they have a much better vision
of the divine designs.

Dean (3): Deans are the chosen ones among |

the faithful, those onto whom their divinity’s
gaze has fallen just for an instant.

Avatar (4): An Avatar is no longer just a
faithful. He is the embodiment of divine will.

A Warrior-monk is a fighter of the faith. He
fights at his brothers’ side to ensure them of
their god’s benevolence. He always has a title
in his cult’s hierarchy: he can be a Devout, a
Zealot, a Dean or an Avatar,

These sixteen ranks are grouped together
into four categories.

CATEGORY

Irregular/Regular/Veteran

Creature/|nitiate @/Devout @ |

Special/Elite
Adept@®/Zealot@®
Living legend
Master @ /Dean @

Major ally
Virtuoso @ /Avatar &

® NOTE
Warrior-mages and
Warrior-monks are
classified according to
their level of mastery
of magic or of faith. For
example, a Warrior-
mage Initiate is
classified in category 1.




® NOTES

All cavalry miniatures
are considered to be

of Large Size, unless
the mount itself is of
Very Large Size.

The size of certain war
machines is specified
on their reference card.

If not, then the Size of [
the machine’s servants [

is used as reference.

The objects carried
by fighters, such as
a standard, are not
taken into account
when determining

the fighter’s Size.

This also applies to
his posture, be he
lying down, squatting,
stretching or in any
other position.

1.2.6 size

There are four different sizes for miniatures

| and elements of the scenery. These can espe-

cially have an influence on firing. A few ex-
amples are given below to help you become
familiar with the various Size classes.

+ Small Size: Goblin, dwarf, Baron Samedi,
dwarf bombardier, war toad, Familiar, fish-
bone-bearer of No-Dan-Kar, Elghlr the Res-
olute, Golborak...

o Normal Size: Human, giant barbarian, The
Executioner, Melmoth, Sasia Samaris, spec-
tre of Acheron...

» Large Size:
Uren’s son, Almighty Crane, mmotaur, Gor-
eth the Massive, Sophet [

Dirz, troll...

» Very Large Size: Belial, dragon, mountam- :
- warrior..

els and combat d1c

est of warriors survwe the1r enemys first on-
s slaught This reality is reﬂected by a parameter
 that measures the endurance ofanarmy’s mem-
' bers: \Xfound levels. Successful attacks during

a battle can cause damage that is subtracted
from the defender’s ‘Wound levels. As soon as

the latter has lost his last level, the minijature -

representing him is removed from the game.
He thus becomes what is called a Loss.

A fighter’s number of Wound levels depends
on his Size and his value as well as on some

* NOTE @&

The accumulation of §

the “Warrior-mage”
and “Warrior-monk”
abilities does not allow
a fighter to benefit from
two additional Wound
levels. So a Character
with these two abilities
benefits from three
additional Wound
levels and not four.

® EXAMPLES

A Character of Small
Size has three Wound
levels. To kill a Warrior-
mage Character of
Large Size with a value
greater than 30 A.P.,
one must inflict him
with five Wounds.

":‘o Large Size with a value lower than 30 A.P.:

1 Wound level.

_ » Large Size with a value of 30 A.P. or more:

2 Wound levels.
«» Very Large Size: 3 Wound levels.

Certain abilities modify the number of
Wounds a fighter can endure:
« Colossal: +1
» Gigantic: +2
» Warrior-mage/ Warrlor-monk +1
» Character: +2 :

Wolfen, centaur, Elemental,

. All of the parameters described up to this

point are used to play the fighters of Aarklash
in the range of RACKHAM games. Rag’Narok
introduces addltlonal parameters \X/'ound lev-‘

1.2.8 COMBAT DICE

All warriors aren’t armed in the same way.

to face the imperatives of war. The reference'

profiles give the essential indications to mea-
sure this (ATT DEE...). There is, however, an

additional parameter in Rag’Narok: combat

dice. Depending on his Size and his value in

AP, a fighter doesn't have the same number :

of combat dice available. He has as many dic
as he can attempt attacks: and/or defences i

each game round durmg which he encounters'

enemy ﬁghters =

. Small Size and Normal Size: 1d6

e+ Large. Slze w1th a value lower than 50 AP :

1d6

o Large Siie ‘wi,th a'yal'ue of 50 A.P. or more:': :

- 2d6 e :
« Very Large Size: 3d6

Certam ablhtres modify the number of com-‘ 3
bat d6 the player has available for a mmlature i

« Colossal: +1

e G;gantrc. +2 ’

When the number of Wounds a ﬁghter c

‘endure varies dependlng on his A.P. value,t
then the magic ob}ects, spells, rituals, mira

;cles, commuruons and other equipment} he ha

are not taken into account in this total. Onl
| the fighter’s value as prlnted on his reference_:
card and any. cost paid to make him a Leader‘

(see p. 31) is counted.
This game data specific to Rug’Narok mus
be noted on the conscription sheet. :
Two values are not mentioned on the ﬁght—
ers’ reference cards: their number of Wound
levels and the number of combat dice they

have available for hand-to-hand combat. To :
these are added the parameters that depend on |
their numbers in a Unit: the Unit’s strength in.

Numbers and its Domination Factor (D.F),
which measures the Unit’s capacity to frighten
an enemy (or on the contrary be impressed by
the enemy). The D.E. varies during the course
of the game. To this is added the Unit's state
(its morale in a way). All of these indications
(in bold type in this paragraph) are specific to

Rag'Narok (unlike the ‘other parameters that

are also used in Confrontation). They are the
objects of many rules in this book Before get-
ting into their detalls some gen

to be explamed

® PLEASENOTE
Wound levels and combat
dice are to be noted on
the conscription sheet

in the following way.

«» For the Wound levels:

Fill in the dots that you

will not need so that

there are only as many
empty dots as the fighter
has Wound levels. Thus, you
can check an empty dot

: § every time this fighter

loses a Wound level.

« For the combat dice:
Check as many squares as
the number of combat dice
the fighter has available.

So when it is filled out for
Dragan d’Orianthe, who
is a mounted Character
of more than 50 A.P.,

it looks like this...

#® EXAMPLE

A Character of Large

Size with a value greater
than 50 A.P. has 3 combat
dice available for use.

XXX
HAENm
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1.3

GENERAL RULES

In many situations the players have to roll
dice to determine if the action they planned
for a part of their army (attack by one or
several fighters, charge reception, casting of
spells, firing a cannon, etc.) is successfully
carried out or not. This part left to chance
adds to the enjoyment of the game because

the tension it causes stimulates the players.
It replaces the incertitude of the tacticians on
the battlefield.

In a different case, when two players must
make a test against each other, then no level
of difficulty is given. The players each roll 1d6
and add their value of the characteristic being
tested to the result. The player with the higher
total wins the test. If two players obtain the
same total, then they roll the dice again until
one of them wins.

1.3.1.1 Result modifiers

Certain modifiers bound to various game ef-
fects (influence of fear, effects of spells, abili-
ties, etc.) may modify the result of a charac-
teristic roll.

\

3

® EXAMPLE j
Thanks to a beneficial
spell, a fighter gets a +1

bonus on all his Initiative
Rolls. On an INI test he
gets a result of [. |, which

is then counted as a [+,

1.3.1.2 Special cases
On characteristic tests, the following rules
must be applied.

1.3.1 CHARACTERISTIC
TESTS
When taking an action (firing, attack, incan-
tation, etc.), the roll of a die, called character- If the result on the die is equal to E], then
istic “roll” or “test,” usually determinesits suc- | the roll is an automatic failure, whatever the
action that may have been attempted. This rule
applies not only to characteristic tests, but also s EXAMPLE
In most cases the success of the action tak- | to rolls bound to abilities such as Mutagenic/ [N player makes a Courage
en is subject to a “difficulty” symbolised by a | X. Also, if after applying modifiers, the final IR ES TR R L RS
numbered value. The characteristic test con- | result is less than or equal to [+ ], then the ac- JEESRLEIBERRILISNEIS
sists of rolling a d6 and adding the result on | tion taken automatically fails. Rolls i nyeLasts a,E.":
5 i on his die roll. The roll’s
the die to the concerned characteristic’s value. e
If this sum is greater than or equal to the num- So this test is failed, no
ber called the “action’s difficulty,” then thisac- |  If the result on the die is a [} 3], then the die [ENEII SIS
RN S ONT ISR tion is successful. If not, then the action ends | can immediately be rolled again and the new [RSAEEECAMSIESEES
EOERME SRl in failure. The difficulties are determined by | result is added to the preceding one. However,

Wi;h alflimCUIEE’ ofd7, the rules of the game. if the second result is a E, 2 W Rt © PLEASE NOTE!
the player rolls 1d6 failed. In such cases it is always
and adds the DIS of the result of the roll before

the fighter making the applying any modifiers that
test to the result on the is taken into account to

die. Thebtotal Obtalkr:ed determine if the roll can

Gl ubgsteaterihan, be rolled again or not.
or equal to 7 for this
test to be passed.

cess or its failure.

. ® EXAMPLE
A player must make an
Initiative test with one of
his fighters who suffers a
% -1 on his Initiative Rolls.
» The player rolls the d6
* and gets a i3], He decides
.. toroll again and gets
' al+The roll’s result is
therefore 6+3-1=8. Now
the fighter’s INI has to
be added to determine
the test’s final result.

# EXAMPLE ©
A Griffin conscript
(INI 2) must make an
Initiative test againsta
zombie warrior (INI 0) ..

- who has just ambushed *
him. The Griffin player
getsa L }on his die roll.
His total is therefore
5+2=7. The Undead
player gets a (] on his
die roll. His total is thus
3+0=3. So the Griffin !
conscript wins this -
Initiative test 7 to 3.

At Kaiber the forces of Light relentlessly battle the zombie warriors of Acheron.




| B CLOSE FORMATIONS
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f@z@“ THE MASSIVE

1.3.2 FORMATIONS

The miniatures of a Unit are placed next to
each other in such a way that the two players
understand that they are very well part of the
same combat group. These formations vary
in their geometry as well as in the amount of
space between the bases of their miniatures.

The miniatures of a same Unit don’t neces-
sarily have to be placed in base-to-base con-
tact with each other. They must, however, be
placed in such a way as to be able to determine
well-defined sides. This is very important for
movements and when resolving shots.

Yet the miniatures don’t have to be placed in
a square or a rectangle. The members of a Unit
can perfectly well be deployed in a “U” or an
“L* for example.

Many warlords laugh at danger and join their
men to participate in the slaughter. They lead
a glorious but, alas, often very short life. Yet
nothing forces an Independent, even a com-
mander or a war-staff member, to be placed in
the front ranks of his Unit.

There are two types of formation: close for-
mation and scattered formation. All distanc-
es are measured from one base’s edge to the
other base’s edge.

1.3.2.1 Close formation

To be considered to be in close formation,
the Unit’s miniatures must be standing within
2.5 cm or less of each other.

If it is a Unit of fighters equipped with pro-
jectile weapons, then only the miniatures in
the first two rows can fire.

1.3.2.2 Scattered formation

To be considered to be in scattered forma-
tion, the Unit’s miniatures must be standing
between 2.5 cm and 5 cm from each other.

A Unit in scattered formation is subject to
the following rules.

» The Unit’s first three rows can fire.

« It can carry out certain manoeuyres without
having to make a test.

« The difficulty of Aim tests against Units in
scattered formation is increased by 1 point.

» It suffers a -1 in ATT, DEF and RES. None of
these characteristics can become less than 0
in this way.

« If it doesn’t have the advantage at the combats
outcome, then the difficulty of the Courage
test is increased by 1 point.

A Unit begins the game in either of these two
formations, but it can change formation dur-
ing the game (see p. 70).

GORETH
THE MASSIVE

GOBLIN MUTANT

SCATTERED FORMATIONS




1.3.3 LINES OF SIGHT

In order to charge a miniature or to target it
with a projectile, spell, ritual, miracle or com-
munion, it is usually necessary to see it.

In Rag'Narok a Unit's line of sight falls with-
in a field of vision of 90° from the front of the
miniatures’ bases. However, a miniature:is
considered to have a line of sight onto all it
iatures in base-to-base contact with it.

There are three types of obstacles that can
block a line of sight:

+ The objects, capacities, spells; rituals; mira-
cles and communions that can creat¢ a zone
in which all lines of sight are blocked. In this
case the size of the miniatures or the altitude
level at which the fightefs are located are not
taken into account. No one can see anything
at all through this type of obstacle.

+ The miniatures themselves: To benefit from
a line of sight that passes between two fight-
ers, the minimiim space separating them is
10 c¢m for marksmen-and 2.5 ¢m for magi-
cians, the faithful; and all objects and capaci-
ties that need a line of. sight (except objects
that need an Aim test to-be made): :

epresented by elements:
Y postures-be-

ing very varied (some are on their knees while
others have their arms stretched upwards),
determining if a miniature standing behind
an element of the scenery can be seen or not
by another miniature is up to the players.

The Wolfen crosshowman (on the right) is of Large Size. He isallowed
to target the bard of Alahan (on the left) since the fighter standing
in between them (at the centre) is smaller than the marksman,

The Griffin fusilier (on the left) is allowed to target the
war teoll (on the right) since the miniatures standing

between them are of smaller Size than the target.

Tha Grifan fstiiacs

(Unit'A)havea = -
line of sight omnto.
the swordsmen of -

“Alahan (Unit BY.
“The paladinsof
Alahan (Unit C) are

outside of Unit A’s

field:of vision
“and the mounted '

knights of the Lion
(Unit D)are hidden
by an obstacle.:

{GRIFFIN FUSI

PAtADIN
OF ALAHAN

SWORDSMAN
OF ALAHAN

KNIGHT
OF THE Lion




Throngs of the possessed rise from the innards of Aarklash to sow terror. -

15 3 1 Hldd{:n targets

Ifa minfature forms anpbstacle between twn
other rmmaturee Incated at the same altitude
kvcl then there still is'xline of sight if one of

the miniatures s of a greater size than the one.
forming the obstacle. In this'case the target is:

considered tobe only partially visible.

A f]y{11giﬁglirrir never hides another fying
fighter and a fighter on the ground never hides
another fighter on the ground if the shot is
made from a different altitude level.

1.3.3.2 Within Units

Within a Unit in close formation, the troops |

in the second rank are considered to have the
same line of sight as those in the first rank.

If the Unit is in scattered formation, the
troops in the third rank also have the same
line of sight as those in the first and second
rank. The fighters making up these hind ranks
also use the field of vision of those in the first
rank.

Independents, however, use their own field
of vision,

Despite this, the miniatures in the front rank
of a Unit prevent enemy marksmen from tac-
geting miniatures in the ranks behind the first
one.

1.3.4 WOUNDS AND LOSSES

Attacks that aren’t parried, shots, and many

‘other game effects inflict damage on the fight-

ers of Rag'Narok. To determine the impact of
these situations, a Damage Roll is made using

- 1d6. The result of each die is then compared

to the dlﬁETEﬂ( between the attack’s STR
and the t-.lrge.\ts RES. (A ‘projectile weapon's
Strength is printed on the marksman's refer-
ence card in his “Equipment.”) :

The result found at the intersection of the
“STR-RES” column and the “d6 result” line in
the Wound Table (see p.92) indicates the num-
ber of Wounds suffered by the tarpet.

A :’ on the die is not an automatic failure
The number of inflicted Wounds is simply
read on line 1 in the table, So if the STR-RES
difference is +9, then the Damage Roll inflicts
one Wound on a result of [+ .

When making a Damage Roll the die can
be rolled again when the resultis a !
Damage Roll is rolled again and the second

roll gets a l' then the number of inflicted
Wounds must also be read in line 1.




* EXAMPLE
Two bullets (STR 6) shot
by Griffin fusiliers have
hit a quaestor of Acheron
(RES 6). The STR-RES
difference between tl
two characteristics is
zero, so the results of the
Damage Rolls are read
in the “-1/0" column
of the Wound Table.
‘The Griffin player
rolls 2d6 and get

and [ The result of

is a failure, but the
inflicts the quaestor of
Acheron with a Wound.
Since he can endure
two Wounds, a counter
is placed on his base.
During the same firing
phase the same Griffin
Unit hits four morbid
puppets (RES 2). The
STR-RES difference is
of 4 in the marksmen'’s
favour, The results of
the Damage Rolls are
therefore read in the
"3/4” column of the
Wound Table. The
Griffin player mllc lld(w
and Fie
and The * does
not cause a Wound.
But the three other
results each cause one.
Wound. Three morbid
puppets are therefore
removed as Losses.

If the target suffers a number of Wounds
greater than or equal to'the number it can en-
dure depending on its Size (see above), then it
is removed from the battlefield and is consid-
ered a Loss.

Whatever the damage indicated on the
Wound Table, a same Damage Roll can cause
only one Loss. Some attacks entail exceptions
(such as devastating attacks, artillery fire,
etc.), which are explained in the following
chapters.

If a fighter who can endure several Wounds
is injured without being killed, a counter is
placed on his base or on-his reference card.
He does not suffer any penalties but is re-
moved as a Loss if he suffers enough Wounds
later on. &

1.3.5 THE INFLUENCE
OF FEAR
The ﬁghters of Rag'Narok are divided
into two categories: fear-inducing

ﬁghters who have a FEAR value and coura-
geous fighters who have a COU value. A Unit .

can inclade fighters of both types: Howevet,
a Unit is defined as being either fear-inspir-
ing or courageous. Though this notion is
explained latet in this chapter, it is best to
clarify Courage tests before dwelling on the
constitution of a Unit (be it fear-inspiring or

cotirageous).

Be it fear-inspiring':ér, éouragéoiis; a Unit
depends on the number and the Size of the
fighters it is made up of. Thus, the more fight-

ers there are in a fear-inspiring Unit, the more :

it inspires fear. And it is even more so if the
fighters are of Large Size ‘or bigger. This is a
Unit parameter called Domination Factor/D.F.
(see p.23). Furthermore, a Unit is defined by a
state. This is an indicator of its members’ de-
termination.

1.3.5.1 The Courage test

. . When a fear-inducing Unit charges
G (meaning that it has been given this
Order) or engages a courageous Unit, the lat-
ter must make a Courage test with a difficulty
equal to its opponent’s FEAR. This test must
also be made if a courageous Unit attempts
to charge or engage a fear-inducing Unit. The
Courage test must be made after having made
sure that the charge or engagement was pos-
sible in terms of distance, but before moving
the miniatures.

For this test to be passed successfully; its
final result must be strictly greater than the
fear-inducing fighter’s FEAR.

THE COURAGE TEST

1 Sixteen Dirz crossbowmen (COU 2) try to charge twelve ghouls
- (FEAR 6). The Courage test required for the crossbowmen.
is failed. The latter's Courage is lower than their-assailants’
FEAR, but their Domination Factor is higher. Their
reaction is therefore Control: they remain immaobile; Their
Commander-in-Chief’s plan isn’t goingas planhed...

2 Inthe same round they are
charged by a Unit of nineteen
morbid puppets commanded
by Melmoth (FEAR 7) and they
fail their Courage test again.

Their Courage/COU is once

again lower than their opponent’s
FEAR. This time their Domination
Factor is also lower, Their

reaction is therefore Rout.

Dirz
" HALBERDIER

] Grolt oF
ACHERON

1 Moraip
PupreT

- MELMOTH
CRANE WARRIOR




If the test is successfully passed, then the
hand-to-hand combat continues in the usual
way.

If the courageous Unit fails its Courage
test, then the following conditions apply:

+ If the COU is lower than the FEAR and the
courageous Unit’s Domination Factor is low-

er than that of the fear-inducing Unit, then |

the courageous Unit's reaction is the state of
“Rout.” :

1f the COU is greater than or equal to the
FEAR or the courageous Unit’s Domina-
tion Factor is greater than or equal to that of
the fear-inducing Unit, then the courageous
Unit's reaction is the state of “Control.”

.

If the COU is greater than the FEAR and

the courageous Unit’s Domination Factor is |
greater than that of the fear-inducing Unit, .

then the courageous Unit's reaction is the
state of “Valour.” 3

1.3.5.2 Immunity to fear ;

If a Unit successfully passes a Courage test; it
is then immune to the FEAR of all Units whose
value of this characteristic is lower than or
equal to the one it has just resisted (and: this
until the end of the game).

1.3.6 STATES

The states in-Rag/Narok reflect a Unit’s be-
haviour at any moment during the game. A
same Unit can be subject to only one state
ata time. By default a Unitis considered to be
subject'to “Valour.” This state can vary during
the game depending on various parameters. A
valorous Unit can act in the normal way.

Modifiers bound to states always apply to all
the Unit’s members.

All penalties bound to Rout and Disorgani-
sation are cumulative with others (such as for
charging). However, Rout and Disorganisation
are states and therefore replace any other state.
For example, if a Disorganised Unit goesinto a
state of “Rout,” the penalties bound to the two
states are not accumulated.

1.3.6.1 Control

. A Unit that fails its Courage test when
faced with a fear-inspiring Unit can be
subject to the effects of Control, This depends
on its Courage/COU and its Domination
Factor.

A Unit in Control doesn't flee, but it suffers
the penalties bound to the state of “Disorgani-
sation” until the end of the round. It cannot
charge or engage the Unit causing this state: it
remains immobile.

21

The state of “Control” automatically 'disap-
pears at the end of the round. However, the
Unit that suffered it must test its: Courage
again in the next round if it is still in contact |
with the same fear-inspiring fighterora differ-
ent one with a FEAR to which it isn’t immune . 3
yet.

1.3.6.2 Disorganisation -
AW A Disorganised: Unit suffersa -1 in INT,
‘ ATT and DEF. ‘None-of these charac-

| teristics can become less than 0'in this way,
i Moreover, the difficulty of the Courage test
| to be made if this Unit is at a disadvantage at
i combat outcome (see pp. 89-95) is increased

by 1 point. These penalties are cumulative

with other penalties.

A Disorganised Unit can receive Orders in

- the usual way. However, at the moment that it
1 is-activated the Unit must make a Discipline

test with a difficulty of 6. This test is called the
Reorganisation Roll.

AL this test is failed, the Orders given are ig-
nored and the Unit remains Disorganised.

df ‘the test is passed, the Unit is no longer
Disorganised. Its returns to a state of “Valour”
and itcan carry out an Order.

In all cases the members of a Disorganised
Unit can fight in hand-to-hand combat and
use magic as well as faith.

: 1.3._6.311{&1{

A A Unit can' be brought to:Rout after a

Courage test caused by a fear-inducing
enemy or at'the end of hand-to-hand combat.
It is then subject to the following rules.

A-Unit in Rout can attempt to rally during
every rallying phase by making a Discipline
test with'a difficulty of 6, even if it is involved
in-a fray. 1f it fails this test. it continues suffer-
ing Rout’s effects.

As long as the Unit remains on the battle-
field it can attempt to rally in every round. Any
miniature that flees beyond the battlefield’s
limits is lost. It is considered to be a Loss.

If it manages to rally during the rallying
phase, it becomes Disorganised.

A Unit in Rout suffers a -1 in INI, ATT and
DEF. This penalty is cuamulative with all other
penalties, but none of these characteristics
can become less than 0 in this way. Moreover,
a Unit in Rout cannot attack, not even using a
counter-attack or the “Ambidextrous” ability.

A Unit in Rout automatically receives a
free “Disengage Order”.

Magicians and the faithful who suffer the ef-
fects of Rout cannot do the following actions:
+ Cast a spell or call a miracle.

+ Initiate or participate in a ritual or a
communion.
» Use countermagic or Censure.




* EXAMPLE

The goblins are once again
attempting an incursion

in the lands of the

Sessairs Kelts. Malek the
Bloodthirsty accompanies
a Unit of 20 Kelt warriors
into combat. They charge a
Unit of 15 Strohm warriors
led by Becbunzen. Malek
the Bloodthirsty lets out
his war cry, giving him a
FEAR of 6. Becbunzen's
Courage is 5 but he gets

a - |on his Courage Roll
and thus fails this test!
Becbunzen's COU is

lower than Malek the
Bloodthirsty’s FEAR.
However, the Stréhm

‘ e
test when faced with a fear-inspiring Unit, It | « Courageous fighters within fear-inducing SRS alEISRUEEEY
! ) : KAt | 37 2 Factor is greater than
is equal to the sum of the values associated | = Units R PR i e y
% g b s S B that of the fear-inducing
with each' of its members. These values vary . 1fa courageous fighter joins a fear-indu # Unit (since Malek is the
depending on the Size of the fighters: -~ Unit, he 15 not counted'in the calculation of - EETINEIIGYCEAY

+ Small Size and Normal Size: 1  this Unit’s Domination Factor when it comes . JRUCECLIRESIERITH
is therefore Control.

» + Large Size: 2 todetermining thereaction ofan enemy Unit
s L E“(AMPIZF‘ » Very Large Size: 3 that has failed its Courage test.
A Unit of twelve morbid 'ij S ehat noludas bt S
puppets (Normal Size) ; Af a Unit:that 1-11c udes both courageous an
led by the formidable : fea ucing fighters is charged or engaged

Almighty Crane (Large Some abilities also act as modifiers of the 'I":y ‘a-fear-inducing Unit; the ‘Déomination
EEURCEERSSBENEN  Domination Factor. Factors of the courageous fighters and the
Factor of 14 (12+2). : 3 3 £ Nt
« Colossal: +1 fear-inducing ones are compared within this
« Gigantic: +2 Unit.

* EXAMPLE

The Domination o . : X ; e -
S T TI Il ° Fear-inducing fighters within courageous « If the courageous fighters' Domination :XAMPLE
and his watchgoblin Units : ; Factor is greater than or equal to that of [RSRl formed by a provost
ERERCRIENN [t can happen that & fear-inducing fighter, the fear-inducing fighters, then the whole
such as a Character; accompanies a Unit that Unit must make a Courage test. All of

doesn't cause fear. its:members are then subject to the state

of Uren "™ and five thermo-
N -

warriors > is charged

by a Unit of Wolfen ™,

Within the Unit of dwarves

In this case only the concerned miniature obtained. the courageous fighters’

causes fear. : Domination Factor is | and

If the courageous Unit fails its Courage test, «1f the courapeous fighters’ Domination that of “}C real".l“d“‘f”’-g
1 fighters is 5. This Unit

therefore does not have

only the real number of fear-inducing min- | Factor is inferior to that of the fear-
iatures must be taken into account when | inducing fighters, then the Unit does not

to make a Courage test.
{ determining the Unit’s reaction. The coura- | have to make a Courage test.
geous miniatures making up the rest of the
Unit are not counted in the calculation of the
‘ Domination Factor.
]

* EXAMPLE

A Unit formed by

a thermo-priest on
razorback ™ and two

Uren's sons " is charged
by a Unit of Wolfen 3.
Within the Unit of dwarves
the Domination Factor of
the courageous fighters

is 4 while that of the fear-
inducing ones is 2. The
whole Unit must therefore
make a Courage Roll and
uses its total Domination
F:wlur, muuning (T. to
determine its reaction if
it fails, Whichever state

it goes into, the whole
Unil is subject to it.




* EXAMPLE

A Unit of Dirz halberdiers
(Scorpion Regulars) gets
the immense honour of
being led by Razheem the
Insane (Scorpion Living
Legend Champion). This
Unit's rank is nevertheless
Regular, However, when he
transmits his leadership,
Razheem keeps his rank
of Living Legend.

* EXAMPLE

A Unit made up of
Magnus the Mystical
(Adept) and two thermo-
priests (Initiates) has

a rank of Initiate.

1.4.1.3 Rank of a Unit

A Unit’s rank is that of the troops making it
up and not that of any Independents who may be
accompanying them. Ifa Unit is only made up of
Independents, then its'rank is considered to be
equal to the lowest one among all its members.

-

1.4.2 CHARACTERS
(INDEPENDENTS).
Characters fighters: . whose iden-
tity is known to the players. All of them are

Independents.

Invincible champions, magicians of great
talent and the faithful whose faith can maove
mountains are exceptional beings. When they
join an army, the soldiers’ cheers welcometheir
presence while a wave of fear washes through
the enemy ranks. :

Characters can only accompany Units of a
rank category equal to or inferior to theirs,

are

may be,

'.

1.4.3 ALLIES AND
MERCENARIES

Anarmy isn’t necessa r'iiy made up of fighters:

coming from the same people: some ‘factions
can be allied to confront a common opponent;
warriors fearing neither god nor man can seli
their services to'the highest bidder. .

Alliance/X and Mercenary are abilities. Fur-
thermore, each army relies on the support of a
people and admits “natural” Allies.

1.4.4 COMMANDERS
(INDEPENDENTS)

All fighters with the “Leadership/X” ability
are called commanders. A Unit with a com-
mander obeys the chiefs of its army more eas-
ily. There are “natural” commanders, meaning
that their profile includes the “Leadership/X”
ability. The Rag'Narok rules also allow com-
manders of lesser importance to be created:
these are known as Leaders.

Commanders direct and inspire the troops
in battle. When associated with a standard-
bearer and/or a musician;, a commander can
form a war-staff (see below), as long as these
three fighters are of the same rank category.

1.4.4.1 Characters {(Independents)
A Character commander ‘transmits his
Courage/COU or Fear/FEAR and Discipline/
DIS values to all the Units of a rank category
equal to or inferior to his that are within his

Leadership/X range of X c¢m and at'thé same

altitude level as him. This distance is mea- |
sured from the edge of the commander’s or §
the war-staff member's base (see below) to the |

edge of the base of the closest miniature ofthe
Unit that wishes to benefit from ‘this leader-
ship. Leaders (see below) do not transmit their:
characteristics outside of their Unit.

L

The transmitted values are, however, modi-

fied according to the difference in rank cate-
gories between the ecommander and the Unit’s
members, If the Unit using the values trans-
mitted by a commander is of a rank category
inferior to the commander’s, then a -2 in COU
(ar FEAR) aud DIS is applied for each degree of
difference in rank categories: :

Any war-staff bonuses there may be apply in
the usual way (see furthet).

Warrior-mages - and  Warrior-monks can
become Leaders of any Unit of their peaple,

{ whatever their rank category, Due to this, it
As for magicians and the faithful, they can.ac- |
company any Unit, whatevert its rank category |

can happen that a Leader is'of'a rank category
inferior to that of the Unit he leads. In this case

‘he transmits: his. Courage/COU and Disci-

pling/DIS values to his Unit without penalties.
Whatever the number: of rank categories
separating the commander from the troops,

~the transmitted values can never belower than

those of the troops making up the Unit.

1.4:4.2 voss of leadership

Some spells or miracles can make a fighter
lose his “Leadership/X” ability temporarily or
permanently. If the army’s chief is the victim
of such 'an effect; then he loses the faculty to

1sH

NON-COMMANDER
INDEPENDENTS

An Independent who doesn’t have the
“Leadership/X” ability doesn’t transmit his
Courage/COU or Fear/FEAR and Discipline/
DIS values to the Unit he accompanies. Ifthis
Unit must make a Courage or Discipline test
without being in a commander’s leadership
range, then the values of its troops are used.

Ifa Unit is brought to Rout (see States), then
so are the Independents accompanying it.

If a Unit is formed only of non-commander
Independents, then the lowest Courage/COU
and Discipline/DIS values among the Unit’s
members are the ones taken into account.

If fear-inducing Independent who doesn'’t
have the “Leadership/X" ability accompa-
nies a fear-inducing Unit whose FEAR is
lower than his, then his FEAR is ignored. He
is considered to have the same FEAR value as
the rest of the troops.

® PLEASE NOTE!

A commander cannot
transmit the values that
another commander has
transmitted to him.
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give Orders to his Unit and to transmit his
leadership. On the other hand his Discipline/
DIS is still used for the Tactical Roll at the
beginning of the round. However;, he cannot
form a war-staff as long as he hasn't recovered
the use of his ability. If he is within range of a
standard-bearer and a musician, he only ben-
efits from a +1 bonus in Courage/COU and
Discipline/DIS.

1.4.4..3 Absence of leadership

Ifno commander is presentin (or within lead-
ership range of) a Unit, then it uses the values
of the troops making it up (and not that of any
Independents who may be accompanying it).

1.4.4.4 Modifying the
commander’s
characteristics

1f for any reason the commander's Courage! :
COU or Fear/EEAR and Discipline/DIS values i
are reduced and become lower than that of the

troops making up: the Unit, then the troops
values are uscd for any tests to be made

1.4.4..5 Multiple commander&

Ifa Unit is within the leadership range of sev-
eral commanders and must make a Courage
or Discipline fest; then the playet'can choose
which 'one transmitsthis leadership for the test.

3

1:4.4.6 Commanders in Rout

A commander in Rout (see States) cannot
transmit his leadership. As long as he hasn't
been rallied only he and the Unit he is in can

use his Courage/COU and Discipline/DIS.

THERED

LionNEss
SWORDSMAN

OF ALAHAN:

: ’The Red Lmue:'; (COU 9; DI1S 6)is a c]ﬂmplon of Elite rank.
{categm:) 2) endowed with the “Leadership/15" ability. She -
‘acconipanies a Unit of swordsmen, who are Lion Veterans (Lalegory 1),
in the struggle opposing them to the damned of Acheron. ;
One rank eategory sepacates the Red Linhess from her troaps. “The !atter
therefiie use the Red Lioness's characteristics mimts 2: COU 7 and DIS 4

TRANSMISSION C

OF LEADERSHIP

: (ualegﬁry 1). Hls 1eade:shlp
“rangeits of 10°ci:
\ .« The warriors of

Aragsalil'the Skmrier A e,
commander of Regttlaf pank

‘and G} are within Aragsalil’s’
 leadership range; Beingof the -
same rank category than his, -
they can use this commander’s
FEAR and Discipline when = =
making tests that require

these characteristics.

« The sentinels of Mid-Naor
(Unit'A) are also within
Aragsalil's leadership range. ok
However, they are of category 2
and therefore cannot benefit =
from Aragsalil’s leadership.

+ The reapers of Mid-Nor:
{Unit D)are too far from the
commander to benefit from
‘his Fear and Discipline rafes;

SENTIMEL OF
e Mip-Nor

ARAQSALIL
THE SKINNER

N/ARRIOR OF
MID-NoR

REAPER OF
Mip-Nor




MELMOTH

@ MoreiD ANGEL

CrANE WARRIOR

Melmoth (FEAR7: BISO)is a
champion of Acheron of Elite rank
{category 2) endowed with the
«Leadership/105 ability. A Unit

of morbid angels-(category 1) is
within his leadership range.

(One rank category separates
Melmoth from these Regulars;
Melmoth therefore transmits a
FEAR of 5 to the morbid angels he
commands. These troops have a
higher characteristic (FEAR 6) than
that; so they use their own rate.

1.4.5 THE COMMANDER-IN-
CHIEF (INDEPENDENT)
To command a whole army, a chiefis needed.
He carries the title of Commander-in-Chief.

This fighter is the keystone of Rag'Narok's |

strategic aspect.

Every player must select his army’s. Com-
mander-in-Chief. Fle must be a Character
with the “Leadership/X" ability, A Character
who has become: a Leader can alsp become
Commander-in-Chief.

The Commander-in-Chief cannot be a Mer-
cenary unless he is of the same people as the
one the armyis of. The Commander-in-Chief
cannot be chosenamong Allies.

For a magician to be named - Commander:
in-Chief of an-army of Acheron, he absolutely
must- master necromancy or circaeus.

For amagician to be named Commander-in- |

Chief of a Cynwall army, he-absolutely must
master chronomancy or solaris.

1.4.5.1 Privilege of the
Commander-in-Chief

Any Unit located within the Commander-
in-Chief’s leadership range (including the
Commander-in-Chief himself and the Unit he
is part of) rolls 2dé instead of only one for all
Courage and Discipline tests and only keeps
the better of the two results. For the Tactical
Roll, however, the Commander-in-Chief only
uses one die for his Discipline test, The Com-
mander-in-Chief is furthermore subject to all
the rules concerning leadership.

For deployment and the Tactical Rollitis the
Commander-in-Chief’s DIS that is taken into
account. It can benefit from bonuses given
by the presence of a musician or a standard-
bearer, or due to a magic object, spell, miracle
or aptitude.

This effect does not apply when the
Commander-in-Chief in  Rout. A
Commander-in-Chief in Reouf doesn't give
any further basic Orders as long as he hasn't
been rallied. However, his DIS{is still used for

is

the Tactical Rolland he catitinues giving ad-
ditional Orders. : 2

‘The:Commander-in-Chief’s Discipline is at
the centre of strategy in Rag'Narok (see p. 42).
It allows the player to have tactical alternatives
(see Orders).

1.4.5.2 Commander-in-
Chief in Rout
Al commander in Rout can fransmit his
Courage/COU or Fear/FEAR and Discipline/
DIS values only tothe Unit he'isa part of. Fur-
thermore, a commander in Rou}é including the
“army’s Commander-in-Chief; doesn’t giveany
“further basic Orders as long as he hasn't been
rallied.

1.4.5.3 Death of the
Commancder-in-Chief

If the: Commander-in-Chief dies, ‘then the
player must select anew Commander-in-Chief
whose  Discipline/DIS {5 then used for the
Tactical Rolls. An Allied or Mercenary com-
mﬂnde!‘ cannot I'EI).IEI(TC thf‘ d(,’?ld CO[T[H\DndEl’A
in-Chief (unless the Mercenary is of the same
people as the dead Commander-in-Chief). A
standard-bearer or a musician cannot either
replace a Commander-in-Chief, Howeyer, the
“successor” does not benefit from the special
tules concerning the Commander-in-Chief.
The Units within his leadership range do not
roll 2d6 for their Discipline and Courage tests.

If the Commander-in-Chief is killed, the
player suffers a -1 on all Discipline tests for

i the rest of the game, even for Allied and Mer-

cenary fighters. If the new Commander-in-
Chief is also killed, this penalty isn’t increased
and therefore remains -1.

If no other commander is left at the
Commander-in-Chief’s death, then the fighter
with the highest Discipline/DIS takes on this
huge responsibility. In this case, however, the
penalty on Discipline tests becomes -2 for the
rest of the game.
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1.4.6 UNIT LEADERS
(INDEPENDENTS)

A Leader is a member of the troop with a :

special status that the player buys by paying a

@ costin AP

* EXAMPLE
The “Leadership/X"

ability of the Almighty

Crane (living-dead)
has no influence on
the Units of ghouls
of Acheron (alive)
in his army.

Musicians and standard-bearers must either
form a war-staff with: a :commander of the
same rank category as theirs, or accompany a
Unit of a rank category that is equal or inferior

’-:{ to theirs (see further).

When raising an army, a member of any Unit
that is already assembled (except musicians
and standard-bearers) can become command-
er at an additional cost of 10 A.P. Such a fighter
is then called Leader. His profile is then modi-
fied in the following way:

« His Courage/COU or Fear/FEAR isincreased
by 1 point.

« DIS #1 if he has such a value (and nota *-").

+ He acquires the “Leadership/0” ability. This
means that only the Unit of which he'is a
member can benefit from his leadership.
From then on this fighterisa commander like
any other warrior with' the “Leadership/X"
ability. A Leader can benefit from the normal
bonuses given by a standard-bearer and ‘a

1e]
EXCEPTION OF

CONSTRUCTS AND
THE LIVING-DEAD

A commander with the “Construct’ (see
p. 126) ability applies his: leadership only
to other Constructs in his-army. Non-Con-
struct fighters are therefore not influenced:
they do not benefit from the additional Or-
der granted by his leadership or from the
transmitted COU/FEAR rates.

Likewise, Constructs are not influenced by
the “Leadership/X” ability of non-Construct

“commanders in their army. They do not ben- |

efit from the basic Order given by this com-
mander or from the transmitted COU/FEAR
and DIS rates.

However, a Commander-in-Chief can al-
ways transmit the additional Orders ac-
quired by the Tactical Roll to his Units, be
they made up of Constructs or not.

These rules apply in the same way to fight-
ers with the “Living-dead” ability. Fighters
who are not Living-dead are considered to
be “alive.”

-

Nevertheless, Units of Constructs and
of the Living-dead can receive Orders and

a temporary Discipline rate thanks to the |

Stranglehold rules (see pp.126-127).

-

musician or can even form a war-staff with
them. Yet in no way can he transmit his lead-
ership to another Unit than his own, not even
by using other members:of-his war-staff as a

| relay. His Leadership/X value is indeed 0!

A non-Character fighter who becomes a
Leader is not considered to be a Character.

In o way can a Leader leave his original Unit.
It can, however, be divided but'the Leader must
remain in.one of the Units created in this way.

A fighter who forms a Unit on his own can
also become a Leader.

There can be several Leaders withina same
Unit, but whatever their number, the Unit
they accompany only benefits: from one single
Order due to their preéehce (see42).

1.4.7 MUSICIANS AND
STANDARD-BEARERS
(INDEPENDENTS)

There are two ways of Using musicians and
standard-bearers. They can either act within‘a
Unit or form a wat-staff with a commander.
(A Leader can also: be part of a war-staff: In
this case his leadership can only be transmit-
ted to the Unit he accompanies.)

T 70 Alone ti a tnit

i+ A musician gives a -1 in Discipline/DIS to

the Unit he accompanies, be it a fear-inspir-
INg Or courageots one, '

» A standard-bearer gives a +1 in Courage/
COU or Fear/FEAR to the Unit he accompa-
nies. A standard-bearer gives this banus only
to fighters with same type of value as he has
(Courage or Pear).

A same Unit can benefit from the bonus giv-
en by only one musician and one standard-
bearer at a time,

8 'The “Leadership/2

-
1.4.7.2 In a war-staff

A war-staff can join a Unit or act on its own.
As long as they are not members of a Unit or
of a war-staff, musicians and standard-bearers
don’t give bonuses to anyone at all.

L g
1K

FEAR-INSPIRING
COMMANDERS AND
WAR-STAFES

A fear-inspiring commander or
e standard-bearer can transmit a bonus
or his FEAR only to Units whose troops have
a FEAR rate. If a fear-inspiring command-
er transmits his leadership to a Unit that
doesn’t inspire fear, then it can use the com-
mander’s Discipline/DIS and uses his FEAR
for its Courage tests. :

B 3

* PLEASE NOTE!

ability

of musicians and
bearers has no effect if they
don’t form a war-staff.

* PLEASE NOTE!
There cannot be more
than one musician
and one standard-
bearer per war-staff.




TRANSMISSION OF LEADERSHIP BY A WAR-STAFF

“THE Rep LionEss
ON HORSEBACK

MOUNTED
STANDARD-BEARER

MOUNTED MUSICIAN
OF THE LION

MOUNTED KNIGHT
OF THE L1oN

| SWORDMAN

PALADIN
OF ALAHAN

The mounted Red Lioness is accompanied by a mounted musiciar of the Lion and a
mounted standard-bearer of the Lion: All three are of Elite rank (category 2) and have
Leadership/15. As a consequence, as long as they are in'the same Unit, within 15 cm of

at least one of the others, they form a full war-staff and their Courage/COU and their
Discipline/DIS are equal ta the Red Lioness’s characteristics increased by two points.
Furthermore, any Unit of their army and of rank category 1 or 2 benefits from the presence
of this war-staff as long as they are within less than 15 e¢m (due to Leadership/15).

In this example the paladins of Alahan (Unit A) and the mounted knights of the Lion

{Unit B) are of the same rank category as the war-staff led by the:Red Lioness, whereas

the swordsmen of Alahan (Unit C) are of an inferior category, Units A and B'therefore
benefit from the Red Lioness’s Courage/COU and Discipline/DIS increased by two points
(meaning the same values as those of the full war-staff); anlike Unit C, which benefits from
the war-staff's characteristics reduced by two points (meaning those of the Red Liioness).




Fort Kaiber in renown for its fortifications. In it the Liol

A war-staft allows the commander’s Courage
or Fear and Discipline valim_s‘ tobe transmitted
by the musician and the standard-bearer. To
do so, the fighter who actsas relay must have at
least one other member of the war-staff within
his leadership range. He can then transmit the
commander’s Courage/COU (or FEAR) and
Discipline/DIS: {modified by ahjy bonuses or
penalties) to any Unit of an equal or inferior
rank category within his leadership range.

« When a commander forms a war-staff with
a standard-bearer, he benefits from a #1 in
Courage/COU or FEAR.

« When a commander forms a war-staff with
a musician, he benefits from a +1 in Disci-
pline/DIS.

» When a commander forms a war-staff with
a standard-bearer and a musician, he ben-
efits from a +2 in COU (or FEAR) and in DIS
{instead of the bonuses above).

These bonuses are added to the commander’s
Courage, or Fear, and Discipline when he
transmits them to another Unit.

During the game the war-staffs must be
defined right before every Tactical Roll. All
members of & same war-staff must be of the
same rank category, of the appropriate type,
and must imperatively be part of the same
Unit. A war-staff cannot be formed during the
movement phase.

Once a war-staff-has been formed, lhc com-
mander whao'is patt of-it ‘cannot transmit his
leadership through a'musician or a standard-
bearer who isn’t:part of his'war-staff.

A war-staff canjoin a Unit or act on its'own.
As long as they aren’t: members of a' Unit or
war-staff, ‘musicians and . standard-bearers
don’t give a bonus to anyoneat all.

A commander who inspires fear can only |

form a war-staff with musicians and standard-
bearers who also inspire fear (see box). On the

other hand a commander with Courage can
transmit his DIS to a fear-inspiring Unit: Fur-
thermore, this Unit can use the'commander’s
Courage/COU for its Courage tests.

1.4.8 THE ARMY STANDARD

@_ “Andrmy canincludean army standard.
@4 Yet this cannot be justany normal ban-
ner. Only a standard-bearerof “Living Legend”
rank can’ be chosen to be an army standard.
Fucthermaore; he abqolmely muv.lL be of the

A standard—hcaler; of “Living l.egend rank
can become army standard ‘at an additional
cost of 10 AP,

‘There can he only one arm} standard per
camp.

An army standard gnes a 11 in COU (oriin
FEAR) and in DIS. He can also form a war-
staff with a Character of any rank. (This war-
slaﬂ"s;.ran}_{. is then that of its cammander);
1t is then considered that the army standard
represents both a standard-bearer and a musi-
cian on his own and that hegivesa +2 in COU
{or in EEAR} and'in'DIS to l:‘cis Comfmanélcr. He
is furthermore subject to all rules doncerning
war-staffs. : ‘

Anarmy standard’s leadership range is twice
the distance printed on his reference’card.

1.4.9 WAR MACHINES

War machines are rare and:priceless gear.
Any warlord who has the privilege of having
any must-watch over it even more than over
the life of his troops.

War machines introduce specificities that

| are the subject of a chapter of additional rules

on page 102

; of Alahan attend to the maintenance of their famous ballistae.




* EXAMPLE

A Unit of goblin marauders
with swords cannot
include goblin spearmen
within its ranks.

* EXAMPLE

Malek the Bloodthirsty is
a Character of “Special”
rank. He can accompany a
Unit composed of troops
of rank categories 1 or

2. A wise warlord will
always know to give him
the role that best suits
this intrepid warrior...

——{1.5]

UNIT COMPOSITION

A Unit can be camposed of twa types of fight=
ers: troopsand Independents. The term “troops”
includes all fighters who-aren't Characters; ma-
gicians, faithful, musicians, standard-bearers
or commanders. In any case all members of 4
same Unit must be of the same people.

A Unit can be made up: of any number of |
miniatures. There is neither a minimum nora |

maximum when it comes to Unit size. ‘There
are, however, certain rules concerning: the
minimum value (in A.P.) of a Unit.

1.5.1 THE TROOPS
The troops of a same Unit must all be of the
same type.

v HisCourage/COU orFear/FEAR isincreased

.= He acquires the “Leadership/0”™ ability. ‘This

If atype of fighter can be represented by seve-
ral reference cards that are different in terms |

of characteristics or:abilities, such as giant bar- |
barians or tigers of Ditz, then the whole Unit |
must be represented by only one reference !
card. All of the Unit's members then have the

same characteristics-and abilities.

@

When a Unit' includes troops in its hum-
bers — meaning that it isn't only made up of1n-
dependents — then the total value ofits troops
must not be less than 50 A.P. it the time that
it is deployed on the battlefield.

Though they have the status of an Indepen-
dent, the costof Leaders is included in the to-
tal of the troops.

1.5.2 INDEPENDENTS

Independents are the only members of a Unit
who can have different characteristics than
those of the troops. They are subject to certain
particular rules.

Independents are not subject to any mini-
mum value restrictions. They can forma Unit
on their own or accompany troops. There'are,
however, two exccptions.

@

» Characters, musicians and standard-
bearers can join any type of Unit thatis in a
rank category equal or inferior to theirs.

» Magicians and the faithful .can join any
Unit, whatever its rank category may be.

1.5.2.1 Characters

The A.P. value of Characters, including
their artefacts, spells and miracles, must
not be more than 50% of the army’s total

| already assembled (except musicians-and stan-
* dard-bearers) can become commander at an
i additional:cost o 10 AP, Such a fighter is then:

value. (Allied Characters are also taken into
account in thistotal.)

Every Character is unique, for he is'anIncar-
nate {see Aarklash). It is therefore impossible
to have the same Character more tharn once

in the same army. Opposing armies ¢an, how-

ever, each include the same Character.

1.5.2.2 Leaders.

When raisingan army, a member of any Unit

called Leader. His profile is then modified in’
the following way:

by 1 point.
« DIS +1 if he has such a value (and nota "-“). -

medns: that only the Unit of which he is'a
member can benefit from fis leadership:
Fighters with = the = “Warrior-mage”.  or
“Warrior-monk” ability enjoy a status apart
. in the eyes of their people’s troops. They can
become Leaders of any Unit of their: people

“and this no matter therank Categoi'y and the
type of troops itis made up of. For example, a
Griffin Inquisitor can be the Leader.of a Unit
of templars of the Inquisition.
A Character can also become da:Leader at a
cost of 15 AP, (instead of 10 A.P.), but his
Courage/Fear and Discipline characteristics
are not increased. He simply gainsthe “Lead-
ership/0” ability. :

He can then'accompany a Unit'in the same
conditions as any Character.

-

Restrictions:

Standard-bearers, musicians, magicians (ex-
cepting Warrior-mages) and faithful (except-
ing Warrior-monks) cannot become Leaders.
The Living-dead or Constructs cannot be-
come Leaders either, with the exception of
those who have a Power or Faith value. This
point prevails over the rule that prohibits

a magician or a faithful from becoming a
Leader: a magician (Warrior-mage or not)
or a faithful {Warrior-monk or not) who has
the “Living-dead” ability (“construct” ability)
can become Leader of a Unit of Living-dead
fighters (construct fighters), see.p. 126,

When a Living-dead or a Construct becomes
a Leader, his Discipline/DIS characteristic is
not increased even if he is not a Character.

For example; a quaestor of Acheron can be
the Leader of a Unit of zombies, but his DIS
remains inexistent,

If a Leader’s total cost is of 50 A.P. or more,
then he cani make up a Unit on his own.

* OPTIONAL RULE
In agreement with your
opponent you may
choose to include the
same Character several
times in the same army.
However, in order to
preserve the unique
quality of these fighters,
only one of them is
considered to be the
Character "specified” by
his name, This means
that the artefacts, spells,
miracles and experience
cards reserved to

these Characters can
only be given to the
“specified” one.

* EXAMPLE

A Lion player includes
the magician Meliador
the Celestial twice in
his army of Lions of
Alahan. However, the
Set of Crystalline Prisms
artefact being reserved
to this magician, only
one of the two can carry
it. The other magician

is still considered to be
a Character with the
same characteristics

as Meliador the
Celestial, but with

a different name.




* EXAMPLE OF
ARMY COMPOSITION
An army of Lions

of Alahan worth

2000 A.P. that is about
to confront a horde of
orcs decides to ally itself
with a small troop of
Griffins of Akkylannie.
« A maximum of

1000 A.P. can

be attributed to
Characters.

« A maximum of

500 A.P. can be
attributed to war
machines,

+ A maximum of

500 A.P. can be
attributed to the
Griffin Allies.

The Lion player decides
to play with 400 A.P.

of Allies. Of these

400 A.P. a maximum

of 200 A.P. can be
attributed to Griffin
Characters and of

100 A.P. to war
machines of Akkylannie.

Leaders must always be associated with
troops of the same type as theirs. Thus, a
swordsman of Alahan Leader, for example,
cannot accompany a Unit of spearmen of Ala-
han or make up a Unit on his own.

1.5.3 MACHINES

‘War machines cannot represent more than

Bl 25% of an army’s value in A.P. Those coming
from Allied armies are also taken into account |

in this total.

istic included in their rank, such as Lor-Arkhon
and Golborak, must be counted both in the 50%
of Characters and in the 25% of war machines.

1.5.4 ALLIES AND
MERCENARIES
“Allied” troops can represent at most 25%
of the army’s value in A.P. When Mercenat-
ies aren't fighting in an army that is of their

own people they are considered to be Allies.
They are distinguished thanks to abilities !

(Alliance/X or Mercenary).

The contingents of Alliesare subject to the same
restrictions as the rest of the army concerning
Characters and war machines (see further).

+ The total value of Allied Characters cannot

be greater than half'the points of the Allied"

fighters in the army.

.
1M

EXCEPTIONS
(INDEPENDENTS)

SELENITES AND WOLFEN'

Selenite Characters, such as Migail, are
an exception to the limits on Allied Char-
acters. They can be played as Allies of a
Wolfen 'army, even if no other Allied troops
are present. However, they continue being
counted as Allied Characters for the calcu-
lation of the authorised proportion of other
Allied contingents.

IV HYPERIANS
AND CYNWALL ELVES

Hyperian Characters, such as Kelen the

Thirteenth Voice and Deacon Tiberius,; are |
|+ The Daikinee elves: Wolfen of Yllia.

+ The Orcs of Bran-O-Kor: Goblins of No-Dan-Kar
Cynwill elven army, even if no.other Allied |

an exception to the limits on Allied Char-
acters. They can be played as Allies of a

troops are present. However, they continue
being counted as Allied Characters for the
calculation of the authorised proportion of
other Allied contingents.

-

» The total value of Allied war machines can-
not be greater than a quarter of the points of
the Allied fighters in the army.

THE PATHS OF-ALEIANCES

Some peoples of the continent of Aarklash
have been at war for several generations.
Others have sealed alliances against a com-

{ mon enemy or catry out large-scale opera-
Characters who have the “Artillery” character- .|

tions together.

There are three great paths of alliance: the
Meanders of Darkness, the Ways of Light and
the Paths of Destiny. Each of Aarklash’s peo-
ple is:bound to one of these paths, but this
hasn’t kept some from forming bonds with
peoples following a path other than theirs.

» ‘The Dwarves of Tir-Na-Bor: Griffins of
Akkylannie.

"+ The Rats of No-Dan-Kar: Orcs of Bran-O-

Kor and Devourers of Vile-Tis. =
+ The Devourers of Vile-Tis: Goblins of No-
‘Dan-Kar, Drunes and Orcs of Bran-O-Kor.

IBNSE THE MEANDERS OF DARKNESS

« The Limbo of Acheron: Alchemists of Dirz,
Akkyshan elves, Drunes and dwarves of
Mid-Nor.

» The alchemists of Dirz: Limbo of Acheron,
Aklkyshan elves and dwarves of Mid-Nor.

+ The Aklcyshan elves: Limbo of Acheron, al-
chemists of Dirz and dwarves of Mid-Not.

+ The Kelts of the Clan of Drunes: Limbo of
Acheron and dwarves of Mid-Nor.

« Thedwarves of Mid-Nor: Limbo of Acheron,
Drunes, Akkyshan elves and alchemists of
Dirz.

THE WAYS OF LIGHT

+ The Lions of Alahan: Griffins, Cynwills
and Sessairs.

» The Empire of the Griffin: Lions, Cynwiills,
Sessairs and dwarves of Tir-Na-Bor.

» The Cynwall elves: Lions and Griffins.

«» The Kelts of the Clan of Sessairs: Lions and
Griffins.

| [ON% THE PATHS OF DESTINY

and Devourers of Vile-Tis.

:‘ « The Wolfen of Yllia: Daikinee elves

]
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[1'6 for every profile of characteristics present in

FINAL PREPARATIONS i the Unit. There are therefore as many packs of
i cards as there are Units.
Before a game:of Rag'Narok, every pla | The number of Units each player has avail-
must make packsof cards where each one rep- | able is important. This aspect of the game is
resents a Unit. Every pack must include a card | explained in the following chapters.

* EXAMPLE
. AOONOnO YRR RALE, A Unit of 15 fiannas,

: | : led by the champion
T A T i ; _ 1 T S s Gwenlaen the Ever-

= = ; ! ; Proud and including

a totem-bearer and a
musician, is represented
by a pack containing:
one “fianna” card,

one “Gwenlaen the
Ever-Proud” card, one
of a totem-bearer and
one of a musician.

AT,



. TAKE YOUR
'#° POSITIONS -

N N

very game of Rag'Narok begins with

a deployment phase, This" prelimi-

nary phase can be altered by condi-
tions specific to a battle, in which case theyare
known as scenarios. There are several classic
situations or scenarios in battle games played
with miniatures.

2.1}

BATTLEFIELDS

Here are several types of deployment to
simulate the most common battle conditions.
QOther situations can be invented as agreed on
by two opponents.

2.1.1 BATTLE

“The two armies faced each other on the Plain
of Tears...”

‘The battlefield is divided into two zones sepa-
rated by a 45 cm wide strip that spans the whole
battlefield. A deployment zone is randomly at-
tributed to each player. Except for Scouts, no

Units may be deployed within the central zone. |

2.1.2 INTERCEPTION
price to pay is death.”
The battlefield is: divided into four equal

parts. Two diagonally opposed sections: are
chosen to be deployment zones. These zones

are randomly attributed to the players. Except |
for Scouts, no Units may be deployed in the

two other zones.

“Bring back their leaders... and slay the
others.”

The battlefield is divided into two zones by a
50 ¢m wide strip that spansthe whole terrain.
This central deployment zone is randomly at-
tributed to one of the players. His opponent
deploys his troops in the other twa zoties. Each

. of these zones must dantain at least 30% of his

army's value {in A.P).

2.1.4 ENTRENCHMENT
“You'll never take us alive!
— We're not planning to do so, my friend...”

A square with sides of 50-cm is defined at the
centre of the battlefield. This deployment zone
is randomly attributed to one of the players.
His opponent can deploy his troops anywhere
out of this zone.

The possibilities given to the players in
each game round, as well as in the deploy-

{ ment phase, depend on the Commander-in-
“This land is ours, you have profaned it. The |

Chief’s aptitudes: his Discipline/DIS and rank.
Indeed, a Discipline test helps determine which
player begins the game. This is the Tactical

I Roll. ‘The final results of these rolls determine

several variable factors for the strategic scale
of the game, These are explained later on.




BATTLE

. DEPLOYMENT ZONE A~

2+B

DEPLOYMENT
- ZONE

= S

DEPLOYMENT

This step of the game is absolutely crucial
because a bad placement has often caused the
loss of a whole army. Deployment is done in
three phases: the approach, Scout deployment
and reserve deployment. This last step doesn't
take place at'the beginning. of the game but
rather in a round at the players’ choice.

2.3.1 THE APPROACH

During the approach the players take turns
placing one of the packs of cards representing
their Units onto the battlefield. To simulate
the tacticians’ incertitude as to the adverse
army’s composition, each pack is placed face
down. But each player must reveal the number
of packs he has.

Three altitude Ievels_'a.r.e _used to represent
the fighters’ position on the battlefield and
inthe air.

Level 0+ All miniatures touching the ground
are at level 0 even if they are standing high
on an: element of the scenery. Elements of
the scenery placed on the battlefield are also
considered to be atlevel 0. This levelis there-
fore not the surface of the playing table, but
the surface of the elements placed onto it.

Level 1: This level represents the low altitude
flight zone..

Level 2: This level represents the high alti-
tude flight zone. :

Miniatures with the “Flight” ability must
be deployed at level 0 unless specified other-
wise in the scenario, :

When two Units are at the same position on
the battlefield but at different altitude levels,
placing them can become quite tricky. To
solve this problem.the following rules must
be applied. As soon as a Unit takes off and is
atlevel 1 or 2, itis replaced by an appropriate
counter. One side of the counter is marked
to symbolise its front and thus determine its
field of vision,

The whole Unit is represented by a single
counter, no matter the number of fighters itis
made up of. The counteris placed at the middle
of the Unit's first rank. This Unit's miniatures
are placed off the battlefield on a separate
surface. All combat that takes place atlevels 1
and 2 is simulated on this other surface.

As long as a Unit remains at levels 1 or 2,
all its movements are made using the coun-
ter representing it.
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* PLEASE NOTE!
The miniatures are
not placed onto

the battlefield yet.
They will be in the
following phase.
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* PLEASE NOTE!
Though Units of Scouts
are subject to special
deployment rules
described further on,
they are still counted
in the total number of
Units in each camp,

® PLEASE NOTE!
Refraining from looking
at one's opponent's
conscription sheet gives
a certain thrill to the
game about to be played.

* EXAMPLE
Anarmy of gobling
includes ten Units. The
dwarves facing them
are divided into seven
Units. The Dwarf player
can therefore refuse

to place a Unit three
times. The Dwarf player
wins the Tactical Roll
and gets the lead. He
asks the Goblin player
to deploy one of his
Units. It is placed in his
deployment zone, The
Goblin player then gets
the lead and asks the
Dwarf player to deploy
a Unit. Being stubborn
and unyielding, the
latter refuses, gets the
lead again and asks

the Goblin player to
deploy a Unit. He does
so and gets the lead.
Rest assured that the
dwarves, being fine
strategists, will let

the goblins deploy

a good part of their
army before deciding
on their positions!

The approach is done in the following way.
The players make a Tactical Roll (DS test). This
test’s winner gets the lead. He can thendecide
to deploy one of his Units or ask his opponent
to deploy one of his. When a plaver deploys ane
ofhis Units, he has the choice betwoer:

+ Placing it in his deplo)*ment zone. The cor-

responding pack of cards is placed face down
onto the battlefield in the deployment zone
of the player controlling it. - %

Placing it in reserve in order to deploy it later
on after the beginning of the battle. If the

player chooses to place a Unit in reserve; the |
t aside, To avoid |

corrcspondmg cards-are s
n which a whole divi-

sion is suddenly cleployed in the last second :
at the enemy’s flanks; a player cannot place !
§army's total AP valoe |

“more than 20% o

in reserve.duting loyment.

‘The Uhits whose ‘members all have the !

“Scout™ ability ¢an be deployed later on if the
player wishes: :
Wehen a player places one of his Units onto

the battlefield; his opponent can ‘count ‘the

number of cards representing this Unif. Thls is
not possible for Units kept in reserve,

they have no more packs of cards to deploy
{except Units of Scouts.) The player with fewer

Units in his army-{including Units of Scouts) |
can refuse to place one of his Units-when his |

opponent asks him to da so. He then gets the
lead (without his opponent, who has more

Units, having placed a Unit on the battlefield). !
He can do so a number of times equal to the

number of additional Units held by his oppo-
nent. This is called a refusal:

S

It is prohibited to deploy a Unit with an en-
emy Unit within its charging range (mean-

ing within a distance in centimetres equal to’ |

twice the Unit's Movement/MOY rate). How-
ever, since the cards are deployed face down

and the players therefore dcmt know the en-
emy Units’ charging ranges, it can happen that
a Unit is deployed within the charging range of
an enemy Unit. Tfa Unit includes fighters with
various Movement rates, then only the highest
one is taken into account when measuring the
charging range: -

During the approécll, the _dist:méc separat-

“ing the packs of cards representing the Units
s measured ta'make sure that the fishters they -

represent aren’t within chargmg range of each
other.

Orice all Uity have beeh d' ‘ [oy'ed,. the play-
ers take turns revealing one Unit ata time'and
place the corresponding miniatres onto the

“battlefield. To do so, the players make a new

Tactical Roll and praceed in the same way a8
for the approach.
The player with fewer Units in his army (the

- Units of Scouts and those held in reserve are

counted: in this total) can again use refusals
when he is asked fo reveal his Units a num-
ber of times equal to the number of additional
Units his opponent has.

Duﬂng this phase a Unit cannotbe placed in
such a way as to have an enemy Uit within
charging range, unless it was already within

‘ I charging range at the end of the approach.
- The players take turns having the lead until |

'2.3.2 SCOUT DEPLOYMENT

Scouts have the “Scout” ability (see Abilities).
Scoutsare deployedlast, onice all the other min-
iatures have been placed onto the battlefield.

« If both camps include Scouts, then the Unit
revelation phase continues from where it
stopped,

|« If the player with fewer Units hasn’t already

used up all his deployment refusal rights,
he can still do so. During this last phase the
Scoutminiatures are placed directly onto the
battlefield.




37 233

RESERVES

2.3.3 RESERVES 2.3.3.2 Reserves entry Order :
During the deployment phase the phye:s If both camps wish to have reserve troops en-
don’t have to deploy all of their troops. A'max- | ter in the same round, the winner of the Tacti-
imum of 20% of their army’s value in A.P..can | cal Roll gets the lead and then the playerstake
be kept in reserve to be deployed lateron'in | turns deploying their reserve Units by placing §
the game. Any Unit, except the Commander- | the miniatures on the battlefield in the same
in-Chief's and the army standard’s, can be | wayas during the:depioymentphusé‘_ The play-
placed in reserve. er with fewer Units can begin using his right

farn 3z to refuse. The refusals thus used aretaken into
2.3.3.1 Entry of the reserves account during the movement phase.
At the beginning of every round after the : GRS : :
deployment phase the player may try to have 2.3.3.3 Untits held in regerve
his reserve Units enter: the battlefield. To do | In no way can reserve Units be divided or re-
so he must pass a Discipline test with a diffi- | grouped before entering the game.
culty of 7 for every Unit attempting tojoin the | - Ateserve Unit can only enter the game if ¢ at
battle. The player only decides where on'the least one minfature; of its camp 15 present-on
battlefield the reserves enter the game once he' | the batllcﬁe]d If this isn’t the case, then:all
has passed the required Discipline test. the fighters of - the reserve Units are counted
For this: test the Discipline/DIS rate used | ‘s’ Losses. They atrive too late; the battle is
must be that of ‘a miniature in: the Unit: | over.. Sy
attempting to join the battle. A commander : 3
cannot transmit his Discipline to:another Unit | 2.3.3.4 Scouts held i reserve.
than his own for this test, [f a fighter with the “Scout” ability'is held in
reserve, heloses the faculty ta deploy anywhere
+ If the test fails; then the player must wait | on the battlefield, Hewill entes the game like
until the nextraund to-again attempt having ‘| any other reserve trooper. However, he can use
this Unit enter the game. Every time a Unit: | ‘histalentsas a Scout to spy on'the opponent’s
failsits Discipline test to enter the game, the | reserve troops: A player with:at least one re-
difficulty of its next test is reduced by one. | serve Unit of Scouts can force his opponent to
point, However; & tesult of |- on this die “shiow him all the reference ‘cards: of the Units
roll is aiw'ays conmdered to be an automatic | heis holding in reserve. A player spying on his
failure, opponent must prove the presence of Scouts
+ If the test'is passed then the Umt is de~ ' in his reserves by showing his opponent one of
ployed on‘the battlefreld; When a reserve ' their reference cards.
Unit enters: the game, it must be:deployed s : ; :
touching the edge of the table by which it =~ 2.3.3.5 Magicians held in reserve
arrives. None of this Unit’s members may be A magician ‘held in resetve cannot make
deployed more than 10 cm from this edge of ~ Power Rells, be it to cast a spell; use countes
the battlefield. Also, a reserve Unit'cannot be | magic or recover mana.
deployed touching an enemy Unit.

2.3.3.6 Faithful heldin reserve

Thespotbywhichthereserve Unitscanarrive A faithful held in reserve cannot call any
varies depending on the game round and the
type of deployment used (see Appendices).

The player doesit't have to reveal the nature |
of his reserve troops to his opponent.

When making the Discipline test to find out
if the Unit enters the game or not; he must,
however, teveal the reference card of the min-
iature whose Discipline rate is being used for
the test.

Once the reserve Unit has entered the game, '}
it can receive Orders in the usual way right
from the round in which it arrived. It can ar-
rive in close or scattered formation, to be cho-
sen by the player controlling it

If several Units were kept in reserve, they

miracles or use censure.

don't all have to enter the game by the same
edge of the battlefield.

In all the following diagrams ‘the: reserye
Units can enter the game in either the yellow
or red zone, depending on their camp.
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These
diagrams
show the

entry zones
of army A's
reserves
depending
on the
round of
the game,
Invert these
positions
for army B.

These
diagrams
show the

entry.zones
of army A’s
- [eBerves
depending
on the
round of
the game.
Invert these
positions
for army B.

INTERCEPTION -

pletil INTERCEPTION -

Rounds | and 2

Rounds 3 and 4

Entry of
camp A's
reserves.

The three
following
diagrams show
the entry zones
of army B's
reserves.
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RESERVES.

AMBUSH - Rounds | and 2

These two diagrams show the entry
zones of army A's reserves.

The three following
diagrams show the entry
zones of army B's reserves.

ENTRENCHMENT - Round 4
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THE GAME ROUND .

After the deployment phase, every game
round is subdivided into phasés.

these steps following the rules. Reserve Units

(see below) can ortly be played once they have
entered the game. :

2.4.1 RALLYING PHASE

In this first step the inflience of the Com- !

manders-in-Chief over their armies is exerted.

The Tactical Rolllets the strafegic potential the |

players have for the current tound be deter-
mined, and Rallying Rolls determine 'thc-:rc :
tions of any Units that are in-a state of “Rout.”
At the beginning of each round the players
make a Tactical Roll. Any bonuses given by a
war-staff accompanying the Commanders-in-
Chief are taken into account, i
The Units in Rout.can tey to rally (see States p.21).
Fleeing movements are made during this phase.

2.4.2 RESERVE ENTRY PHASE

During the deployment phase, certain Units
can be placed in “reserve” so as to be able to
enter the game at a strategic moment during
the battle. They can be deployed later on the
battlefield during one of these phases.

‘The Units placed in reserve during the deploy-
ment phase can try to enter the game (see p.37).

ability are made here.

2.4.3 ATTRIBUTION

~OEORDERS
At thebeginning of cachi round the Units'ac-
tions are predetermined by the player control-

; ling them: These strategic choices are made
All deploved Units can:be handled during ;

using Ordet counters. :
Living-dead: players acquire their additional

{ Orders:using the Dark Stranglehold.

The basic: Orders are given to Units with a
commander. or within leadership range. Then

“the players assign ane or several Orders: to

their Units:
Certain Tactical cards can be attributed.

2.4.4 FIRST FIRING AND
INCANTATION PHASE
There' are two. firing phases in Rag’Narok.
‘The first one takes place before movementsare
made-and lets marksmen fire at the enemy be-
fore he can even move,
‘The magicians. also intervene during this

i phase to proceed with rapid incantations and
! to initiate very powerful spells called rituals.

Rapid incantations are played in the same way
as rapid ‘fire; Yet magic can: be absorbed or
countered (see Incantation).

Marksmen who have received “Rapid fire"
Orders can carry these out. In this case the
targets of their shotsare announced following
the increasing order of their INI rates and then
carried out in the opposite order.

' 2.4.5 MOVEMENT PHASE

Any tests required for the “Reinforcement” |

In this phase the Units carry out the Orders
they have been given and are moved.




Living-dead players can use the Dark Stran
glehold to increase their Discipline/DIS;

The players take turns revealing the remain-
ing Orders. (Refusals can disrupt the course of
this phase.)

Once an Order is revealed, a manoeuvre

can be announced for the activated Unit. In- |
dependents can then leave their Unit to carry |

out a different Order if the Unit carries out an
Immobile, March, Run, Charge or Counter-
charge Order. (Magicians can, for example, go
into a trance.) o
Disorganised Units must be reorganised;
Certain Tactic cards can then be played.

If there is a fear-inspiring enemy, then the |

Courage Rolls are made once the Order is re-
vealed but before any miniatures are moved.

Fighters with the “Harassment” ability can: |

fire during this phase if they were given: a
“Mave and fire” ar “Run” Order.

2.4.6 DIVINATION PHASE

During this phase the servants of divinities
designated by the term “faithful” can call'on
the power of their faith to cause miracles to
happen. :

The faithful can call miracles or proceed
with communions: To'do so, their Temporary
Faith is determined at the beginning of this
phase. Thenthe players announce the miracles
and communions.in the increasing order of
their faithful’s DIS rates. Once a call hias been

announced, the enemy faithful can attempt to .|

censure it (before making the roll required by
the Divination). Once the miracles have been
played, it is the communions’ turn.

| 2.4.7 SECOND EIRING AND

INCANTATION PHASE
Marksmen who s
from greater precision. Again, magicians can
‘ use their powers and proceed with the finalin-
cantation of rituals that were initiated during
the first firing and incantation phase.
Marksmen who ‘haven't carried out their
“Fire” Orders yet must resolve them now.

' 2.4.8 HAND-TO-HAND
COMBAT PHASE

‘This phase sees the encounter hetween fight-
ers who have managed to come info direct
contact with one another.

‘The Units involved in a fray resolve the com-
bats being foaght. ;

If there are several frays, then the winner of

| ‘the Tactical Roll determines in which order

" the combats they.are made up of are played.

The “Sequence,” “War fury,” “Master strike,”
“Counter-attack”and “Feint” abilities alter the
course of the combats as normally required by
the rules.

" The “Repeneration/X " ability can be used at

|' the end of a fray. Once this has been done, the

fray’s outcome is determined.

- 2.4.9 MANA RECOVERY

PHASE
During this last phase of the round, magi-
cians can renew their magic potential by re-
- covering mana gems. ;
Units in a state of “Control” return to a state
| 'of “Valour” at the end of this phase.

during this phase benefit.

249

. MANA-" Do
RECOVERY PHASE




AYE, SIR!

uring a game round the Units’ ac-

tions are determined through the

attribution of Orders. These Orders
are represented by counters. There are two
families of Order counters - actions and re-
actions — that are distinguishable thanks to
different colours.

Phase 3 is that of attribution of Orders.:

Thisis a crucial phase. [t is therefore necessary
to define three different terms soas to under-
stand how Orders are used.

1. The attribution of an Order represents the

intention ta have a Unit act in such or such -
a way. Attributing an-Order means placing

the counter representing the chosen Qrder

next to the Unit. The counters are placed
double-blindly, meaning face down so: that

the players don't know what their opponent
hasplanned;

2. When a player decides to activate one of his
Units, he reveals the Order attributed to it.
The: Order’s revelation confirms the inten-
tion to have the Unit act in such or such a
way, However, the revealing of an Order can
cause certain effects before it has even been
carried out (an Order can, for example, be
cancelled or can trigger a reaction by the
opponent),

3. After it has been revealed, if all the required
conditions are met, the Order is carried out.
This means that the Unit acts in accordance
with the Order it has been given.

3.1}

- NUMBER OF ORDERS

At army doesn't necessarily have the same
number of Orders available in" each round.
This tactical potential depends gréatly oni the
army's: Commander-in-Chief’s Discipline/DIS
rate and rank as well as on the presence of oth-
ercommanders (inéiuding‘i,eaderrs).

- ‘There are basie Orders, which are bound

to the presence of fighters with the “Leader-
ship/X" ability, and additional Orders, which
depend on the final result of the Tactical Roll
made using the Commander-in-Chief’s Disci-
pline/IDIS rate. :

3.1.1 BASIC ORDERS

A Unit accompanied: by a commander: or
within a commander’s leadership range always
has the right to a basic Order during the Order
attribution phase. Thus, all Units with a Lead-
er have the right to a basic Order.

*.. dlidnalicd
3.1.2 ADDITIONAL ORDERS

In addition to the basic Orders bound to
commanders, at the beginning of every round
each player gets a certain number of additional
Otrders that he can then attribute: to his Units.
These Orders are acquired thanks to the Tacti-
cal Roll.

The Order Attribution Table indicates the
number of additional Orders a player has at

| his disposal depending on his Commander-in-
| Chief's rank or on that of his substitute if he
| ‘was killed (see further) and on the final result

of his Tactical Roll.

* REMINDER

A commander only
transmits his leadership
to Units of rank category
equal or inferior to his.
So a commander of rank
category 1 does not let a
Unit of rank category 2
be given a basic Order.




¥ EXAMPLE

Arkhos is a commander of
emple (Griffin). He is

sen to be Commander-

in-Chief by a Griffin

ver facing a horde of

airs commanded by

Gwenlaen the Ever-Proud.

On the Tactical Roll the

in player gets a result

of 21, which is added to

r s Discipline (DIS 9)

to give a final result of

Arkhos’s rank is Elite

y 2). He therefore

< four additional Qrders

available in this round.

nlaen the Ever-Proud

4) forms a war-staft

h a totem-bearer and

anna musician. Her

Discipline/DIS is 6 since

he benefits from a bonus

in Discipline thanks

to her war-staff, The

Sessairs player gets a o]
his Tactical Roll, whi

es him a final result

1 Veteran,

rt of rank

Orders in this mund.

{ the Griffin Commander-
in-Chiel knows to take
»dvantage of his warriors’
discipline without
uccumbing to the Kells'

, he will be victorious
without much trouble...

ADDITIONAL ORDERS TABLE :

TACTICAL RANK CATEGORY

ROLL RESULT

__the !chership of Characters, Leaders and

i war-staffs of the army with which they are
iallied, neither to bgr’leﬁt from their Cour-

“age/COU or FEAR and Discipline/DIS rates,

2
3
16 £0 20 4
5

| 2] and more

| versely, the fighters of the people that makes

The additional Orders can be attributed to

any Unit, including Units: of Allies-and Mer-

cenaries (see box), whatever its position on the

battlefield and the distance separating it from
the Commander-in-Chief may be.

_up the majority of the army (in AP} cannot

3eA
ALLIES AND MERCENARIES

T 1o way ‘can Allied fighters beneﬁt f rom

nor to receive basic Orders (i‘ée Orders). In-

cither benefit from the leadership of their
Allies’ commanders and war-staffs.

Mercenaries are subject to the same rule
when they are fighting in an army that isn’t
of their people. :

Allies and Mercenaries can, however, re-
ceive additional Orders (see Orders) like any
other Unit. :

- A-war-staff formed by Azzoth the Treacherous,
a goblin musician@nd a goblin standard-bearer
accompanies 3 Unit of goblin maranders (Al
+ The goblin marauders (Unit A)

therefore have a basic Order.,

+ The goblin archers (Unit B) are within the war-
staff’s leadership range. It also being of rank
category 1; this Unit also gets a basic Order.

« The Strohm warriors (Unit C) are within the
war-staff's leadership range but because this
Unitis also of rank catégory 2, it canaot! beneﬁ
fram a basic Order given by the war-statfic

« The goblins with ball and chains (Unit DY -
are too far from the war-statf but they havela ...
Leader, ‘Their Unit therefore gets a basic Order.' S
However, the Leader only has 1. eadership/0L !

« The goblin spearmen (Unit E), though they are
close to the Leader, do not get a basic Order

foRE | BLIN
% GOBLINARCHER m Go
FEREA MUSICIAN

GOBLINWITH BALL

G AND CHAIN LEADER 1
| GOBLINWITH BALL GoBLIN 253
AND CHAIN STANDARD-BEARER:
5| GOBUN SPEARMAN St

THE T REACHEROUS

% STROHM WARRIOR




3.2}

ORDER ATTRIBUTION

3.3} ff

ACTIONS AND REACTIONS

Most Orders represent the actions that will
be carried out by a Unit during the movemerit
phase, The exceptions are rapid actions (m-
cluding the “Rapid fire” Order).

During this phase every player attributes
action or reaction Orders (see further) to his
i Units.

First of all; every Unit with a commander
in its ranks or which' is within the leadership
range of a commander of a rank superior toits

There are two types of Orders: action Orders
and reaction Orders. Some require a charac-
teristic test to be made for them to be carried
out. All can be combined with a manoeuvre
(quarter or half turn, teorientation of the Unit,
etc.). An Order, possibly cormbined with a ma-
noeuvre, defines the action the Unit is taking.
(This is very often a‘movement,) Though Or-
ders and manoeuvres are detailed i the sec-
tion on the movement phd;e (since they are
own must receive a baste Order, Once all basic | carried outin this phase), the Orders are pre-
Orders have been attributed, each player can | sented in thischapter.
give additional Orders that were gained thanks | j
to the Discipline/DIS of its Commander-in-
Chief during the Tactical Roll: Any friendly
Unit, no matter its rank or its position in rela-
tion to the Commander-in-Chief; ‘can re(:ewe
additional Orders. { sarily needa Discipline Roll to be made by the

A same Unit cannot reccive more than two | Unit cacrying them out. Hawever, they can be:
Orders in the same round (apart from excep- | ‘cancelled by.an opposing Order ifitis carried
tions bound to an ability, a spell, a miracleora | out before.
particular aptitude). Giving a Unit' two Orders'
is often decisive for its gives it the choice be-
tween two possibilities when it has to act.

All Orders must be attributed by placing the
Order counter or counters face down next to

3.3.1 ACTIONS

Actions:are simple Orders that don't neces-

-
The actions available are:

The Unit remains in its

.lemobile:' . Uni Hains in i
the concerned Unit. B current position but’ it can ‘make a

: March: The  Unit moves by MOV cm
and can make a manoeuvre.
f Run: The Unit can move up to 2 x MOV
cm and can make a manoeuvre.

j Charge: The Unit rushes at an enemy,
possibly while making a manoceuvre, in

For them to be applied, some Orders need a
roll of the dice to be made for the cancerned
Unit (see further). This test is made once the
Ordet counter has been turned over and the
Order has thus been revealed.

Once the players have finished attributing
theit: Orders, these are revealed and carried
outin the phases to follow depending on their
type. It is nevertheless good to already get to

kniow the Orders there are (actions and reac- order to provoke a fight.

tions) and the special cases engendered by the

other rules of Rag'Narok. @Fire: The Unit remains in its position
but can manoeuvre before firing at an
enemy Unit.

@ Rapid fire (which is carried out before

the other Orders): The Unit remains in
its position but can manoeuvre before
firing at an enemy Unit,

@Move and fire: The Unit moves MOV
cm, possibly while making a manoeu-
vre, and fires at an enemy Unit.
@Disengage (which can be combined
with other Orders such as Move and
fire): The Unit that was involved in a

fray in the: previous round attempts to
pull out of it in order to move.

o

* EXAMPLE

A valiant Unit of gobling
has been given a “March”
Order. Before it can carry
out this Order it is brutally
charged by a Unit of Griffin
spearmen, The “March”

counter is then ignored,

* PLEASE NOTE
Any movement or
manoeuvre combined
with firing causes an
increase in the shot's
difficulty (see Firing).




* EXAMPLE

Let’s take the previous
situation except that

this time the Unit of
goblins has been given
two Orders: March and
Counter-charge. Belore

it could carry out its
“March” Order it is
charged by the Unit of
Griffin spearmen. So the
Goblin player reveals his
Counter-charge. He must
pass an Initiative test with
a difficulty of 6 in order

to launch the gobling’
counter-charge. If this test
is passed, then the two
Units rush at each other. If
this test is failed, then the
goblins suffer the Griffin
spearmen’s charge without
having the time to react.

3.3.2 REACTIONS

Reactions only go into: effect under certain
conditions and are almost always subjected to
a test.

-

The reactions available are:

its opponent approach with the hope
of taking the advantage in the fray to
come.

@Countcr—charge: The Unit that is the
W7 target of a charge {enemy action) tries

to thwart its opponent.

@ Retreat: The Unit moves back from an
\Jenemy charge.

@iﬂee: The Unit moves: back quickly

from an enemy chatrge.

previous round.

3.3.3 SPECIAL CASES

3.3.3.1 Orders of Independents

When an Independent is part of a Unit, he

generally executes the same Orders as the
Unit does. Yet he has the possibility to act
differently.

Leaving a Unit: When a Unit carries out one
of the following Orders...
+ Immobile « March
+ Run » Charge
« Counter-charge

... then Independents can execute one of the
following Orders as a replacement:
+ March
+ Charge

« Immobile
+ Run
» Counter-charge.

Such a choice implies that the Independent
leaves his Unit and that he is now a Unit on
his own.

When their Unit is involved in a fray, Inde-

pendents wha are part of it can chioose to dis-
engage. They must then make a separate disen-

‘gagement test (see Disengagement).

: 3.3.3.2 Orders of magicians

@Charge reception: The Unit being tar-
geted by a Charge (enemy action) lets |

and the faithful

Magicians and the faithful who act within a
Unit are subjected to the same Orders as:it is.
Yet they don't need to receive a particular Or-
der for them to use their respective powers,

A magician or a faithful accompanying a
Unit of marksmen can also choose to'ignore
any Order to fire that would prevent him from
using magic or the power of faith. The rest of
the Unitcan then fire while the magician or the
faithful concentrates on his mystical talents:

3333 ‘No;ordér :

1f a Unit cannot receive'an Order, an “Immo-

| bile" Ordet counter must still be placed face
{-up next to it. ‘This counter is free and is not

RN Pursuit: The Unit attempts to thwart
N an opponent who is trying to flee a fray |

in which they were both engaged in the |

counted in the number of Orders: the player
has.

3.3.3:4 First firing and
incantation phase
{Phase 4)
Only “Rapid fire” Orders can be revealed and
carried out during this phase. The players who
wish to have one or'several of their Units use

‘Rapid fire must reveal the corresponding Ot-
ders starting with the one who lost the Taec-

tical Roll. Once all “Rapid fire” Orders have
been revealed, they are carried out following
the decreasing Order of Initiative/INI rates
{see Firing phases).

3.3.3.5 Orders in a fray

Units involved in a fray must also receive
an Order for they are always counted in each
camp’s number of Units.

A Unit can therefore stay in a fray (“Immo-
bile” Order) or disengage from it (*Disengage”
Order).

A Unit involved in a fray can also be givena
“Pursuit” Order. This is a reaction that is acti-
vated only if all enemy fighters touching this

Unit manage to disengage.

g
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here are two. Firing 'phases in
Rag'Narok. The first firing phase
takes place right before the move-
ment phase. Only Units that received “Rapid

second firing phase takes placeafter the nove-

can reorient itself even'if it hasn't received an
Order that causes it to move. This nevertheless:

| counts as a movement and eauses a penalty of
_ {41 on the Aim test's difficulty.. :
fire” Orders canfire during this phase. The |

ment phase. Units that were given normal

“Fire” or “Moveand fire” Orders¢an fire dur-
ing this phase. Furthermore, a highter with the
“Harassment” ability can carry ‘out a "Move
and fire” Order during phase 4. He can fite

once and move before and/or afterwards (see

Abilities). ‘ :
‘Ihe generalities that follow apply. to firing
during these two'phases: Phases 4 and 7.

4.1}
WHO CAN FIRE?

A Unit can only fire at targets standing
within a 90° angle in front of it. In order to
fire, a fighter must have aline of sight onto his
target.

+ In close formation the fighters in the first
two ranks of the Unit can fire.

» In scattered formation the fighters in the
first three ranks of the Unit can fire.

line of sight as those in the front rank:

The members of a Unit involved ind fray can-
not fire, even if they aren’t touching an oppo-
nent themselves,

A Unit of marksmen can reorient itself (see
Manoeuvres) by a quarter-turn: before fir-
ing unless obeying a “Rapid Fire” Order. To
reorient by more than a quarter-turn before
firing a Unit must make. a half-turn. A Unit

RAPID EIRE 0 -

. The Unit does not move and can fire-

W during the first firing and incantation
phase. The Aim test's difficulty is increased
by 2 points. = 3

The “Rapid Fire” Orders are the only ones
that are revealed and carried out before the
movement phase.

Test : None.

A Unit using Rapid Fire cannot make an
attack in hand-to-hand combat in the same
round, not even using the “Ambidextrous”
ability or a counter-attack (see Hand-to-
hand ¢combat).

A Unit obeying a “Rapid Fire” Order re-
veals and executes this Order during the first

i firing and incantation phase.
The miniatures in the second and third rank |
that can fire are considered to have the same |

If opposing Units both reveal a “Rapid Fire”
Order, the order theyare carried outin doesn’t

| follow the usual Order activation rules. All
i Units that will use rapid fire must reveal their

Order, beginning with those of the player who
lost the Tactical Roll. The Units then make

| their shots following the decreasing order of

* ATMOSPHERIC
CONDITIONS

To add a touch of realism
to a battle, one can have
the weather’s whims
intervene in the game. To
do so, one of the players
rolls 1d6 to determine
each of the weather’s
parameters, which are
wind and rain. This test
must be made at the
beginning of every round.

WiND

The wind's force mainly
influences the precision
of firing. The following
modifiers are applied

to the difficulty of

firing depending on

the wind’s force,

+ Calm: 0

« Breeze: +1

+ Gale: +2

When the wind is very
strong the Orders given
by commanders have a
tendency to be blown away.
If there is a gale, then all
DIS rates are reduced by
one point. The Living-
dead’s Dark Stranglehold
is not affected by wind,

RaiN

Rain also modifies the
marksmen’s chances

of hitting their target.

The following modifiers
are applied to the
difficulty of firing.

+ Dry weather: 0

« Rain: +1

« Storm: +2

These modifiers can

be cumulated with

those due to wind.

Bad weather also soaks the
ground and disturbs flying
creatures when moving
through the air. If it rains,
all MOV rates (ground and
flying) are reduced by one
point, This penalty also
applies during a storm,
and, in addition, all fighters
who wish to move from one
altitude level to another
must pass a test of Strength
with a difficulty of 8, IT he
fails this test, the fighter
does not manage to change
levels but still suffers the
movement penalty bound
to changing altitude levels.,




4.1

\WHG CAN FIRE?
4 R

& SKORIZE KERATIS
WARRIOR | WARRIOR
ORrc wiTH
| CROSSBOW

Dawry
WARRIOR

MysTic _ Fire
WARRIOR ¥ ORrDER

The field of vision taken into account when firing is :
that of the Unit and not of each individual: marksman.
1. Only miniatures 1 to 5 can be targeted
by the orcs with crossbows (Unit A). The
others are either outside of the field of
fire or are hidden by other fighters.
2. If an Independent is capable of actions
from a distance (projectile weapons
and also spells and miracles), then his
own field of vision is the one used,
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FIRING AT WHOQ?

A player must select a target for every Unit he
has given a firing Order to, beginning with the

men of a same army have the same INI, then
the target selection order is left up to the player

controlling them, If several Units of marksiien
§ of opposing armies have the sameINI, then the
player who won the Tactical Roll at the begin-
ning of the round selects his targets first.

These selections are made at the beginning
of the phase during which the fighters will fire
{therefore depending on the Order given).

4.2.1 CHOICE OF
TARGETED UNITS

A Unit of marksmen can b_e,ordered to. di-

The player must then announce how his shots
are divided between the various Umts before
making his first Aim test.

@

4.2.2 CHOICE OF TARGETS

one with thelowest INL Ifseveral Units of marks- - targets, the player making the shot must an-

vide its shots in order to target several Units."

WITHIN A SAME UNIT
Only miniatures onto which the marksmen
have a line of sight can be targeted.
If Independents are among the potential

nounce, before making his Aim tests, how he
divides his shots between the troops and the
Independents.

4.2.3 FLYING UNITS

A Unit can fire at targets thatare located at its
level or a level directly above or below the one
it is at. It is not possible to fire at the ground
{level 0) from level 2 and vice versa. The dis-
tance between the marksman and his target is
measured on the ground from the marksman's
base (or the counter representing himj to the
target’s base {or'the counter represanting it).

When a Unit tatgets a miniature at a differ-
ent level than its own, then the shot's difficulty
increases by two points.

CHOICE OF TARGETS

Fourteen Griffin fusiliers target twenty morbid
puppets accompanied by a quaestor of Acheron and
the Almighty Crane. They-have a'line of sight onto
eight of the morbid puppets and the quaestor; who
are at the front and the right flank of their Unit.-The
Almighty Crane is behind the morbid puppets, but
being of Large Size he can nevertheless be targeted

If the Griffin player demdes to fire at the Almighty
Créne, then two modlﬂers must be appl:ed

+ +1 on the shot’s difﬁculty because the'
target is only partially visible, :
+ -1 on the shot’s difficulty because
the targetis of Large Size.

These two modifiers cancel each other gut,

so the marksmen suffer neither a bonus nora
penalty. However, the Griffin player’ knows the
Almighty Crane’s extraordinary resilience and
faculty to regenerate, and therefore decides to
assign his'fourteen shots in the following way:

« Three aimed at the quaestor;
+ Eleven aimed at the morbid puppets:

b ALMIGHTY
- CRANE

QUAESTOR
E OF ACHERON

MORBID PUPPET

GRIFFIN FUSILIER

@ Fire ORDER

since the miniatures around him ate of smaller Size.



ALMIGHTY.
“CRANE

'The three
fusiliers
targeting:

the quaestor
measure their
range according
to the latter’s ',
base. The

eleven other
fusiliers
measure their
range according. ..
to the nearest
morbid puppet,
meaning

the one
numbered 1.

\

4.2.3

FLYING UNITS




# EXAMPLE
Fourteen Griffin
fusiliers (ATM 3) are
getting ready to fire at
a quaestor of Acheron
and morbid puppets.
Their long rifle's
ranges are: 25-50.75,
Three of the Griflin
fusiliers target the
quaestor and fire first.
All three of them are
standing 47 ¢cm from
their target, which is
equal to a medium
range. The Aim tests’
difficulty is therefore 7.
The fusiliers are obeying
a “Fire” Order, 'Their
target is of Normal
size, isn’t partially
hidden and isn't a

Detachment. So no
modifier is applied that
increases or reduces the
difficulty of these tests.
With their AIM rate

of 3 the fusiliers must

geta result o
more on their die rolls
to equal the difficulty
of 7 and thus hit the
quaestor of Acheron.
‘The Griffin player rolls
3d6 and getsa . "),z
|, Two out of
three shots therefore
hit their target.
The eleven remaining
Griffin fusiliers now fire
at the morbid puppets.
Of the eleven, six of
them are standing
less than 50 cm from
their target and the
five others are at more
than 50 em. So the
first six are within
medium range and the
others are within long
range. Two scparate
tests must be made.
Far the six within
medium range the
test's difficulty is
equal to 7 without any
modifiers. Like for the
three preceding ones,
the Grltﬁn player must
:Jor more to hit
hlS targets. He rolls
6d6 and three of them
reach the level needed.

(continued in
next colunm)

50

All miniatures in a flying Unit can fire, no
matter their position in the Unit and the level
their targetis at. All miniatures ina flying Unit
can be hit when targeted, even if the marks-

men are at a level above or below theirs. And
finally, all minjatures in a Unit on the ground. |-
can be hit when they are targeted by marks-
men located at level 1,
Spells and miracles are also sub)ect to these
rules

e
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FIRING RFSOLU I‘ ION

Once the targets ]1ave been c:hosen the Umts
take turns firing starting with the Unit with
the highest INI and then in decreasmg order.

If opposing Units bave the same INI, the{"

player who won the Tactical Roll decides in-

which order the Units fre;

b

4.3.1 RANGE AND
DIFFICULTY

The distance separating every marksman
from the closest member of the targeted Unit
must then be measured.

If an Independent is targeted, then every
marksman targeting him must measure the
shot'’s range from his base.

This distance allows it to be determined if
the marksmen are close enough to the target
and if yes, at what range they are.

The Aim test’s difficulty depends on this
range. There are three firing ranges: Short,
Medium and Long. These distances are ex-
pressed in centimetres and vary depending
on the weapon being used and on the trooper
handling it.

A projectile weapon’s firing ranges are print-
ed on the marksman’s reference card: Short-
Medium-Long.

AIM ROLL
s DIFFICULTY
' Shart 4
| Medium = o m”li
Lo e

Various penalties can modify the Afm test’s

difficulty:

» The marksmen have carried out a “Move and
fire” Order in the same round: +1

« The target is only partially visible: +1

+ The target is in scattered formation or is
moving as a detachment: +1

.+ The target is of Large size or bigger: -1
" The marksmen have manoeuvred while they
- were obeying an “Immaubile” Order: +1

« The target is at a different altitude level than

| 4.3.2 FIRING INTOA FRAY.

s impossible. When a fighter fires into a fray,

the marksman or marksmen; +2

The player must rnake an Alm test for every
mmmture that can fire.

It is possible to fire'into/a fray... at the risk of

¢ hitting one’s own fighters. To fire into a fray

the player must 'se_lec; a specific target for ev-
ery one:of his marksmen: They must-have a
line of sight-onto their target: if not, the shot

the test’s difficulty is increased by a range. This

- means that-a short range is g:on'sideréd to be |

‘a medium range and'a medium range is con-
sidered:to be a long range. It is xmposmble to

fire into a fray if the marksmen are already at

long range.

FIRING AT A FRAY

Eight templars of the Inquisition and
an inquisitor arein a fray against

ten Strohm warriors and a war

troll. Eight fusiliers target the troll
despite the presence of the templars.
Merin will guide their bullets!

Of their eight shots, three are
successful and hit the troll Of the

five failed ones, one of the results is
a[+]. One of the Griffin soldiers in
contact with the trollis therefore hit.
Two templars and the inquisitor are in
base-to-base ¢ontact with the troll, so
the one who is hit must be determined
at random. The Griffin player rolls a
die: on a result ofm or [ the first
templar is hit, on a7 or —] 1t S the
second oné, and on a 1%
the inquisitor. The result is 1@

EXAMPLE (continued)
For the five fusiliers
within long range the
Griffin play

r must equal
OF SUrpass a dil'l'lcult\‘f of

10, He therefore needs a
result of £} on his die roli,
which he would roll again
while hoping to get at least

an automatic failure!).
Sol he rolls 56 and gets
'8, He rolls them

a * anda
Thurem.nl of| * | should
nnrmnll\ be enough to get
the result of 10 needed
(3+6+1=10), but a result of
"+ lis an automatic failure,
even after having re-rolled
a 6. So only the result

of |+ indicates that the

matksman hit his target.
The final results of this

firing phase: the quaestor
of Acheron is hit by two
bullets and four others
hit the morbid puppets.

GRIFFIN
“INQUISITOR

TEMPLAR OF
3 THE [NQuIstTion

STROHM
WARRIOR

e e
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REMOVING LOSSES

MORBID PUPPET
GRIFFIN FUSILIER

FIRE ORDER

Eourteen Griffin fusiliers are

targeting twenty.morbid puppéts.

They have a line ofsight onto the.

eight marked with a ¢ross. At the

end of the firing phase twelve

projectiles have hit their target and

ten Wounnds have been inflicted. In
spite-of this, only eight of the prippets
originally targeted are removed. ¢
The two last shots are ignored.

SHOT WOUNDS

and uses the Wound Table to determine. its
effect (see p.20). ' :

The player inflicting: Wounds onto' minia-
tures of Large or. Very Large Size distributes
them as he wishes among the targets available.
He can thus choose fo affect a miniature that
is already wounded'if he wishes.

4.4.1 WOUNDING ONE'S
OWN TROOPS:

- If for any reason (after-effects ofa spell or

“miracle; Dislocation’ of a ritual, firing into

a- fray, defective equipment, etc.,) a-player is
forced ta make a Damage Roll apainsta fighter
of his vwn camp, he must always re-rollresults
of [ 3] Thisis a universal law: whatever can get
-worse will get worse! :

4.4.2 REMOVING LOSSES

When a Unit suffers losses, 'I.:he choice of the
miniatures to be removed.isniade by the player
who caused these losses. However, these losses
can only be chosen among the miniatures onto
which the marksmen'had a line of sight when
firing. Any additional Wounds are Iost!

ROUT CAUSED BY FIRING

If during one of the firing and incantation

Furthermore, if the'marksman gets a result
of?_T_] on his Aim test (before the application
of any modifiers), he hits a fighter in his own
camp among those touching his initial target.
« If several fighters of the marksman’s camp

are touching his target, randomly deter-

mine which one is hit without taking into
account their sizes.

+ If no fighter of the marksman’s camp is
touching his target, then a result of { <] has
no effect.

If a Unit suffers Wounds due to firing into a
fray, all losses are immediately removed from

the battlefield by the player controlling the

marksmen. Moreover, all Wounds thus cansed
(excepting those that have been regenerated)
are taken into account when deteérmining the
victor at the battle’s outcome (eyen ifthey were
inflicted by marksmen of their own canip).

phases a Unit loses more than half its num-
bers that it had at the beginning of the round,
it must immediately make a Courage test of a
difficulty equal to the number of losses it has
just suffered.

A Unit already involved in a fray does not
have to do this test since the losses suffered
during the firing phase will be counted in the
battle’s outcome.

If this Courage test is failed, the Unit is im-

mediately considered to be in Rout. If it is not
involved in a fray and its Order for this round
hasn't been carried out yet, it automatically
Flees (see States p.21).

Fighters who inspire fear (excepting the
Living-dead and Constructs) must also make
this test. In this case their Courage/COU val-
ug is'equal ta theic FEAR value.

L g

For every successful shot the player rolls 1d6 Pk

. om5

4.5

ROUT CAUSED
‘BY FIRING




ighters with m - their referénce
card are called:magicians- (ot some-
times  Warrior-mages). . The latter
can act during the two firing and incantation
phases.This chapter covers the principles of
the magic that animates Aarklash aswell as the
rules representing them in Reg Narok. 1t does
not have to'be read before playing a first game.
Indeed; onlysome partsof the rules concermning

Orders, movement, firing and hand-to-hand. ||

combat may be necessary to allow Incantation
to be integrated smoothly. = :

Certain magicians known as:Warrior-mages
(see Abilities) are the only ones:who know how:
to combine the arcana of magic with the science
of combat. :

o

THE ELEMENTS

Every Element is symbolised on the spell
cards by a mana gem.

. Water is elusive, unpredictable and often
excessive. It is opposite to @ Fire, which is
destructive and insatiable yet purifying.

O Earth, the principle of fertility, is stable
yet malleable. It is opposite to @ Air, which is
quick and intangible.

@- Light, the symbol of harmony and pu-

rity, is beneficial but austere. It is opposite to |
@. Darkness, which is unpredictable, harm- !

ful, and yet so very attractive...

Light, pure and mysterious, is only oppo- |

site to Darkness., Darkness, because of its
corrupting nature, is opposite to all other Ele-

are opposite to it.

5.2}

THE PATHS OF MAGIC

There is one Element that a magican always
masters: the primary domain of his people.
On the other hand some Elements ace. pro-
hibited: Though some exceptions are possible,
magicians cannot or. refuse to study this or
these Elements. Every people: follows ‘one: ot

several paths of magic. The principal ones are

described below, yet others, just asimpressive,

“remain to be discovered...
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ORDERS AND MAGICIANS

Incantations are made during the twa firing
phases (4 & 7). Some spells, however, can or
must be cast during:a different phase {during
the movement phase, for example). In this case
the text on the spell card takes precedence
over the normal rules.

The magician with the highest INT acts first.
If several warriors in the same camp have the

same INI, then their shots and incantations
| are considered to be simultaneous;, meaning
that they act at the same time. In case of equal
. Initiative in enemy camps, the player who won

the Tactical Roll acts first.

Magicians acting within a Unit are subject to
the same Orders as the Unit they are part of.

Yet they do not have to receive any specific
Order to make use of their magic.

A magician ‘accompanying a Unit of marks-

| men can also choose to ignore any fir'ing Or-
ments, including itself, and all other Elements |

der that prevents him from using magic. The

| rest of the Unit can then fire while the magi-
| cian concentrates on his magical talents.
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THE LAWS OF MAGIC

When raising their armies, the players choose
which spells they give each magician. The
spells must be specifically attributed to each
one of them. Spells are described on cards fol-
lowing a format presented in the Appendices.
To be tsed, a spell requires mana to be drawn
from the reserve of the magician proceeding
with the incantation. The type and amount of
mana gems needed for a spell are described on
its card. These'mana gems are represented by
gem counters to allow the players to keep track
of their magicians’ mana reserves. A magician
can only cast spells that use the Element or El-

belong to one of the magician’s paths of Magic,
then he cannot master this spell:

particular Element. The gem is then replaced
the player ean freely combine gems of se\.eral
Elements to do so. )

wish, aslongas the total Magic Intensity of their

(POW x 2), except for the Warrior-mages who

- quency as indicated on the spell card;

ELEMENTAL CORRESPONDENCE

i
1N

ELEMENTS

PEOPLES

Akkyshan Elves

ements he masters. Likewise, if a spell doesnot |

In some cases a spell does not require any |
by a symbol-of neuntrality @. If such a spell”
needs several gems in order to be cast, then:

Magicians. can have as many spells as they
spells does not exceed their Intensity Potential:

are limfted to POW x 1. In a same round they !
can cast a-spellas often as allowed by its Fre- -

army cannot swap spell cards, though they can

- In case of exceptions to these rules, the indi-
: catlons on the card take plecedence over the
‘general rules. :

the same round, it is impossible for a magician
“to casta spell and::
|0

5B
THE INFLUENCE OE FEAR

. Magicians: can continue using magic

normally, even when they are al‘ft_ac_t_ed
by fear, unless they are in a state of “Rout.”
A magician who has fled at twice his Move-
ment rate obwoubly cannot cast spells (un-
less he is a Wartior-mage?).

S

Diring a battle; two  magicians of a same

have the same spell e
Spells and magic objects havea cost (m AL
Thisis added to the magician'sioverall cOst.

Incantation requires total concentration. In

«'Move a distance greater l]1an his: Movement
rate. This last point does not:concern spells
aid magic objects that influence this rate.
Warrior-mages are not affected by these two
restrictions.

MAGICIANS

PATHS OF PREDILECTION

Lnknawn

Daikinee Elves

Unknown

Devourers of Vile-Tis

Howls

Cynwalls Dragons Elves

Solaris

Goblins of No-Dan-Kar

Sorcery

Griffins of Akkylannie

Theugy

Druns Kelts

P

[ Shamanism - 2"

& 6 > &

Sessairs Kelts

Shamanism

Lions of Alahan

Hermetisro.

Living-dead of Acheron

Mecromancy

X | % || x|

<

Dwarves of Mid-Nor

Chthonisﬁ i

X | | @ | X |x

DPwarves of Tir-N4a-Bor

Tellury

Orcs of Bran-O-Kor None

]' *  Element of

| Instinctive Magic predilection

Alchemists of Dirz

A

| Technomancy Forbidden element

Wolfen of Yllia

>

Whispers




* EXAMPLE

Ophyr the Guardian
{Wolfen shaman) is an
Adept. If he has four
spells, he can only use
three of them in a same

round. Yet he can cast
them as often as their
Frequency allows...

if he has the mana
required, of course.

54

5.4.1 THE MANA RESERVE

5.4.3 THE INCANTATION

Incantation is only the performance of a }" The magician must equal or surpass the

It is the magic intensity supplied by the gems
that causes the effect expected by the spell’s
caster, The magician draws the gems that he
needs to cast a spell from his mana reserve;
For each magician a reserve holding a number
of gems is set.up at the beginning of the game.
If he masters several Elements, he can choose
gems from the Elements he wants.

A magician can only use gems of the Ele-
ments he masters.

A magician begins the game withan amount |
of gems equal-to his POW. When attempting a
mana recovery, it can happen that the amount |

of gems recovered exceeds the initial quantity.

In no way can the total number.of gems ina

magician’s reserve exceed 2 x POW.
Magicians cannot swap their mana;

5.4.2 CASTING
RESTRICTIONS
Themagicians take turns casting their spells,
starting with the one with the highest IN I 1fa
magician has several spells, then he can cast’
them one after the other in the order chosen
by the player controlling him.
For 2 magician to casta'spell, the player must
spend the amount of gems indicated on the
card describing it. These ‘gems are removed

from the mana reserve and are irrevocably |

spent. :
Unless noted otherwise on the spell card; a

magician musthave a line of sight onto his tar-
| improvement are specified on the spell’s card.
Unless mentioned otherwise on the spell’s |

get. It must also be within the spell’s range.

card, a magician cannot have a same spell more
than once in order to increase its Frequency.

The magician’s rank determines the number
of different spells he can cast in a single round,
independently of the Frequency of each of the
spells he uses.

CASTING RESTRICTIONS

SPELLS
o PER ROUND
Initiate : 2
Adept 3
_Master : 4
Virtuoso BT

| magic process that is sometimes very complex. | spell’s difficulty (as indicated on its card) on

a Power test: the Incantation Roll. Some spells

~do not have a set difficulty; these are called

spells of “Free” difficulty. it isup to the magi-

“cian to set the difficulty in'the same way as for

an Attack Roll (see Hand-to-hand combat).

To summon the might nf'xﬁ:agic amidst the

1 fury of battle is far more complex than an in-

cantation made within a magician’s lair, The
Incantation Roll can be subject to: various
modifiers depending on the circumstances.
Before proceeding with this test, the player
controlling the magician must make sure that

the conditions imposed by'tﬁe spell’s descrip-
tion are met, Thus, the range of thig game ef-

fectis treatedin the Sameway as a shot’s range.
The player must check if his magician has the
spell’s target in sight and within range.

0.4.3.1 tmproving one’s mastery
To increase the chances of seeing one’s ma-

.gician’s incantation crowned with success, the

player can use additional gemis. By daing sa, he
gets one additional Incantation 'die for: every
gem invested. The results of these dice are not
added up; but only the best results'are used for

- the Incantation Roll. W hen proceeding with

the incantation, the player decides how many

gems he will invest to improve his.chances of

Success. :

Some spells allow: additional gems: to be
spent before or after the Incantation Roll to
modify their effects. The consequences of this

5.4.3.2 Rapid incantation

The magician attempts to influence the bal-
ance of destiny before a disaster happens, risk-
ing to lose everything in order to gain speed.
He can then make an incantation during the
first firing and incantation phase. In return,
the difficulty of all his spells increases by one
point until the end of the first firing and in-
cantation phase.

‘ it

Rapid incantation must be announced at the
very beginnihg of the first firing and incan-
tation phase. Once announced, it cannot be
cancelled.

5.4.3.3 Prolonged incantation
With application and concentration a ma-

| gician can draw the quintessence from his

gems to try to save their power. A prolonged
incantation is to be announced at the very be-
ginning of the second firing and incantation
phase. A§ soon as this is done, the magician’s

® REMINDER

When making a Power
Roll a natural result of

[i1 can always be rolled
again. However, a| + |is
always a failure, even after
having re-rolled a[f%.

* PLEASE NOTE!

A magician who has
proceeded with a rapid
incantation can no longer
fire or carry out a “"Run,”
“Charge” or “Counter-
charge” Order in the
same round (unless he

is a Warrior-mage!).




* REMINDER

A miniature’s field of
vision is of 90" from
the front of its base.

Initiative is reduced. by two points when de-
termining the order in which they fire and
use incantation. The difficulty of all of this

magician’s Incantation Rolls'is reduced by one: |:
point until the end of the round. A magician

cannot cumulate the advantages of prolonged

incantation several times' per: round: Once:
: Absmbmg a spell consists of spending the
‘exadt same number of opposite gems as those

announced, prolonged incantation cannot be
cancelled.

5.4.3.4 Successful incantation

The target must be within the spell
or-in base-to-base contact with the m
The:latter can cast the same:spell onl

per round onto'the same target; be it success-
ful'or not. If the incantation hits a target with--

in‘a Unit or a fray, there is no risk of it hitting
a different miniature than the one targeted, as
is:the case when firing into a fray (see further).
The mind is steadier'than the hand!

A successful incantation’s effects apply im--

mediately. If a miniature’s RES falls below 0

due to a spell’s effect; it is 1mmeclthlv re=:

moved as a loss. i
A magician can choose to refrain from cast-

ing spells during a firing and incantation:

phase.

5.4.4 COUNTERMAGIC

When a spell has been successfully cast, an
enemy magician can attempt to cancel its ef-
fects. To use countermagic he must be within
the spell's range and must be able ta see where
the incantation is coming from.

e

Spells whose range is “Contact” or “Person-
al” can be countered or:absorbed by a magi-
cian in base-to-base contactwith the magician

who. cast the bothersome spell. A magician
can use countermagic even after having run

-ar.charged.

. There are two forms of countermag:c ab-
~sorption 'md counteri mg.

5 4 4 1 Absorbmg a 'ipe[i

used by the Opp(}ngnt.lor the spell’s incanta-
tion. In the case of primagic spell: the gems

‘I needed far absorption can be of any. Element
‘or Principle.

Absorbing a spell does hot require any roll to

- ’be made, for the cancellation is automatic. The
“Elemental Oppositions indicate the nature of

the gems that can cancel each other when ab-
sorbing a spell,

5.4.4.2 Counteringa spell

Countering is used fo smother the magic en-
ergies when an incantation is made. The p]ayér
mustdominate the power unleashed by his op-
ponent’s gems. To do so he selects one of his
magicians who is able to use conntermagic,
who then spends a single gem of ‘any Element

and attempts an Incantation Roll. The coun-
teraction’s result must be greater than or equal

to the result obtained Iy the spell’s caster (and:
not the spell’s difficulty). If hé manages to do
so, the spell’s effects are reduced to nothing,

One can attempt to counter a spell only once
and this right after its incantation, even if sev-
eral magicians are in a position to do so; Once
a countering attempt has been announced, the
gem is irrevocably spent.

Additional gems cannot be spert to improve
mastery when attempting a counteraction. It
is possible to absorb a spell after a failed at-
tempt at countering.




RITUALS |

A ritual is a spell of huge scale whose cast- |
ing requires. the combined: power of several

magicians, 3
A ritual can never be cast bya lone magician,
whatever his mastery of magic:may be.

5.5.1 THE COUNCIL

The councilis a group of magicians who will
perform the ritual. It must be formed by the
magister and at least one acolyte.

A magician can be partof only one council
ata time.

« The magister is the magician who has the
ritual card and who directs the ceremony.
He must meet all the conditions required
by the ritual (see Review of the troops). It is
he who makes the final roll to find out if the
ritual has worked. This roll is made at the
end of the procedure, which takes place dur-
ing the second firing and incantation phase.
The magister must draw from his own mana
reserve to improve his mastery if he deems
this necessary.

Acolytes are magicians who join the ma-
gister to perform the ritual. The council
can assemble as many acolytes as the player
wishes.

Acolytes must master at least one of the Ele-
ments of which the ritual is composed (when
a ritual needs neutral gems, then any magi-
cian can join the council). This is the only
condition that must be met. The acolytes
must be located ata maximum distance of 10
cm from the magister.

5.5.2 INITIATING A RITUAL

A ritual must always be initiated during the
first firing and incantation phase and- it is re-
solved dutring the second firing and incantation
phase. Within the framework of a ritual, @ ma-

~gister.cannot use prolonged incantation, and
the fact that the ritual is begun during the first
“firing and incantation phase does not make it
“count :as'ra'pir'i incantation. Magicians partici-

pating in‘a ritual cannot use profonged incan-

‘tation, not even after the final incantation,

“When the magisterannounces the beginning
of atitual, all his Ordersare cancelled. Ifa Unit

“accompanies him, then he'is no longer part of

it {this Unit therefore keeps the advantages of
the Orders it has been given}. This rule als
applies to acolytes when they announce that
they are joining a ritual.

A magician can only join a ritual at the mo-
ment that it is initiated. It is impossible tojoin
a ritual while it is being performed.

The council’s members cannot do anything

| while performing the ritual, not even go into

a trance. Only countermagic is allowed. They
can nevertheless recover mana in the usual
way if the ritual lasts several rounds.

A magician caninitiate aritualor participate
in one even if he is in base-to-base contact

| with an enemy.

When a ritual is initiated, all the gems need-
ed for it to be performed must be spent (ex-

| cept any gems used to improve mastery of the
| spell that are only to be spent when making

the final Incantation Roll). Each of the coun-
cil’s members can supply as many gems as the
player wishes.

The ritual’s target must be selected as soon as
it is begun, even if it isn't within its range yet.

| The range is only measured when the Incanta-

tion is made, At least one of the council’s mem-

| bers must have a line of sight onto the target.




* EXAMPLE
Irix the Fury (POW 5)
has eight gems of Water,
She begins a ritual with
a cost in mana of eight
gems of Water and a
difficulty of 9. Two Wolfen
lonewolves (PO 1) join
her as acolytes. They cach
have two gems of Watcr,
During the first firing and
incantation phase Irix the
Fury spends six gems of
Water and the two Wolfen
lonewaolves each spend one
to reach the required total
of eight gems of Water,
During the second firing
and incantation phase
Irix the Fury (POW 5) can
proceed with the ritual’s
resolution (Difficulty 9).
She will need a result of
or more on her roll
of the die. She sacrifices
her last two gems to
improve her mastery. She
rolls 3d6 and gef
and [

50 the ritual is '

5.5.3 INTERRUPTION
OF A RITUAL AND
DISLOCATION

the ritual is interrupted.; The magister must
then ‘immediately make a final Incantation
Roll.

If it is successful, then he avoids a catastro-
phe; the ritual has no effect, but does’t either
have any nepative-consequences, If it fails,
then the effects of the ritual’s dislociation are
applied. o :

The player v'.'hui_is the dislocation’s victim
must roll 1d6. The result indicates the number
of additional gems lost by the council. These
cournters can-be taken from the reserve of any
council member who is'still alive. If the magi-
cians don't have enough gems left to pay the

cost of dislocation, then one of the council |
members, selected by the player controlling |

them, suffers a Pamage Roll with 4 STR equal
to the number of missing gems. :

5.5.4: FINAL INCANTATION

When the ritual reaches its end the magis-
ter makes an Incantation Roll using his own
POW. He can, if he wishes, spend additional
gems to improve his mastery of the spell.

The ritual’s tange can be measured: from
the magister or any of the acolytes as long as
he has a line of sight onto the target. If, when
making the final incantation, no-.council mem-
ber has a line of sight onto the target or if it is
no longer within range, then the ritual is inter-
rupted {see preceding section for the effects of
a ritual’s'interruption).

If several rituals must be resolved during
the same phase, then this is done following

performed with success. W

57

| the order of the magisters' Initiatives like fora
| normal incantation. I

1t is impossible to counter or absorb a ritual.

| The only way to make it fail is to interrupt it by
If the magister or one of the acolytesis killed,

eliminating one of the council inembers.

Once a ritual has'been performed. the coun-
cil members can still cast spells if their mana
reserve allows them to do so.

5.5.5 RITUALS AND
DIVISION OF THE
TARGETED UNIT -

Ifa Unit targeted by a ritual is divided during
the Order resolution phase; the council must
choose which: of the new: Units thus created
willbe'the ritual’s target when the final Incan-

‘tation Roll'is made.

If a Unit targeted by a ritual joins another
one during the Order resolution phase, the

-new Unit thus formed becomes the ritual’star-

get:when the final Incantation Roll is:made.
Normally, when :performing “a- ritual, the
gems needed for the ritual’s incantation must

e spent when it is initiated. But when a ritual’s

cost:in gems varies accorcling-tqlille targeted
Unit’s strength in Numbers, Domination Fac-
tor or position, then the gems must be spent
whern making the final incantation. "This cost
is-then: calculated based on the real target. If

suclva ritual is interrupted, ther the cost in

gems must still be spent, with the cost being

-based an the targeted Unit's state at the mo-

ment that the ritual is interrupted (even if the
targeted Unit is no longer. within the spell’s

“range).

And finally, ifa Unit that is affected by a ritu-
al or a communion (see Divination) is divided
or joins another one; then the effect is imme-
diately dissipated!
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MANA RECOVERY

When using his gems, the player consumes
a part of his magicians’ energy. He must then |
try to replenish their reserve by calling on the |
Element's power. There is no difficulty for this
roll; one must simply get the best possible re-
sult. A r—| nevertheless remains a faihire; even |
after having re-rolled a i 2. |

At the end of the round, during this phase,
each player makes a Mana Recovery Roll for
each of his magicians. This roll consists of
rolling 1d6, adding the magician’s Power rate
to the result, and then subtracting the amount
of gems the magician: still has in'his reserve
from this sum: Depending on the final result
and:on the magician’s rank, 't'ho Mana Recoy-
ery ‘Table indicates the number of gems thatis
added to his reserve, :

A magician’s reserve cannot ho]d more gems
than 2 x POW. The:magician freely chooses
the Elementor Elements‘of the recovered genis
among the Elements he masters.

For orcs a tesult UI"E:! on the die is not an
automatic failure when making Mana Recov=:
ery Rolls.

| 58 ‘
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2 MANA RECOVERY

RESULT INITIATE ADEPT MASTER

K3 0 0 0
L e R 2 3
R s S B 4 5
6to 10 4 5 6 7
llto 15 6 7 = 8 9
16 to 20 B 10 I
T s R 2 3

VIRTUOSO 2
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FAMILIARS

Familiars are creatures from the Elemental

| Realms neighbouring the reality of Aark-

fash. ‘All' the continent’s magicians draw

their power from these parallel universes
-and some of them are able to.come into con-
‘tact with the beings mhalntmg them. The
§.'must powerful magmlans, ot the most. per—

LA temporary pact or even to enslave one or
¢ several elemental beings. Whatever their na-

ture and their power, their help is always a
precious advantage;

Familiars are not part of any people orany
particular Alliance. When building an army
they are not counted in the: percentage of
Allies.

A magiciah ¢an have as many Familiars as
he can normally have artefacts. However,
Eamiliars are not counted among the maxi-
mum: niumber of artefacts a magician can
carry. For example; an Adept can have two
artefacts and two Familiars ifhe wishes.

A Familiar must always be part of the same
Unitas the magician to whom it is bound. It

~is then:considered to be an independent. If

the magician’s Unitisin scattered formation,
then the Familiar can still remain in contact

i with the magician. The Unit is then still con-

sideredito be in scattered formation:
In no way can-a Familiar becomea Leader.
I a magician is killed, then his Familiars
disappear at the same time as he does: If the

- magician is brought back to life'in any way

whatsoever, his: Pamiliars do not return to

the game.

If a Familiar is killed, the magician con-
trolling it loses three gems of the Element
of his choice. This rule does not apply if the
Familiar was sacrificed using the “Devo-
tion” ability. If the magician does not have
the amount of gems needed, then he suffers a
Light Wound but does not lose any gems.

When a Familiar must suffer a Damage
Roll; it cannot be sacrificed using the “De-
votion” ability in any way whatsoever before

i the Damage Roll has been made and its ef-
B fects have been applied.

Before every Tactical Roll the magician

who controls the Familiar must make a Pow-

er test and refer to the table supplied with
the Familiar’s: reference card. He can spend
gems of the Familiar’s Element to improve
his chances, like wwhen casting a spell. The
magician can, it he wishes, choose a bonus
of alower level than the result obtained. This
faculty only applies if the Familiar is within
10 cm or less of its owner. These bonuses or
penalties immediately go into effect and last
until the end of the round. The gems gained
thanks to the presence of a Familiar do not;
however, disappear at the end of the round,
unless they have been used.




5.6.1 MAGICIANS IN A FRAY
A magicianin base-to-base contact with one

or several enemies can’'continue casting spells

or using countermagic in the usual way. He'is

then considered to have aline of sight onto any -

miniature that is in base-to-base contact w"ith
kim, even behind him and on his sides.

A magicianin hand-to-hand combat can also
cast spells on miniatures that are not in base-
to-base contact with him;.as long as he has a
line of sight onto them.

However, 2 magicianin base-to-base contact |

|

with an enemy cannot concentrate with the
same intensity. When making his Mana Re-
covery Roll, instead of subtracting the number
of gems still held in his reserve, he subtracts
twice this amount.

Magicians who follow the paths of necro-

mancy and of hermetism as well as Warrior-
mages are not affected by this recovery pen-
alty in hand-to-hand combat.

5.6.2 TRANCE

Trance is a state of extreme concentration in
which the magician’s mind leaves his body and
travels in the Elemental Realms:

It can be announced during the movement |

phase as soon as the Order concerning the
magician is revealed or announced. During
this round, the magician cannhot move, fire,
nor cast a spell or miracle. At the end of the
round, if he isn’t in base-to-base contact with

P Ly ' & a R

e

an enemy and hasn't been the target of a Dam-
age Roll; then he can benefit from trance’s ef-
fects. . : :

Once trance has been announced, it'cannot
be cancelled uriless the' magician is charged,

| engaged or suffers a Wound.

When' a magician manages . to. remain: in
a state of trance during a round; then the
numbet of gems stillin his mana reserve is not
subtracted from the result of his Manx Recov-
ery Roll.

Summoning fighters using magical or mi-
raculous means can be done in two ways.

'+ The summoner can summon them directly

into contact with a Unit of the same type.

They automatically join it without any test

being made.
+ The summoner can build a Unit with the

fighters he has just summoned. The sum-.
moner cannot leave this Unit as long as the

accumulated value of the summoned fight-

ers has not reached 50 A.P. They absolutely

must be of the same type.

SUMMONING FIGHTERS

* EXAMPLE

The Gorgon summons
four morbid puppets.
She is not within
summoning range

of a Unit of morbid
puppets, so they remain
next Lo her, Then she
summons two morbid
angels, These cannot
join the Gorgon because
she alrcady forms a
Unit with the morbid
puppets. [f no Unit

of morbid angels is
within the summoning
spell’s range, then

the summoned

morbid angels turn

back to dust...




# REMINDER

‘The number of Units

in each camp is
calculated right after
the reserve entry phase.

ost Orders ~attributed during’
phase 3 {except those concerning |

rapid actions) are carried out dur-
ing the movement phase (Phase 5).

|
At the beginning of this phase the winner of |
the Tactical Roll gets the lead. This means that

he can chaose to activate one of his Units or to
instead have'his opponent activate one of his.
To activate a Unit he must have at-least ore
Order left to carry out.

Like in the deployment phase, the player
with less Units can refuse to activate a Unit a
numbet of times equal to'the number of addi-
tional Units his opponent: has. However; only
the number of Units actually on the battlefield
are taken into account. (Units held in reserve
are not counted.) ; B2

This total can vary during a gamie if Units are
annthilated or leave the battlefield, if reserve
Units enter the game or if some Units are di-
vided to create new ones.

B

. e

RESOLVING AN ORDER

The player activating a Unit fiest reveals the
Order(s) it has been given. If it has been given
two Orders or more, then the player decides
which one he wishes to have carried out,

In most cases the chosen Order is immedi-
ately carried out, meaning that its effects are
applied. Yet it can happen that some effects go
into effect between the moment that an Order
is revealed and that it is carried out.

If an Order causes a reaction by an adverse
Unit (see further), then this reaction is imme-
diately carried out.

* Onuce the first' Order has been carried out,

the loser of the Tactical Roll gets the lead and

I decides to activate one of his Units or to let his
i opponent activate one of his. ‘The players take

turns getting the lead in this way until all Or-
ders have been carried out. e

A charged or engaged Unit loses all the Orders
it has been given except reactions. 1t therefore
cah rig longer be activated in thisrotind.

When a Unit reveals:and activates a reaction

before the activation conditions have been

met, then this Order nevertheless remainsg ac-

“tive until the end of the round and can be car-
“ried out if the conditions are met later on.
. IfaUnithas only been givenreactions and none
‘'of these Orders’ activation conditions-are met;

then this Unit is considered to be Immobile.

In the next pages the Orders are presented
following a same description format. The Or-
der’s name and'the symbol on the cotunter rep-
resenting it are shown. Any test required for
the Unit to obey the Order.is then explained.
And finally, the way the Order is applied is de-
scribed in detail.

6.1.1 CANCELLING
AN ORDER
It can happen that an Order causes a Unit to
end up in an unfavourable position. An Order

can be cancelled as soon as it is revealed and
before resolving it by making a Discipline test
with a difficulty of 10. If the test is passed, the
Unit remains immobile. Ifitis failed, then the
Order must be carried-out.

“Rapid Fire,” “Fire” and “Move and fire” Orders
are exceptions to this rule. Such an Order can be
cancelled automatically without having to make
a Discipline test, However, a Unit that cancels its
shot for a “Move and fire” Order must still march.
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ACTION ORDERS

6.2.1 IMMOBILE
k. Test: None. :
The Unit doesn’t mave or fire.

6.2.2 MARCH
Test: None. !

The members of a Unit can move
up to 1 distance erual ta-ite- Maovement tate
(MOV cm).

Once it has received a “March” Order; all the
Unit’s members must move a distance equal to
at least half of their Movement rate.

6.2.3 RUN

Test: DIS/4 (automatically: passed by
detachments). ;

N
The Unit moves up to a distance equal to
twice its Movement rate (2 x MOV cmy).

6.A

‘The members of a Unit carrying out this Or-
der absolutely must'move a distance at least
equal to its Movement raté (MOV cm).

1f the Unit fails its Discipline test, it must &

move a distance equal to its Movement rate
(MOV cm).

6.2.4 MOVE AND FIRE

i Test: None. :

“The Unit can move up to a distance
equal to its Mavement rate (MOV cmy). It can

‘only fire during the second firing and incan-

tatian phase svith a penalty of 41 on thé Aim
test’s difficulty.

6.2.5 FIRE

L Test: None, :
K The Unit does not move and: fires dur-
ing the sécond firing and incantation phase.
The Unit may nevertheless reorient itself but
this action then counts as a movement and in-
creases the Aim test’s difficulty by 1 point.

ON THE GROUND AND IN THE AIR

Flying creatures.and machines have two
Movement rates: the first one represents:
their speed on the ground {which follows
the regnlar movement rules), and the second
one indicates the speed at which the Unit
can move in the heavens.

Afighter whoismovingatlevels 1 or2 orwho |
takes off from level 0 uses his second Move- |

ment rate (meaning his “flight” speed). Move-

ment in flight obeys the same rules as moving |

on the ground, with a few exceptions.

+ A Unit in flight moves as if it were a sin- |

gle miniature when it comes to movement
restrictions.

» Only the counter is moved. The sizes of the
miniatures’ bases as well as the number
of fighters in a Unit are not taken into ac-
count: the counters can move “around”
each other freely. This represents the ex-
treme mobility of troops flying in the air.

+ When a flying Unit charges or engages an-
other one, measure the distance between
the counter representing it and the tar-
get as if all miniatures of the flying Unit
were located at the exact point where the
counter is located. This means:thatif a ﬂ}'—
ing Unit charges or engages another flying
Unit, then all miniatures of the Unit that
is charging can be placed in base-to-base
contact with any miniaturein the Unit that
is being charged (providing there isenongh

space to position the attacking miniature
with their bases touching). The formation
distances must, however, be respected.

MOVING IN THE AIR

Moving from one level fo another reduces
the flight MOV the Unit uses by 5 points.
During a same movement phase'a Unit can
change levels only once.

<@

« At level 1 the fighters ignore movement
penalties bound to. the various types of
ground, but they must move around obsta-
cles that are higher than 15 cn.

-

-« At level 2 the fighters ignore all obstacles

(except other creatures located at level 2)
and movement penalties bound to the vari-
ous types of ground:

Y LANDING

Once a flying Unit has landed at level 0
it can no longer move on the ground or fly
during the movement phase being played.
The fighters can, however, fire or attack in
the usual conditions. They can also make a
thrust movement at the end of combat. In
this case their ground Movement/MOV rate
is used. Fighters cannot change levels when
making a thrust movement.

b

* CHANGING

THE WIDTH OF

THE FRONT

'The fighters’ position
within a Unit can be
modified when it carries
outa “March,” "Run”

or “Charge” Order (see
Orders). The fighters
can be repositioned
freely as long as this
does not make them
surpass their movement
capacity, which varies
depending on the Order
they have been given.

* EXAMPLE 1

A Unit of morbid
angels located at level 2
“descends” to level 1.
[ts flight Movement
rate being 17.5, it
becomes 12.5. So the
morbid angels move
to level 1 and then can
still move a maximum
distance of 25 cm.

# EXAMPLE2

A Unit of reapers of
Mid-Nor located at
level 0 changes level
to fly off at level 1. Its
flight MOV rate being
15, it becomes 10. So
the reapers move to
level 1 and then can
still move a maximum
distance of 20 ¢m,
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The ground width of the obstacle
standing between Unit A and
Unit B being less than 5 cm,
Unit A is allowed to move
around it to charge Unit B.

—_— e

l KHOR ¢ARRIOR
E SENTINEL OF
i Mip-Nor

1

]

CHARGE
¥ ORDER

The fury warriors (Unit A) can charge the warriors of
Mid-Nor (Unit B or C). The sentinels of Mid-Nor (Unit D),
on the other hand, are outside of Unit A’s charging

field and therefore cannot be targeted by its charge.

MOVING AROUND AN OBSTACLE WHEN CHARCING




Unit A carries out a charge at Unit B, Before
being moved it is reoriented by a quarter-turn or
less so that Unit B is within its field of vision.

6.2.6 CHARGE
Test: None.
The Unit charges.
When charging, a Unit moves a dlstancc {in

centimetres) equal to at most twice its Move- :

ment rate (2 x MOV cm).

A charge can only target an opposing Unit |

thatislocated within anangle of 90° in front of

the charging Unit. Nevertheless, a Unit canre-

orient itself before charging (see Manoeuvres).

If an obstacle other than an adverse Unit is
standing in the charging Unit’s trajectory, then
the fighters can go around itifits width on the

ground isn't greater than 5cm. [fitis, thenthe |

Unit stops its charge in front of the obstacle
and goes into a “Disorganised” state. ‘

A Unit cannot charge two different Units at
the same time unless they are both involved:in
the same fray (see further).

6.2.7 DISENGAGE

A Unit cannot disengage from a fray
e during the round in which it was
charged or engaged by an enenmty Unit.

There are two kinds of disengagement. Both
are represented by the same Order: The player
can announce the one he chooses at the momerit
that the Order is carried out, but he can only at-
tempt one kind of disengagement per round.

6.2.7.1 Disengagement by evasion
Test: INI/4 + 1 per oppenent in contact with
the Unit's members.

SrrmraEL oF CHAPL.:
Mlﬂ N(‘R : ORDER

a Unit to disengage from a fray, an Ini-
@ test with-a Difficulty of 4 + 1 for each
opponent it contact with any of its members
(in which case the-miniatures of Large or Very
Lafgc Size count 4s 1) must be passed for its

‘menibers;

The INT value used for this test is that of the
troops making up the Unit, not that of any In-
dependents whao may be accompanying it.

6.2.7.2 Disengagement by force

In order to disenpage by force the fighters
must be of a Size bigger than all of'the enemy
ﬁghte.rs involved in the fray. :

Test: STR/4+1 perlopponent in-contactwith
the Unit’s members.

{The STR value used for this test is that of the

troops making up the Unit, not that of any In-

dependents who may be accompanying it. The
highest RES value among all the adversaries
involved in the fray must be subtracted from
the Unit’s STR for this test. If the STR of the

“Unit attempting to disengage becomes nega-

tive in this way, then it becomes impossible to

| disengage.)

Failed disengagement: If a disengagement
attempt fails, then the Unit must place all
its:combat dice in defence (see further) dur-
ing this round of hand-to-hand combat. This
Unit's members can nevertheless make coun-
ter-attacks if they have the possibility to do so.

Successful disengagement: A Unit that
manages to disengage can immediately march

in the usualconditions as if it ‘had been given

| the Order to do so.
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This move can be made in any direction as
long as the members of the disengaging Unit
do not end their movement in contact with
members of the Unit with which they were in
hand-to-hand combat.

a different adverse Unit, which then counts as
an engagement.

A fighter who passes his disengagement test:

can disengage even if he is completely
g1 rounded by the enemy.

Ll
F WY DISENCAGEMENT

-Even when surrounded; a Unit can still dis-
engage, This implies that the miniatures can
pass “through” the enemy miniatures. This
represents fighters pushing their way between

| their opponents to make their way out. How-
This move can bring a Unit into contact with |

ever, logic must still prevail in a case like this.

I When a Unit disengages, the movement must
' be made in such a way as to avoid crossing the
{-enemy’s ranks as much as possible.

" Two Wolfen warriors are in contact with the

KELT
WARRIOR

members of a Kelt warrior Unit. Seeing a friendly
Unit having a hard time, the barbarians attempt

to interrupt the combat in order to come to

WOLFEN
WARRIOR

DISENGAGEMENT
(ORDER

Fianma
TOTEM-BEARER

{ DISENGAGEMENT
ORDER

their aid. Their disengagement test’s difficulty
is therefore 4 + 2, meaning 6. The Kelts get a
When added to the Initiative of
these fighters (INI 3), the final result is 7. So
the Kelt warriors manage to disengage; they
immediately march. The next resolution of
Orders will be crucial for both of these camps...

Gwenlaen the Ever-Proud and the members of

het war-staff try to disengage and leave their Unit
because their presence is needed at another part of
the battlefield. Only Gwenlaen is in contact with
an opponent. The disengagement test’s difficulty

is therefore 5 (4 +1). However, since the Fianna
musician and totem-bearer must also manage to
pull themselves out of the fray, it is their Initiative
(INT 4) that is.used. The result on the die'is

The whole war-staff can therefore disengage.




* NOTE

If no member of a Unit
that has been given a
“Disengage” Order is any
longer touching an enemy,
then the disengagement is
automatically successful,

6+G

SPECIAL DISENGAGEMENTS

el DISENGAGING AND FIRING

A Unit can disengage and then fire dur-
ing the second firing and incantation phase
if it has received a “Disengage” Order and a
“Move and fire”. Order that are simultane-
ously revealed.

.—.—.—__‘
ROUT

If a Unit disengages while in a state of

nearest edge of the terrain.

AR INDEPENDENTS

An Independent can attempt to disengage
while the rest of the Unit remainsin the fray,
In this case the Unit must receive a “Disen-
gage” Order. When resolving this Order the
player must simply announce that only the

Independent will be attempting this action.

If the test is passed, the'Independent is'no
longer considered to be :_a_ part of his ;LTn_it; :
He can then join a different one in the usual -

conditions. ‘

If the test is failed, the Independent re-
part of his Unit, but must place all
his combat dice in-defence durmg the next
hand-te-hand combat phase, The rest of his

mains a

Unit can nevertheless attack in the usual’

way.

If a whole war-staff attempts to disengage,
then the lowest INI among 1ts ‘members is
used for the test.

.'., EXAIIII A SIS e

6+H
FLEEING AND CHARGING

If a charged Unit flees, then the Unit that i

. g

REACTION ORDERS

6.3.1 RETREAT
Activation condition: The opponent
@anmunccs a charge against the Unit
or attempts to engage it. A retreat can only be
made when facing an opponent who is within
‘290 angle in front of the Unit.

Test: DIS/6. If this test is passed, the Unit
moves straight back a distance of half its

i Movement rate (MOV/2 ¢m). A Unit cannot
“Rout,” it absolutely must move twice its |
Movement rate (2x MOV cm) towards the |

reorient itself before retreating!
If the Discipline test is failed, the Unit re-

- mains immobile.

' 6.3.2 FLEE

. Activation condition: The opponent
declares a charge ‘against the Unit of

attempts to engage it.

Test: None.

The Unit tarns on its heels and ‘moves at
'h\nce its Movement rate (2 x MOV em) in the
“opposite direction of the Unit that triggered
-this reaction.

It remains in a state of “Rout” for as long as it

hasn’t bean rallied (see’ St'ltes}

6.3.3 PURSUIT

[y Activation condition: All opponents

! e . . -
AW who were: in contact with the Unit

manage to disengage.

Test: INT/4. If this test is failed, the Unit re-
mains immobile.

The Unit can immediately march in the usual
conditionsasifithad been givenanOrdertodo
so. Thismove canbring it to engage any enemy
Unit, even the one that has just disengaged.

charging is not considered to be Disorgan- 8

ised if it doesn’t come into contact with its §

target at the end of its charging movement.

When a Unit targeted by a charge flees,
then Units in scattered formation and de-
tachments can redirect their charge towards
a new target within the limits of a 90° angle
from the front of the base of the miniatures
in the first rank of its formation.

If the new target also flees, then the Unit
cannot redirect its charge a second time.
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1. The Fiannas (Unit B) charge the
Griffin templars (Unit A), who
declare a charge reception and
easily pass their Discipline test.

2. All'templars who are not
in contact with a Fianna
(numbered here from 1 to 8)
can move a distance equal to

their Movement rate (MOV:10)
for themto be placed into.
base-to-base contact with:an
opponent. Templars #4nd 6
remain where they.are since
they cannot reach an enemy:

. miniature. The Griffins’

 rigour has a good chance of
smothering the Kelts’ fury...

{ CHARGE
A RECEPTION ORDER

. A group of goblin marauders counter-charges some
Griffin spearmen. First of all, the goblins must make
an Initiative test with a difficulty of 6. This test is
passed: they successfully launch their counter-
charge. A second Initiative test then opposes the

. .goblins to the spearmen. The marauders get the better
final result and take their opponents by surprise.

2. 'The Griffins are maoved
first. Their miniatures
are placed within 15 cm
of the goblins (since
the goblins' charging
range is of 20 cm).

3. The marauders are
then moved. The
goblin player places his
miniatures as if this
Unit had just charged.

COBLIN
MARAUDER
GRIFFIN
SPEARMAN

0 CHARGE ORDER -

COUNTER-CHARGE
ORDER
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. Activation condition: The opponent
@i announces a charge against the Unit or
attempts fo engage it. A charge reception can
be made no matter how the Unit is oriented:

A Unit already involved in a'fray cannot car-
ry out a charge reception.

Test: DIS/6. If this test is':failred, then the

charge reception doesn’t happen. without any
further consequences.

Oncethe miniatures of the Unit thatis charg-
ing or engaging have been moved, those of the
Unit receiving the charge can be moved a dis- |
tance equaltotheir Movement rate (MOY cm) |

if no opponent is.in contact with their bas

This movement must bring them into contact

hat least one of the members 6f_thg: Unit
that has just charged or engaged theirs.

Ifno opponentis within a fiphter's movement
range, then his miniature cannotbe moved ex-
cept to remain within formation distance of a
member of his:WUnit. :

The fighters placed into contact with an op-
ponent who has charged also suffer any penal-
ties caused by the charge.

6.3.5 COUNTER-CHARGE
@ Activation condition: The opponent
\_) announces a charge against the Unit
or attempts to engage it. A counter-charge
can only be made against an opponent who is
within a 90° angle in front of the Unit. A Unit
can only make a counter-charge against a Unit
that is located at the same altitude level as it
is (see Flight) at the beginning of its move-
ment. A Unit already involved in a fray cannot
counter-charge.

Test: IN1/6. If this test is failed, then the Unit
suffers the charge or is engaged in the usual
way.

not that of any Independents who may be ac-
companying them. If a Unit is made up only of
Independents, then the lowest INI among its
members is used for this test.)

The “Counter-charge” Order must be re-
vealed before the distance separating the two
Units is measured. et

1f the Unit that is charging or engaging has
to make a Courage test, then it must be made
the moment the counter is turned over, before
the Order is carried out. If the Courage test is
failed'and causesa State of “Rout” or “Control,”

i “then the counter-charge isn’t carried out.

If a Unit makes a counter-charge against a
Unit charging it, then all:the penalties caused
by the charges are cancelled, no matter what

the two Units” Domination Factorsate, -

‘Bonuses and abilities that onlyapply during
a charge apply in the usual way.

A counter-charge can be declated against
an opponent who is trying to engage the Unit.
Tn: this case the Unit that has received the
“Counter=charge” Order is considered to have
charged its:opponent.’Any possible penalties
are applied.

If'a counter-charge is made against a charg-
ing Unit, a new Initiative test must be made
to determine which Unitis moved first and its
miniatures are then placed for the resolution
of hand-to-hand combat. The Initiative/INT
value used for the test is that of .the troops
making up the Unit and not that of any Inde-
pendents who may beaccompanying them, If
a Unit is made up only of Independents, then
the lowest INI among its members is used for
this test.

During a counter-charge it is the Unit that
was about to engage its opponent or that lost
the Initiative test which is'moved first. It stops
when it has entered the opposing Unit’s charg-

| ingrange by 5 cm. (Ifits Movement rate doesn't
| allow this, then it stops at its maximum Move-
| ment distance (2 x MOV cm).)

(The Initiative/INI value used fot the test !
is that of the troops making up the Unitand |

The opposing player then moves his Unit and
places his miniatures as if he had just made a

_ charge.

If a Unit announces a counter-charge and fi-

nally ends up not being within the opposing
Unit's range (meaning that the opposing Unit

was way out of range), then it goes into a “Dis-
| ed” state.

* EXAMPLE

Cornered, a brontops

rider (orc) courageously
makes a Counter-charge
against a Unit of Kelt
centaurs. Neither of

the two Units suffers
penalties caused by the
charge, but the brontops
rider benefits from .

his special charging
Strength (STR 12)

and from the bonus

given by the “Brutish
charge” ability, As !
for the Kelt centaurs, |
they also benefit |
from the “Brutish '
charge” ability. The

impact between these

Units is particularly
devastating...
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An army of the Griffin Empire encounters
a tribe of orcs of Bran-O-Kor. These armies
are made up of the following Units:

TN (BLUE)

« UNIT 1: 16 Griffin conscripts of which
one is Leader; .

« UNIT 2: 12 Griffin templars led by Arkhos
who is also the army’s Commander-in-
Chief (Elite Category 2; DIS 9);

« UNIT 3:12 Griffin fusiliers.

BY HOW TO USE ORDERS

B
:g: o s

! )
A R S

EXAMPLES OF HOW TO USE ORDERS

EII (ORANGE)

'+ UNIT 1: Umran Kal, the army’s Commander-
- in-Chief (Elite Category 2; DIS 6); :

« UNIT 2: 8 Jackal warriors of which one is
“Leader;

« UNIT 3: 14 orc brutes;

» UNIT 4: 9 orcs with crossbows. -

Arkhos's army includes a smaller number
of Units. It therefore has one refusal.

At the beginning of the round the Griffin
player wins the Tactical Roll with a final re-
sult of “13% againsta “10” forthe Orc player. . [EEIIRp

: 3 : Phases 1 and 2 are not
covered in this example.

-

RUNORDER
‘FIRE ORDER

RariD FiRE
ORDER:

RUN ORDER

CHARGE
REcerTioN OrRDER
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ARSI PHASE 3

« With a final result of “13” on the Tactical
Roll and a Commander-in-Chief of rank
category 2, the Griffin player gets four ad-
ditional Orders in this round. He starts by

from them.

Arkhos’s Unit gets one because of the
Commander-in-Chief’s presence, and the
Unit of Griffin conscripts also gets one

giving basic Orders to the Units benefiting |

because it is led by a Leader. On the other |

hand the Unit of Griffin fusiliers doesn’t
have a fighter with the “Leadership/X”
ability in its ranks, Yet it is within Arkhos’s
leadership range and therefore also ben-
efits from a basic Order.

‘There are now fouradditional Ordersleftto
distribute among the three Units. A same
Unit cannot have more than two Orders.
So each Griffin Unit will have a choice be-
tween two Orders. The fourth additional
Order is lost since'it cannot be used.



+ With a final result of “10” on the Tactical
Roll and a Commander-in-Chief of rank
category 2, the Orc player has three ad-
ditional Orders in this round. He starts
by: giving the basic Orders to the Units
benefiting from them. [le Unit formed by
Umran Kal gets one and the Unit of Jackal
warriors also gets one because it is led by
a Leader. The Unit'of orcs with crossbows
doesn't have a Leader in its ranks, but it is
within Umran Kal’s leadership range and
therefore also gets a basic Order. The orc
brutes, on the other hand, don’t have any
Leader and are too far from Umran Kal, so
they don’t get a basic Order. :
There are now three additional Orders to

be distributed among these four Units. A

first one is used to give an Order to the Unit
of orc brutes: A second one is-given to this
same Unit and the last one to the Jackal |

warriors. :

The two players have placed their Order
counters next to their Units in the gaming |

area.

[BRPIPHASE 4

In the first firing and incantation phase the
Griffin player reveals a “Rapid fire” Orderfor i
his Griffin fusiliers. The orc player not hay- -
ing given a*Rapid fire” Order to his orcs with
crossbows, only the Unit of Griffin fusiliers.
is activated in this phase. Their shots are im- |
mediately made. The deadly salvo sends five |

orc brutes back to their god, Jackal.
ATTEIPHASE 5

1. The Griffin player gets the lead and asks

his opporent to activate one of his Units. |

The latter having more Units than the
Griffin player, he cannot refuse. The Orc
player reveals a normal “Fire” Order for
his orcs with crossbows. -
This Order will only be carried out during
the second firing and incantation phase.

2.The Orc player gets the lead and asks: his
opponent to activate a Unit. The latter

having one Unit less than the orc player,’

he has the right to refuse once and decides
to use it here.

. So the Griffin player doesn’t activate any
Unit. He gets the lead and again asks his
opponent to activate one of his Units. The
Orc player reveals the Jackal warriors’
“Charge” and “Counter-charge” Orders
and chooses the first of these Orders. He
announces that the charge’s target will be

the Unit of Griffin templars. This inten-

tion allows the Griffin player'to reveal one 5

of this Unit’s reactions. It has two choices:
Charge reception (which would allow it to
surround the enemy) or Counter-charge

“(which would allow it to charge at the

“same time as the Jackal warriors). Prefer-
ting to keep his ‘army grouped together,
the Griffin player chooses the Charge re-
ception, This Order needs a Discipline
Roll to be made to be successfully carried
out; Thanls to Arkhos’s high DIS rate and
to his status of Commander-in-Chief of
the army; the roll is successful. The Jackal
watriors’ charge is therefore carried out.
The orcs are placed in contact with the
Griffin templars and then the “Charge re-
ception” Order is carried out and the sol-
diersof the Temple'close their deadly trap
arotnd their opponents.

.The Orc player gets the lead again and asks
his of;pon'e‘nt to activate a Unit, The latter
having already made use of his single right
to refuse, he must now obey. He doesn’t
have ‘much' choice: .the Griffin fusiliers
have already carried ouf their Order in
the first firing and incantation phase and
the Griffin templars have just carried out
theirs, The Griffin- player must therefore
activate ‘his conscripts. He reveals their
Orders: Riin and” Charge. The templars
ha\'ing surrounded the jackal wargiors,;
the conscripts cannotcharge the latter be-

‘" cause there is no space left for them to be
placed into contact with them. No other
enemy Unit being within their charging
range, the Griffin player chooses the Run

“'in_order to place his conscripts between
his templars and Umran Kal.

5. Only the Orc player still has Units left to
activate. He reveals the orc brutes’ Orders
{Charge and Charge reception) and de-
cides on a charge against the Griffin fusi-
liers. The latter having already carried out:
their Order; the orc brutes’ charge is im-
mediately executed. '

. And finally, Umran Kal’s “Charge” Order
is revealed and carried outwith the Griffin
conscripts as targets.

[DRTIPHASE 6

During the second firing and incantation
phase the orc with crossbows’ Order is car-
ried out. They target the Griffin conscripts
with their shots and manage to kill three of
them.




* EXAMPLE
A reorientation by a

quarter-turn can be
made belore or after a
movement whereas a
half-turn must be made
before the movement. In
case of a reformation, a
sidew movement or

a backwards movement,
it is considered that

the manoeuvre is
at the same time
s the movement.

made
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MANOEUVRES

Manoeuvres are complex movements that
can only be carried out by troops that are dis-

ciplined enough. A characteristic test often

has to be made to simulate this :

A Unit's manoeuvre must be announced
after having revealed the action Order: it was
given and before resolving it (Immobile: alsa
counts as an action Order), If the manoetvre
needs a test to be made, then it must be made
as soon as the manoeuvre is announced.

If this test is successfully passed, then the
manoeuvre can be carried out at moments
that can differ ‘depending on the: chosen
manoeuvre, s :

@

A same Unit can attempt only one manoeu-
vre per round, be it sticcessful or not.

6.4.1 REFORMATION

A Unit attempts to go-from' close formation
to scattered formation, or vice versa, The play-
er. must choose between automatic or rapid
reformation. :

When it reforms, a Unit must group together

or scatter in relation’ to the member who''is

nearest to the m'iddle otits front line.
6.4.1.1 Automatic Reformation
To do this manoeuvre the Unit must have re-

ceived an “lmmobile” Order,

Test: None.

The Unit immediately goes into its new for-
mation, but it can do nothing else during the
round.

6.4.1.2 Rapid Reformation
" Test: DIS/7

If the test is passed, the Unit goes into its new
formation and can carry out its Order. Yet it
suffers a -2.5 penalty in its Movement rate.

6oL
FORMATIONS IN A-FRAY

When a Unit in scattered formation charg-
es or engages an enemy Unit, or if it is be-
ing charged or engaged, then its members
automatically regroup without any test be-
ing made. The miniatures must then be posi-
tioned within close formation distance from
each other before making contact with the
opposing Unit. Yet the Unit still suffers the
penalties bound to scattered formation.
This doesn’t prevent a Unit in scattered
formation from attempting a reformation
‘manoeuvre: before resolving its Order (see
Manceuw}reis). Onthe other hand, a Unit in-
volved in a fray cannot attempt a reforma-
tion in any way whatsoever,

Whenia Unit is involved in a fray, its mem-

i bers no longer have to take into account the
. spacing restrictions between each fighter
 when making their thrust movements (see

Charge and engagement).

iﬁl [ACKAL WARRIOR

1. Here the Unit can

regroup around

miniatures A or B.

2. The Unit chooses
to regroup around
fighter A.

The Unit scatters
in relation to
miniature B.
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REORIENTATION

1. Here the orc

warriors can reorient

themselves using
either miniature A
or B as an axis,

2. The Unit is
reoriented by a
quarter turn by
pivoting around
miniature B.

REQRIENTATION AND MOVEMENT

1. The skeleton warriors first reorient themselves using
miniatare A as an axis, and then they march.

2. The Unit marches and then reorients itself.

MOVING BACKWARDS

The Griffin fusiliers
carry out a “Move
and fire” Order

and the Griffin
player announces a
backward movement
(manoeuvre). The
required Discipline
test is passed: Unit
A moves backwards
following the axis of
its orientation. The
fusiliers can thus
simulate a retreat
covered by their
sustained fire...

il

“to a central axis, meaning by pivoting the Unit

around the miniature that is closest to the
centre of the Unit. -

A Unit can reorient itself even if it remains
Immaobile. Yet it may not do so before carrying
out the following Orders:

@ Rapid fire @ Couhter-cha rge
@ Charge receptloni @ Retreat
@ Plee : @ Pursuit

A reorientation before an Order that allows

‘firing ‘is. considered to ‘be a movement and

therefore penalises the Aim Rolls’ chances of
SUCCOsS,

6.4.3 QUARTER—TURN

A Unit can reorient itself by a quarter-turn

or less without having to make a test. Such a
“reorferitation can be dane before an Order is
‘carried out or at the end of its resolution.

6.4.4 HALP—TURV

Any reorientation ‘of more than a quarter-

turn is considered to be a half-turn. A half- |
- turn can only be made before carrying out an

Order A Unit cannot make a half-turn befnre

charging

Test: DIS/5. Units in scattered formation and
.detachments.do not have to make this test.

IfaUnit has received-a “March” or “Run” Or-
der, it can then be moved in the direction of its
new orientation; but it suffers a penalty of -2.5
in its Movement rate (MOV -2.5'cm),

6.4.5 MOVING BACKWARDS

A Unit can only move backwards if it is car-
rying out a “March,” “Run’” or “Move and fire”
Order. It is impossible to reorient before or af-
ter a backwards movement.

Test: DIS/6. Units in scattered formation and
detachments do not have to make this test.

[fthe testis passed, the Unit moves backwards
in the axis of its orientation a maximum dis-
tance equal to its Movement rate (MOV cm).

If this manoeuvre is combined with a “Move
and fire” Ordet, then the Aim test’s difficulty is
increased by three points instead of one,

The width of the Unit’s front.can be changed
when making a backwards movement.

"'6 5.5
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6.4.6 REGROUPING
SEVERAL UNITS

Test: None.

Several Units of the same type can regroup.
To do s0, one of the Units must receive an “Im-
mobile” Order. The Units that wish to join this
one must receive a "March” or “Run” Order. If
they come into contact with the first Unit, they

‘automaticallyintegrate, and from then'on only
& form one single Unit. =

Units of the same type that join together in a
fray following a charge or an engagement can
régroup.' ¥
A Unit in Rout cannot fuse with another
Unit. ¢

6.4.7 DIVIDING A UNIT

A Unit can be split inta several other Units
of smaller size as long "1'5. the total value of the
troops making up each new Unit thus formed
remains greater than or equal to'50°A.P.

A Unit in Rout cannot be:"div_ide;d.

6.4..7.1 Division of a Unit during
: the movement phase
Test: DIS/S5: s
This kind of diviston can beattempted at the
moment that the Unit carries out a “Charge,”
“Immobile,” “March;” “Run,” “Move and fire”
or “Fire" Order, :
If the Discipline test is passed, the new Units
must simultaneously carryout the Order given
to their original Unit: ;

6.4.7.2 Division of a Unit
- during a thrust -
“This manoeuvre can be i_'nade even if the Unit
has already made a manoeuvre during the
movement phase. :

Test: DISI 7

E 2d DIVISION OF AUNIT

At the end of combat, the .
reapers of Alahan numbered
from 1 to 6 are not in.contact
with an opponent. So they
attempt to leave their Unit.
The Discipline test having been
successfully passed, these six
fighters form a new Unit. As

of the following round they
will be able to move freely.

REAPER OF

‘_ CLONE
or.Dirz

=

‘At the end of combats, after all thrust move-
ments have been made, the fighters who are
no longer in contact with an opponent can
attempt toform a new Unit. 1f the Discipline

test is passed, they form a new Unit that can
receive Orders.as of the next round.

- 6.4.8 MOVING SIDEWAYS
This manoeuvre can only be made if the Unit
has received a “March” ot “Rur” Order.

Test: DIS/7. Automatic for Units in scattered
formation and detachments.

~If the test is passed, the Unit makes the
movement bound to its Order towards theleft
or the right without reorienting. It neverthe-
less suffers a penalty of - 2.5 in its Movement
rate (MOY <2.5 cm).

DIVISION OF A UNIT T

20

Unit A has received a “March” Order.
Before carrying it out, it attempts

to split in two. It successfully:

passes its Discipline test.

Each of the two'newly created Units
must then march. This movement is
ideal for taking an enemy Unitina

pincer or for surprising your opponent
by taking two objectives at once.

REAPER
OF ALAHAN

MARCH
ORDER




6.4.9 LEAVING A UNIT

Characters, Warrior-mages and Warrior-
monks can freely leave a Unit if they wish.
This action must be announced at the mo-
ment that the Unit they are leaving carries out
an “Immobile,” “March, Charge” or
“Counter-Charge” Order.

The fighter or fighters who wish to leave the

»ou noa

Run,

Unit can then immediately and without mak- |
i+ Movement characteristic (MOV). This rate is
“Run,” “Charge” or: “Counter-Charge” Or- |

ing a‘test-be given'an “Immobile,” “Marc

der, even if their Unit has received a differ- |

ent Order! They can.also leave their Unit if it

is involved in a fray. To do so they must make :

separate Disengagement tests.:

If they manage to leave their Unit; they can
form a new Unit of their-own or join another
one immediately or-in a Jatér raund. The Unit
they join cannot make any further movement
in that round (excepting a thrust movement):
It is impossible to join a Unit in Rout.

Standard-bearers and musicians can also

leave a Unit in the same conditions. However,

as long as they haven't joined either a com-

mander of the same rank category to form a
war-staff, or a Unit of a rank category equal or
inferior to theirs, they cannot charge or engage
an enemy Unit. They can, however; be charged
or engagediin the nornalway.

IGNORING FRIENDLY UNITS

{6.5}
MOVEMENTS
When a Unit carries out a “March,” “Run,”

“Charge” or “Counter-Charge” Order, it makes
a. movement. Reorienting while remaining

immobile or before firing is also considered a

movement.
Moves are made depending on the fighters’

expressed in centimetres;
-All types of mavement ¢an be rnade on the

i ground o “while ﬂymg In the latter case,

Rag NamA dlstmgmshes altitude levels.

6.5.1 SPECIAL CASES

6.5.1.1 Moving through
: a friendly Unit.

If a detachmentor a Unitin scattered forma-
tion'is standing in the way of a friendly detach-
ment ot a friendly Unit in scattered formation,
then the Unit moving can make its movement
without taking into account the friendly Unit
being moved through.

It is impossible'to charge through a friendly
“orenemy Unit unless it isa detachment. It is
“also:impossible to move through a Unit in-

volved ina fray.

NotAllowed X

Allowed




i Ignoring obstacles

If an obstacle other than an enemy Unit is
standing in the path of a Unit that is moving,
then the fighters can ignore its presence if its
width on the ground isn’t greater than 5 cm.
Thus, a Unit doesn’t have to manoeuvre to
move around a tree or a small boulder and can
advance straight ahead without taking into ac-
count such an obstacle’s presence.

6.5.1.3 Varying movements
within a Unit
A Unit always moves at the speed of its slow-
est memnber. However, if an artefact, 4 special

capacity, a spell or a miracle that slows him:

down or alters his charging capacity affects a
fighter, then his Unit is-allowed to leave him
behind. ;

If the affected fighteris an Independent, heiis
then considered to be a new Unit.

If he isn't an Independent;:then he c¢an do
nothing else but try tojoin his Unit again as

quickly as possible. He receives no Order and:

his action is always Running. (No Discipline
test is required), If he is charged or éngaged
before he has returned to his Unit; then he is
considered to be'a Unit all on his own for the
calculation of his Unit’s strength in Numbers
and his Domination Factor.

As soon as he manages to return to his Unit,
he automatically joins'it again.

As long as he hasn't managed to return to his

Unit, an isolated fighter cannot be counted in.

the calculation of the Unit's Domination Fac-
tor or its strength in Numbers.

6.5.2 IGNORING AN
ENEMY UNIT

A Unit that charges must normally end its
movement in contact with the first enemy
Unit in its path. However, a Unit that obeys
a “Charge,” “Counter-charge” or “Run” Or-
der can ignore the presence of a friendly or
enemy Unit in its path if this “obstacle” is a
detachment. The Unit that is charging can
then continue its movement as if the obstacle
weren't there.

Yet if the Unit forming the obstacle is made
up of fighters with a FEAR rate, then the Unit
that wishes to ignore its presence must still
make a Courage test. And inversely, if the
moving Unit has a FEAR rate, then the ignored
Unit must also test its Courage.

If one or several members of the Unit form-
ing an obstacle are in contact with the Unit
that has just charged, then they dare considered

to be engaged. However, they are counted:in

the calculation of the chargec’i Unit's Domina-
tion Factor to determine if it suffers charge
penalties or not. s

s ; IGNORING ENEMY UNITS

1. Twelve spearmen of Alahan (Unit A) charge'nine Strohm
warriors {Unit C). They are allowed to ignore the troll’s/presence
because he is a detachment. The spearmen must nevertheless
test their Courage since the troll (Unit B) has a FEAR rate.

@ SPEARMAN
- QOF ALAHAN

'ﬁ? STROHM
== WARRIOR

/AR TROLL

CHARGE
ORDER

2. The spearmen pass their Courage test.
They charge the Strohm warriots by
moving around the troll. All spearmen
whose charging capacity lets them
reach a Stréhm watrrior are placed in
contact with a goblin. The spearmen
of the rear-guard engage the troll.
Unit A's Domination Factor is of 12.
Unit B's is of 9 plus 2 for the troll. Because
the spearmen’s Domination Factor is
higher than the goblins’, the Str6hm
warriors suffer the penalties due to the
charge for the remainder of the round.
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The Alliance of Light unites the Lions of Alahan, the Griffins of Akkylannie and the Cynwill elves in a merciless struggle against the living-dead of Acheron,
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ighters who have a Spiral of Faith on

their reference card are called faithful

(or sometimes Warrior-monks). They
canact during the divination phase. This chap-

PROTECTORS OF THE FAITH

ter describes the beliefs that push the peaples.

of Aarklash to fight as well as the rules rep-
resenting them in Rag'Narok. 1t does not have
to be read before playing a first game: Indeed,
only some parts-on the rules concerning Or-
ders and movement, firing and hand-to-hand
combat may be necessary to-allow Divination
to be integrated smoothly.;

The faithful have devoted their soul to the

The faithful are often Characters: these are
distinguished from other fighters by the fact
that they have their 'own personal name; Like
magicians, they cannot counter-attack.

Some faithful differ from their peers because

their faithis a weapon in the battle that they

have chosen:to wage, This category of faithful
is called: Warrior-monks (see Abilities), These
are not riecessarily Characters, but they can

brothers can guess the burden that this can
sometimes represent, but-imagination alone
is niot enough to visualise the scope of their
powers, A god's influence is universal and un-
limited. One can know what to expect when
facing a'magician, but a faithful is able to make
true miracles happen!

7.1.1 FAITH

The faithful and Warrior-monks have an ad-
ditional characteristic: faith. Three numbers
around the Spiral of Faith represent the faith-
ful’s degree of understanding of his divinity’s
three aspects. The number above the Spiral of
Faith corresponds to Creation. The one to its
left symbolises Alteration, and the one below
the Spiral represents Destruction.

The higher the number corresponding to an
aspect, the more the faithful is aware of his
god’s powers in the concerned domain. A faith-
ful’s aspect levels condition the type of miracles
his god can make happen through him.

i
f
service of a god or a spiritual ideal. Their | ‘counter-attack.

7.1.2 cuLts

The faithful’s cult — the divinity to which he
has vowed his soul ~ is indicated among his
abilities. It is followed by a value representing
the aura of faith that surrounds the faithful.
This is expressed in centimetres.

® EXAMPLE
Nerin the Scary, a faithful
dwarf of Mid-Nor, has
the "Faithful of Mid-
Nor/10" ability, His aura
of faith therefore reaches

" O ; 10 em around him.
The faithful of Mid-Nor are often surrounded by
creatures with various capabilities, such as these reapers who can fly.




* EXAMPLE

The Priest f Steel,
who has the “Faithful of
Merin/10" ability, can
decide to take miracles
of the cult of Merin,

the Ways of Light and
the Universal cult.

Her aspects are:
Creation 0, Alteration 2
and Destruction 1. So
none of her miracles can
have a level higher than 2
in Alteration, than 1 in
Destruction, or have any
level at all in Creation.

¥ PLEASE NOTE
Unless noted otherwise
on the miracle’s card, a
faithful can call a given
miracle only once per
round, whichever it
may be and whether the
call is heard or not.

L men

ORDERS AND THE FATTHFUL

The faithful who act within a Unit are sub-
ject to the same Orders as it. However, they do
not need to receive any particular Order to act
during the divination phase.

A faithful accompanying a tUnit of marksmen
can also choose to ignore all firing Orders that
would prevent him from calling a miracle. The
rest of the Unit can then fire while the faithful
concentrates on his call.

CALLING ON ONE'S GOD

7.3.1 DISTRIBUTION
OF MIRACLES

When building his army, the player chooses §

which miracles he will give to his various

faithful: Every faithful must have his own

miracles. During a battle two faithful cannot
swap. theit miracle cards, yet they can have
identical ones;

A miracle bound to'a given cult can be used
by all of the faithful of this cult, and only by
them. There are two' pacticular cases con-
cerning this rile:

+ A miracle devoted to one of the three Al-
liances (Meanders of Darkness, Ways of
Light, Paths of Destiny) can be used by all
the faithful who follow the indicated path.

+ A miracle of the Universal cult.can be used

-~ byall the faithful without exception.

The faithful’s-aspect levels must be greater
thanorequalto those required by the miracles
he wishes to acquire: before the battle. A god

cannot make miracles happen through a faith- !

ful who cannot understand:-him!

e

‘The number of miracles a faithful canhave is

unlimited. Miracles and magic objects have a .

cost in AP that is added to the faithful’s over-
all value,

B

7.3.2 CALLING CONDITIONS

Calling on one’s god demands conviction,
concentration and application. During a same
round it is impossible for a faithful to call a
miracle and also to fire, run or charge. This
does not concern miracles, abilities, magic
objects and experience cards that affect Move-
ment. Warrior-monks are also exempt from
these restrictions.

_| happen, starting with the one with the highest

regular rules.

“camps, then the player who won the Tactical

{the round. Warrior-monks are not affected by

ave )/
CALLING
CONDITIONS =

The faithful can: still use their miracles and
censure in the usual way. On the other hand,
a faithful who has fled at twice his Move-
ment rate cannot call a miracle (unless he'is a
Warrior-monk).

Miracles happen - during the | divination
phase, which takes place before the second fir-
ing and incantation phase and after the move-
ment phase, i

However, certain mitacles can o must be
called during a different phase {the movement
phase, for example). In this. case the text on
the reference card takes precedt‘me aver the

The faithful take turns making the1r miracles

DIS. ‘They then proceed in decreasing order.
Any Discipline bonuses, such as abilities or
supetnatural effects, apply as usual,

The Priestess of Steel brandishes her blazing icon to protect
her faithfulfrom the dreadful ¢

paeeon

.

If several faithful in the same camp have
the same DIS, then the player controlling
them chooses in which order they ‘call thelr
miracles.

1f there is equal Discipline in the two enemy

Rollacts first.

Fighters without a Discipline rate (Living-
dead, Constructs...) are considered to have a
DIS of 0.

A faithful cannot make a miracle happen if
he is in contact with an oppanent or if he has
suffered a Damage Roll since the beginning of

these restrictions.

In order to make a miracle happen, the faith-
ful must have a line of sight onto the target or
be i base-to-base contact with it.

* REMEMBER
Only Warrior-monks
can call miracles when

L 3

in hand-to-hand combat.
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7.3.3 TEMPORARY FAITH

faith of those around him. Without collective
faith the god cannot intervene,

conviction when absorbed in his prayers is
represented by his amount of Temporary
Faith (T.E), which depends directly on the
faithful's rank and aura of faith as SPCCiﬁed
= on his reference card.

7.3.4 CALCULATING
TEMPORARY FAITH
Temporary Faith is calculated by count-
ing the number. of friendly'min_iamres of the
same people located even partially at a dis- |

of faith. The faithtul himself is counted in this
total. The result is then. modified according to
the faithful's rank and by roundmg up to the
higher integer.

RANK RATIO

Devout I'T.F. point for every 3 miniatures
L3 Swithir the aura of faith.
Zealot [ I T.F. point for every 2 miniatures
i WIthm the aura of faith
Dearli Sz polnt For every mirtature -
within'the aura of faith. *

|

In order to call a miracle the faithful needs the |

In game terms this means that the faithful’s |

tance equal to or less than the faithful’s aura |

* EXAMPLE

The Priestess of
Steel has four Griffin
spearmen within her
aura of faith, which

This new. result is the total number of T.E,
points the faithfithhas available for the divina-
tion phase being played. :

You can place one or more d6 next to the

is of 10 cm. With her
ratio of 1 T.E. point for
every three miniatures,
she has two Temporary
Faith points available,

faithful’s miniature to represent his total |
number of Temporary Faith points.

FEARING NEITHER -
GOD NOR MAN

Creatures without Discipline, such as the
Living-dead, are not counted for the calcu-

:~lation of a faithful’s Tc!ﬁiiorary Faith. This

rule also applies to elemental beings and to
Stateless fighters.

The Discipline given toa Living-dead fight-
er: by the Dark Stranglehold rule does not al-

{ low him to be counted in the calculatlon ol'a
i faithful’s Temporary Faith:

e e ____l._-_._._._T..*,.‘._

| 7.3.5 DURATION OF

TEMPORARY

FALTH’S VALIDITY
Temporary Faith is calculated at the beginning
of each round’s divination phase, The points ob-
tained are kepl until-the beginning of the next

- divination: phase. Consequently, miracles that
i can be called during the movement phase are

done 50 using the Temporary Faith points re-

‘maining from the previous round.:

| 7 3.6 MERCENARIES;

~ALLIES, ST i\TELE‘Sg
FIGHTERS AND =
~TEMPORARY FAITH

* Mercenaries are only counted for the cal-

culation of the Temiporary Faith of the faith-

i ful:of their own people.of origin, or of enemy

Iconaclasts. :

If a Mercenary is not bound to any people,
then he is counted in the calculation of the T.F.
of the faithful who are friendly with the same
Alliance as he is.

Allies and Stateless fighters are not countér]
for the calculation of the T.E. of their camp’s
faithtul.

'_.v_—ﬁ x

{ 7.3.7 CALLING A MIRACLE

Every faithful can call one or several miracles

# during the divination phase, starting with the

one with the highest DIS. A faithful can call a
given miracle only once per round, no matter
his rank and the number of miracles he has.

% He can choose not to call any miracles during

Shaka-Morkhai
Jackal’s wrath onto the alchemical ereatures that roam Bran-O-Kor.

fired up the amok slayers’ faith. Together they would attract

a divination phase.

The faithful must have a line of sight onto.the
target and it must be within the miracle’s range.

‘The player rofls 1d6 and adds the result to the
faithful’s Temporary Faith to equal or surpass
the called miracle’s difficulty. This roll is called
the Divination Rall:

If the final result is less than the miracle’s dif-
ficulty, then the faithful's god doesi’t hear his
pravers and the miracle doesn’t happen.

* REMEMBER
When malqnb a Divination
Roll a result

rolled again.
[+]is always a fai

result of
e, even
after re-rolling aif




Countless dwarves proudly don the solid armour created by
the artisans of Tir-Na-Bor while inspired by Uren, the god of the forge.

If the final result i5 greater than or equal to.
the miracle’s difficulty, then it happens and its
“effects are applied;” :

Calling a miracle consumes some of the.
faithful’s Temporary Faith. Once the miracle’s:

call has been heard, the miracle’s Fervour val-
ue;is subtracted from the faithful’s amount of
Temporary Faith. This can cause the faithful’s
T.E: to become less than 0'without any further
consequences apart from preventing the faith-
ful from calling miracles'and using cénsure
(see 7.3:11) until thenext divination phase.
Ifthe faithfulstill kas Temporary Faith points
left, he can attempt to call another miracle. He
then uses his new amount of Temporary Faith
points for the next miracle he wishes to call.
‘Thus the faithful can'call miracles as long as
he has at least 1 Temporary Faith pointleft.

7.3.9 APPLYING THE EFFECTS

‘The miracle’s target m
miracle’s calling conditior
when the miracle is called. The target must
also be within the miracle's area of effect-and |

range. :

A successfully called miracle’s effects apply
immediately. If the targeted miniature's RES
falls below 0 due to a miracle’s effects, then it
is immediately removed as a Loss.

7.3.10 STRENGTHENING
THE BOND
To improve his chances of success, a player
can sacrifice Temporary Faith points of the
faithful making the call. When calling the
miracle, he determines how many Temporary
Faith points he wishes to spend.; The faithful’s

Temporary Faith'cannot become less than 1 in
this way points spent are lost.

[-'OI"E\'ery orary Faith point spent in this
way the faithful gets one additional d6 for the
Divination test of the miracle he wishes to call.
The Divination Roll isthen made using the faith-
ful’s new amount of Temporary Faith. The dice’s
restilts are not added together, but only the one
with the best result is kept for'the test.of faith.

Some miracles allow Tempotary Faith points
to'be invested during or after the'test of faith
in: order to. modify its effects. The conse-
quences of these increases are specified on the
miracle’s card.

7.3.11 CENSURE

Very few individuals on Aarklash can get away

I with opposing a.god's will, A's soon as a miracle
| happens, nothing can stop it. Aware of this, the
faithful keep a close eye on their enemy coun-
i terparts on the battlefield. When one of them
i begins calling on his god, the faithful only has
a fey

t meet all of the |
s. It must'be visible |

condsta react. He:must then draw from
his own devotion to try to netitralise his enemy.

During the divination phase, after his op-
ponent has announced his intention to call a
miracle with one of his faithful but before the
Divination Roll is made, the player can-apply
censure. To do so he must spend Temporary
Faith points of one of his faithful who has a
line of sight, even a partial one, onto the enemy
faithful calling the miracle. Every Temporary
Faith point spent in this way cancels out one of
the targeted faithful’s Temporary Faith points.

Several faithful can join forces to neutralise
their enemy’s faith, the total amount of points
spent reducing the censured faithful’s Tem-
porary Faith by the same amount.

If a faithful’s Temporary Faith is reduced
to 0 due to censure, then he can no longer call
miracles in the divination phase being played.
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SPECIAL CASES

7.4.1 MERIN AND
THE GRIFFINS
OF AKKYLANNIE

The Griffins’ reverencé for their oneand only. |
god; Merin, is unwavering. The faithful of Ak

kylannie consider a result of
nation Rolls to be equal to
therefore roll them again if they wish,

7.4.2 THE DWARVES
OF MID-NOR

The rise of the hero of the Mid-Nor dwarves to
the status of divinity of Darkness is an ungrasp-
able mystery to theologians. Yet he is indisput-
ably present within the blackened hearts of all
his children. The faithful of Mid-Nor also con-
sider a result of |3/ on their Divination Rolls to be

and can therefore roll them again.

—{75

COMMUNIONS

7.5.1 THE CONCLAVE
A conclaveis the assembly of faithful who will

perform the communion. It must be formed by

the eminence and at least one disciple.
A faithful can join only one conclave at a
time.

+ The eminence is the faithful holding
the communion card and who leads the
ceremony. To do so he must be bound to
the communion’s cult. Any faithful, even a

<l'on their Divi-
and they can

Warrior-monk; can: be a communion’s emi-

“nence; He is the one who malkes the final roll
to'determirie if the communion is:successful
of not.‘ The eminence must draw from his
own -Tempqrary Faith to" strengthen the
bond if he deems this necessary.

+ Disciples are  the faithful who join the
eniineﬁéerto:perform the communion.
Theconclave can gather us many disciples as
the player wishes. :
‘The disciples absolutely must be of the same
people as the eminence or be bound to the
cult required hy the communion. During the
ceremony’s performance they: must remain
within 10 cm or less of the eminence.

7.3.2 INITIATING A
COMMUNION

A communion can be initiated at any time
during the divination phase. A faithful can
call miracles before initiating or joining a
communion. But in order to initiate or join a
communion, a faithful absolutely must have at
least 1 Temporary Faith point available.

Initiating ot joining a conclave does not re-
quire any test to be made. It is enough that the
three sums of the conclave members’ aspects
must simply be equal to or greater than the
values required by the communion for each of
the three aspects.

A faithful can only
moment that if is in

a communion at the
ated. It is impossible to
join a communion in progress.

A faithful in contact with an enemy cannot
initiate or join a.communion unless he is a
Warrior-monk:

A conclaye’s members can do nothing else
while performing a communion. Only censure
is allowed. :

® PLEASE NOTE!

At no time during a
communion may the
Temporary Faith of any of
the conclave’s members
become less than 1.

Should this happen for
any reason, then the
communion is interrupted.
Each of a conclave’s
members continues being
counted in the calculation
of his own Temporary
Faith, that of the conclave’s
other members, as well as
that of any other faithful
able to use his faith.

The communion’s target
must be selected as soon
as it is initiated, even if

it isn't within its range

vet. The range is only ’
measured when making

the call. However, at least

one of the conclave’s

members must have a line

of sight onto the target,




7.5.3 INTERRUPTION

A COMMUNION
’s members is charged,
engaged, wounded or killed; or if his Tempo-
rary Faith becomes less than 1, then the com-
munion is interruptéd. The Temporary Faith
of each of the conclave's:members then imme-
diately falls to 0.

If one of the concla

7.54 THE FINAL CALL
When a communion reaches its end, the
eminence makes a Divination Roll u ng his
Temparary Faith added to that of each of the
disciples. He can, if he wishes, sacrifice addi-
tional Temporary Faith points to strengthen
the bond. The points thus sacrificed must be
subtracted from the eminence’s T.E.
The communion’s range can be meastured
m the eminence or any of the disciples as
long as he has:aline of sight onto the target. If
none of the conclave’s members sees the target
or if it is not within range; then the communion
is interrupted (see above).

If several communions must be resolved during
the same phase, then this is done following the or-

| der of the eminences’ DIS, like for a normal call.

7.5.5 COMMUNIONS
AND CENSURE
It is impossible to censure a conclave’s
members. The only way to make a communion
fail is by interrupting it.

7.5.6 COMMUNIONS
AND FERVOUR
Once a communion has been pe
each of the conclave’s members must subtract
the Fervour specified on the communion’s

| card from his T.E. If they still have Temporary
Faith points left, they can call other miracles

or even initiate or join another communion.

A same eminence can initiate the same com-
munion only once: per round. However, it is
sometimes possible to.increase a communion’s
effects while it is being called. This is then
specified on the communion’s reference card.

L

Misericord performs her miracles in the name of the mysterious Lodge of Hod.

A
COMMUNIONS
AND FERYOUR

* EXAMPLE
A dwarf of Tir-Na-

Bor Zealot iniliates a
communion of which

he will be the eminence.
The communion's
aspects are: Creation 1,
Alteration 2,
Destruction 1,

The eminence’s aspects
(Creation 2, Alteration 1,
Destruction 1) are not
enough to eall this
communion, A provost
of Uren joins him as a
disciple, His aspects are:
Creation 0, Alteration 1,
Destruction 1. Thus

the conclave has the
following aspects:
Creation 2, Alteration 2,
Destruction 2. Together
the eminence and

the disciple have the
aspects required to

call this communion.
Thanks to the presence
of numerous fighters

of Tir-Né-Bor within
their aura of faith, the
eminence’s T.F. is 8

and the disciple's is 5. |
The player decides to
strengthen the bond

by sacrificing one of

his eminence’s T.F.
points. The dwarven
Zealot's T.F. therefore
becomes 7 and he rolls
two dice instead of only
one to make the call.
When making the final
call, the eminence’s T.F.
is added to the disciple's
to give a total T.F. of 12
points. The communion's
difliculty being 11, the
player only needs a
result of .*|or more (a
result of + beingan
automatic failure).

'The dice show a result
of [+*|and [, The
communion’s call is
therefore a success

and its effects apply
immediately.

The conclave's members
must now subtract the
communion’s Fervour
from their T.F. [n this
case the Fervour is 3. So
the eminence still has

4 T'F. points left (7-3)
and the disciple has 2
points left (5-3). They
can now use these T.F.
points to call miracles
individually or to initiate,
another communion.
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CHARGE AND ENGAGEMENT

o charge an enemy Unit, a Unit must
have received a“Charge”or “Counfer-
charge” Order. It must be able to see
its target before it is moved! s
In some cases a charged Unit suffers penalties
called charge penalties: And some abilitic

& 3; PLACEMENT OF MINIATURES FOR A FRAY

and special:capacities only go'into effect dui-
ing a charge. S S

When a Unit comes into contact with an
enemy Unit without having carried out 4

“Chatge” or “Counter-charge” Order, it is.an

engagement. Contrary to a charge, an engage-

‘ment never inflicts penalties on the fighters

subjected to i
oran engagementcauses a fray that
-ated into combats,

by o

i Boor

!% GOBLIN MARAUDER

-

ARSI SN
¢

S
@

1. The goblins (Unit A) announce a charge against the dwarves (Unit B). Each of
Unit A's members has a charging distance of 20 ¢m to reach an opponent.

After measuring the distances separating the two Units’ fighters, it happens that
goblins 1 to 8 are able to reach an opponent. Because they aren’t Independents
they absolutely must be moved and placed into base-to-base contact with

a member of Unit B. Yet miniature 8 cannot be placed in contact with'an
enemy fighter because all his potential opponents are already engaged.
Unit A’s other members can end their move anywhere within

their movement capacity, Yet they must remain within formation
distance of at least one other member of their Unit.




* PLEASENOTE!

“In contact” does not
mean that the bases must
be touching each other.
The posture of some
miniatures can prevent
them from being placed
touching another one's
base. As long as their
bases are parallel to cach
other, two miniatures
can be considered to

be in contact with cach
other, even if there is

a small space between
their respective bases.

* PLEASE NOTE!

Two miniatures can be

in contact with each

other only if both are at
the same altitude le
Encounters at levels 1

and 2 (72 are simulated off

the battlefield on another

table, This allows in-flight
hand-te-hand combat

to be visualised without
disturbing the positions
of miniatures at level 0,
If hand-to-hand combat
takes place at level 1

3 =+, then the
fighters' flight Movement
rate is used for thrust
movements. Fighters
cannot change altitude
levels while making a
thrust movement,
Thrust movements are
made in the uswal way by
moving the miniatures
on the table where the
aerial combats are being
simulated, However,

if a Unit disengages

ar uses its thrust
movement to regroup,
then this movement

is simulated using a
counter on the ground.

Order is carried out: If not,-then the Unit that
~must.charge is moved in-a straight line over a

‘end of the round. "

.....____...L__.-...T*

8.1.1 CHARGING OUT
OF RANGE ;
When a Charge counter is revealed one must |
make sure that at least one of the members of
the Unit thatisabout to be moved canbe placed
into base-to-base contact withione of the mem-
bers of its target. If this is the case, then the

distarice equal to twice its Movement rate. Its |
state then becomes Disorganised. '

ST

An opponentican onlybe charged by a flying
fighter if both fighters are at the same altitude
level or if only one level separates them when
the charge is announced. :

If the fighters:are:separated by more than
one level, then:combat is not possible,

8.1.2 DIVE ATTACK CHARGE
A Unitlocated-atlevel T or2 cancharge while

making a dive attack at enemies located at the

level directly below the one it is flying at. This

- attackiis subject to the same ritles as a regular
“charge: :

- When a fighter does a dive attack he benefits
from:+2 th: INT, ATT and STR,

This bonus. is only valid against miniatares
in the Unit-being charged and only until the |

If;, at the end of fray splitting, the charged
miniature is not ergaged against the fighter
who.dive attacked; then the latter’s bonus is
cancelled. :

8.1.3 POSITIONING OF
MINIATURES IN A FRAY

A Unit can charge or'engage only one fray at
a time. This means that a Unit can: charge or
engage two different Units only if they are ini-
tially both involved in.one and the same fray.

When two Units come into contact: with
each other, the player controlling the Unit that
has charged or engaged places his fighters in
contact with his opponent’s Units within the
limits of his fighters Movement rates. Further-
more, he must move all his miniatures that
are able to come into contact'with an enemy |
fighter. Thus all miniatures that can be, must
be placed into contact with an enemy minia-
ture and therefore fight in the following hand-
to-hand combat phase.

This obligation does not apply to Indepen-
dents, who are not forced to risk their lives
uselessly in a fray.

| | Square “1” Infantny
Rectangle Cavalry @&——
: «) £ .Ft:ghter of. Largé Size
goquare il of Cregture
Square “2” Large Creature

8.1.3.1 Positioning miniatures
according to bases: =
Miniatures are positioned according to the
size of their base. When a fighter charges or
engages an enemy, then the front of the minia-
ture representing him must be in contact with
his target’s miniature as much as possible.

There are 3 types of bases:

BASE TYPE OF BASE

A fighter charging or engaging oppoﬂents

i ‘whose bases are smaller than his' must be

placed in contact with two miniatures, unless
he charges a miniature located at the Unit's
corner (see p. 88).

If fighters with bases of different sizes are

- next to each other in a same Unit, then the
{.player controlling the fighter who is charging

[ (or engaging) selects one of these two oppo-
I nenits to be his fighter’s target.

Only miniatures that have been designated
to be a charge’s or engagement’s targets are
considered to be in contact with an enemy (see
p.-88).

The only exception to'this last rule concerns
“Charge reception” Orders. Miniatures thatare
moved when carrying out this Order are con-

{“sidered to be in contact with their opponent.

1f special rules apply to a fighter’s charge
(such: as the effects of the “Brutish charge”

' ability), then the fighters who made the Charge
. Reception are subject to them.

If the charged or engaged fighters are too far
apartfromeach other, they must be repositioned
closer together to allow them to be placed in
contact with their opponents. This rule applies
even if the targeted Unit was in scattered for-
mation. Thus, to make combat clearer, a Unitin
scattered formation must always be positioned
if close formation before coming into contact

“withan enemy Unit. Yet the Unit is still con-

sidered to be in scattered formation.

When miniatures on infantry bases charge
or engage opponents on cavalry (or creature)
bases, they can be positioned freely with two
opponehts per side, and with only one at the
front and back of cavalry bases.

8.1.3.

" POSITIONING
Ml}\@“rmgﬁ_m A FRAY

* A fighterona
cavalry base must
always charge using
the front of his base.
However, he can engage
up to two fighters on
infantry bases by being
positioned in base-to-
base contact with them
using one of his flanks.
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PLACEMENT OF MINIATURES DEPENDING
ON THEIR BASE'S SIZE « EXAMPLE |

The war troll cannot charge or 4 2 2
engage his two opponents at ; B AR TROLL
the same time like in fipure 1. i
He must place himself into
contact with one of the : ;
two as shown in figure 2. : Worren

: WARRIOR

PLACEMENT OF MINIATURES DEPENDING
OMN.THEIR BASE'S SIZE * EXAMPLE 2

% = :s"&%.;r

@l WOLFEN:
| WARRIOR

1. The fighters on creature bases cannot be placed in this way after a charge ot an engagerment,
They must always be placed ina position of 1 against 2 if their opponents’ bases are of
smaller size. Having sucha big base can be anadvantage as well'as a disadvantage! =

. In this case the only fighters on creature bases allowed to be placed in contact with only one
opponent are miniatures A and B whao are attacking the miniaturés located at the cornerof
the enemy Unit. A wise positioning of your Unit can be a valuable asset in a case like this one.

. The Grave guardian cannot be placed in contact

with both the war troll and the goblin buccaneer.

. The Grave guardian must choose between the two

enemy miniatures to be the target of his charge.

GOBLIN
BUCCANEER

GRAVE
GUARDIAN




8.1.3

POSITIONING
MINIATURES IN A FRAY

PLACEMENT OF MINIATURES DEPENDING
ON THEIR BASE'S SIZE - £

FHE
EXECUTIONER

1. “The Executioner cannot use the side of his
*-bage to charge two opponents at a time.

© 2. He must:use the front of his base and can
* .- therefore charge only one opponent.

e PLACEMENT OF MINIATURES
e PLACEMENT OF M LRES DEPENDING sl DEPENDING ON THEIR
: DN THEIR BASE'S SIZ MPLF 3 !

GOBLIN 1. Because he is engaging, the
MARAUDER: Executioner can, in this case, be
. : ; placed in contact with two oppanents.

tTHE s
ExtcUTIONER | 2« Yetsuchan.action cannot be carried
. ‘ot against opponents on creature
: ‘basds, He must choose one of the two
WOLFEN ‘to'be‘the target of his engagement.

i WARRIOR

The three
centaurs on
cavalry bases
have charged
fighters 2,
3and 4.
Miniatures 1
and 5 are not 1. Three Kelt centaurs have just charged a

“ considered to be Unit of spearmen of Alahan who wete

< “-in contact with given a "Charge reception” Order.

their opponents.

2. The spearmen pass their Discipline test
; and therefore can proceed with their
charge reception. Spearmen 1, 2, 3 and 4
I are placed in contact with the centaurs.
 Kewr SENTINEL OF | = The centaurs neverthclj:ss benefit Fro‘m .
U cenaur §F Mip-Nor e thelcﬁccts of the “Brutish charge” a_bllity
" against the spearmen who are placed.

touching their flanks. The encounters:
looks like it's going to be merciless!
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PLACEMENT OF MINIATURES DEPENDING ON THEIR BASE'S SIZE +» EXAMPLE 8

e
SN
ReteaREiay

1. The morbid puppets (Unit A)
charge a group of Wolfen
warriors {Unit B).

Player A is allowed to sligh
move Unit B's miniatures
apart to-allow his fighters to be
placed in contact'with them.

Yet heis not allowed to move
enemy miniatures apart in
such a way as to let fighters
be inserted between them.

MORBID PUPPET

| \WOLFEN WARRIOR

1. The Khor'warriors
{Unit A) charge the
Dirz ¢rosshowimen
(Unit B) who-are in

“soattered formation.

Afterhaving made
suré that Unit A
s truly within
chargingtange, the
‘members of Unit

They nevertheless
suffer the penalties
bound to'seattered
formation.




WARRIOR
’ GosLN
MARAUDER

8.1.3.2 Formation distance

When a Unit charges or engages an enenty
Unit, then each of its members must end his
movement within less than 2.5 ¢m of another
member of his Unit. :

However, this rule does not apply if an ob-
stacle forces the Unit to split:or if the fact that
leaving a space allows:its members to came
into eontact with more opponents.

8.1.3.3 Counter-charge
There are twa situations where a “Coutter-
chatge” Order can be carried out: when

SKORIZE
WARRIOR

B3

POSITIONING

faced with a cha,rgéli;.nd when: faced with an M[N&“TQRE?INAFRM’
engagement. : :

«1f a Unit has been given a “Counter-charge”
Order and an enemy attempts to engage it,

then the player ordering the counter-charge
positions his fighters as he wishes.

» Ifa countar-charge was made against a charge,

then each every Unit must make an Initiative
Roll. The winner of this test positions his fight-
ets as if he had just charged his g:)pponenL For
this test it is the INT rate of the Unit’s troops
that must be used, and not that of any Inde-

-pendents'who may be accompanying it.

Unit A has just charged. However, its:members érg notallowed to
be positioned is such a way as to avoid combat:with miniature 1. As
‘the Watcher says so well: “In’ combat, moderation. is an absurdity!”

Miniatures 1 and 2 make up .Unit C and were already it contact with
Unit:B'when the Unit A announced its charge, So Unit‘A's members *
are allowed to split their Unit in order to reach more:npponents: This
combat technique, which is very prized by the dwarves of Tir-Na-Bor, .
lets one call on very small and resilient Units to block.mare pumerous:

Units long enough for the main army to atrive in reinforcement.

Here Unit A’s members are allowed to ignore the formation. =
distances if this lets them come into contact witha ==
greater number of opponents:than infigure 3"



VIII-

__CRY HAVOC!

FEAR AND COURAGEQUS UNITS

A FEAR-INSPIRING UNIT ANNOUNCES A CHARGE OR
ENGAGEMENT OF A COURAGEOUS UNIT

THE DISTANCE BETWEEN THE TWO UNITS IS MEASURED

OK - DISTANCE @ o the et
L TOO FAR charging
COURAGE ROLL
FAILED — SUCCESSFUL—) CONTACT

+

+

&

6;26

Disorganisation

Rout

Control

Immaobile

@ > & w P b Courage
- +
DF of Unit with COU DF of Unit with COU DF of Unitwith COU | | SO
< DF of Unit with FEAR = DF of Unit with FEAR > DF of Unit with FEAR TR
v v A
DF = Domination Factor
@ for courageous Linit @ for courageous Unit CONTACT
THE COURAGEOUS UNI'I; CONTACT
IS AlI.READY ACTIVATlED. + penalty
YES o NO
CONTACT ‘-_
+ penalty \J

A COURAGEOUS UNIT ANNOUNCES A CHARGE OR
ENGAGEMENT OF A FEAR-INSPIRING UNIT

¢

@©<@

DF of Unit with COU
< DF of Unit with FEAR

W

1

a8

€:@

DF of Unit with COU
= DF of Unit with FEAR

©>@

DF of Unit with COU
> DF of Unit with FEAR

b, A

v

[@ for courageous Unit

@ for courageous Unit

CONTACT

l

!




® EXAMPLE
A Unit in a state of Control
cannot end up in a state
of Valour after a new
failure ol a Courage test.
It can, however, suffer
the effects of Rout.

8.1.3.4 Differences in FEAR
within a fray

When a courageous Unit charges or engages
a fray in which one or several fear-inducing
enemy Units are involved, it must make a
Courage test. This test must be made even if
the courageous Unit doesn’t come into contact
with one of the fear-inducing Units. The FEAR
anc the Domination Factor taken into account

for this test are then those of the fear-inducing |

Unit with the highest Domination Factor.

Likewise, when a fear-inducing Unit charges |

or engages a fray, all the courageous enemy
Units involved in this fray that haven't resisted
its FEAR yet must make a Courage test, even it
none of their members are in contact with the
fear-inducing Unit.

8.1.3.5 A Unitin a terrible state

1f the courageous Unit fails its test to charge
or engage a fear-inducing enemy (and the result
is Rout or Control), then the Unit remains im-
mobile. If the resultis Valour, then the Unit can
charge or engage its-target in the usual way.

If, during the 'saime round, a Unit fails its
Courage test made to charge or engage a fear-
inducing Unit and is then charged or engaged
by a different fear-inducing Unit, it must make

another Courage test. If this one s passed suc-

cessfully, then the Unit remainsin the state it
was in right before, but'it‘isn’t made immune
to the FEAR rate it has just resisted, If it fails;
then the Unit's reaction must be redefined, but
the new state must only be applied if it is worse
than the preceding one.

_.*

If a Unit that is already involved in a fray
against a fear~inducing Unit is charged or
engaged by an oppanent whose FEAR is even
greater, then a new Courage test must be
made. The new test’s result is applied only ifit
is worse than the first one.

8.1.4: ATTACK ORIENTATION
A fighter is considered to be in contact with
another only if one of the four sides of his base
is in contact with one of the four sides of his en-
emy’s base. Miniatures cannot fight diagonally.

8.1.5 CHARGE PENALTIES

The combat characteristics of a Unit being
charged canend up being reduced. This penalty
represents both the physical impact caused by
the charge and the psychological shock on the
fighters. It applies to all members of the Unit
and not just those who are in contact with the
enemy fighters who charged them.
+ A Unit that is charged by an enemy Unit

whose Domination Factor is greater than |

or equal to its own suffers a -1 penalty in
INL ATT and DEF for the rest of the round
during which it was charged. (These charac-

 teristics cannot, however, become less than 0
due to this penalty.)

+« All-of the Unit’s members (including Inde-
pendents) suffer this penalty, even if they are
not in contact with opponents who charged
them in this round.

+ If the Domination Factor of the charging
Unit is less than that of the charged Unit,
then the latter doesnot suffer any penalties.

-

If a Unit charges two enemy Units involved in
the same fray, then the Domination Factors of
these two Units are added together. Only the
Domination Factors of the Units concerned
by the charge are counted in the calculation of
the charge penalty.

This penaltyis determined when thecharging

- Unit comes into contact with its opponents.

A Unit cannot accumulate charge penalties.
So even if it 'is charged by two Units in the
same round, the Unit only suffers a -1 penalty
in INI, ATT and DEF (and not -2).

w2

HAND-TO-HAND COMBAT

In order to understand how a hand-to-hand
combat phase uinfolds, the exact definition of
the following terms is important. A fray is a

I group of miniatures that are fighting against

. each other.

The term combatdesignates all of the fighters
whose attacks and defences are resolved at the
same time, For every camp a same combat can
only involve fighters with the same profile.

-
8.2.1 FRAY SPLITTING

It is up to the winner of the Tactical Roll to
select within each fray the miniatures that will
fight against each other. At the outcome of this
splitting, two enemy fighters can still be in base-
to-base contact with each other, but without be-
ing able to fight against each other. From then
on a fighter cannot attack other fighters except
those who have been assigned to him in the fray
splitting, even if he is in contact with them.

A fighter who was in contact with at least one
opponent before fray splitting absolutely must
participate in a combat after the splitting.

The fray must be split at the beginning of
every hand-to-hand combat phase. It can thus
happen that a warrior doesn't fight with the
same opponent from one round to the next if
another miniature has come into contact with
him in the meantime.

il

FRAY SPLITTING

e

* EXAMPLE

A Unit of 16 spearmen
of Alahan is charged
by a Unit of 9 Wolfen
warriors. The spearmen
are of Normal size:
their Domination
Factor is therefore 16 x
1 = 16. Being of Large
size, the Wolfen have

a Domination Factor
of 9x 2 =18, Since
theirs is higher than
that of the spearmen,
the latter suffer charge
penalties until the end
of the round. No one
can ignore the strength
of Yllia's warriors!

* EXAMPLE

A Unit of orc brutes
charges a Unit of Kelt
Fiannas. Then the orcs
are charged by a Unit
of Kelt centaurs, All
miniatures belonging to
these three Units make
up a one single fray,
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EN FRAY SPLITTING

1. Each miniature is engaged in a combat against those it is in contact with. Only the o j":" sk SENTI SR ! :
sentinel of Mid-Nor A is in a particular position. He is touching Griffin templars RN b IR fie
1,2 and 3. Yet sentinel of Mid-Nor B is-also touching miniature 1. In this combat, : <OF: M'D'NOR 12

. the templar 1 is considered to be fighting against sentinel B since he is the only i g
miniature touching his base, Sentinel A is then fighting against templars 2 and 3.

GRIFFN TEMPLAR

2. Sentinels of Mid-Nor A and B are touching the same opponents. The combat can therefore be
organised in three different ways. The winner of the Tactical Roll gets to choose how it is split.

COMBAT SEPARATION |

miniature A, a spearman of Alahan;

is involyed in combat against

miniature 1, a goblin marauder, and

miniature 2, a goblin with ball and TR :
chains, Having only one combat die, X In'this roum] o

the playet controlling the spearman ha“d'“’.‘ham_{ “"“7?"‘“'
must decide if he will use it against thermoswarrior's

either opponent 1 or opponent 2. : fmds himself'inyulved
f k inra combatagainst
two opponents.

SPEARMAN
OF ALAHAN

= BALL AND CHAIN

1
Wz] Gobun wiTH '
GOBLIN MARAUDER iss ‘

2. In the following round,
thermo-warriors 1,
2, 3 and 4 moved to
come into contact
with enemy fighters,
‘thus requiring the
fray to be splitanew.

This fray cannot be split in
this way because miniature A
absolutely must take partina

combat as shown in figure 2. GOBLIN MARAUDER
E

j i " SENTINEL 1/
‘ - OF MID-NCR

THERMO-WARRIOR |

GOBLIN WITH [
BALL AND CHAIN
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CHOICE OF FIGHTERS

The spearmen of Alahan commanded
by Agonn the Ardent are involved

in a fray with morbid puppets led by
Melmoth. After fray splitting, Agonn is
in contact with Melmoth and two morbid
puppets. Eight spearmen of Alahan are
in contact with ten morbid puppets.
‘The Alahan player wins the Tactical
Roll. First.he designates Agonn and
then Melmoth, So the first combat

will appose Agonn against Melmoth.
The morbid puppets touching

AGONN -
THE ARDENT

f @ MELMOTH
@ MORBIDPLPPET -
SPEARMAN.

8 SO ALAHAN

Agonn will fight at alater time.

* EXAMPLE

In the combat opposing
him to Melmoth
(Acheron), Agonn (Lion)
gets a result of * on his

Initiative Roll, which, when

dded to his INI of 4, gives
a final result of 7 for the
Lion player. His opponent

gets a 2, which gives him a
final result of 6 when added
to Melmoth’s INT of 4.

Therefore the champion
of Alahan wins this test.

8.2.2 CHOICE OF COMBATS

 left at the beginning of a combat can neither
‘attack nordefend himself,

‘The combats are then'resolved for every type
of fighter involved in the fray. The winner of

the Tactical Roll fitst selects a fighter profile

(or an Independent): among his miniatures,
Then -he'selects an: enemy: fighter profile (or

Independent} in contact with the ones he se- |

lected among his own miniatures.

The term “combat” is important: a combat
always involves one fighter profile against ar-
other profile. A combat can never include dif-
fering fighter profiles of the same camp.

If the effects of a spell, miracle, object, ability
or special capacity affect some fighters, then
they must be the objects of separate combats,
like Independents.

@
8.2.3 COMBATS

8.2.3.1 Initiative test

For each combat the players do an Initiative

test to determine which camp strikes first. If

several fighters of either camp take partin this

combat, only one test is made for all of these

fightets. The winner of this Initiative test does
his Attack tests first.

~‘The player controlling him: must then 'choose
“dice he has available, This choice is made after

“each: Initiative test invalving this fighter, but

.of his dice for this combat. He canalso choose
tousenoneat altand keep them for a different
i ‘combat;

*announce first if he will be using his combat

91

An Initiative test must be made for each:
combat. This means that, in the example of the:
fray where Agonn encounters Melmoth and
several morbid puppets, a first Initiative Roll
has to be made to determine who strikes first
in the combat between Agonn and Melmoth:
Then, if the Lion champion survives this first
combat, another Initiative Roll has to be made
for the combat between Agonn and the mor-
bid puppets.

8.2.3.2 Combat dice

Once the Initiative test has determined
who attacks first (the attacker), each player
must announce how the combat dice of those
fighting in this combat will be used.

Every fighter has'at least one combat die (see
Conscription Sheet) that he can use to attack
or defend himseif.

;- at the end of fray: splitting, a ﬁghter is
engaged ‘apainst - several opponents with
varying char acteristics, this means: that he
can potenna}lv take part in several combats.

for which combat{s) he will use the combat

before: placing his dice in attack or defence.
The player can then decide to useall or a part

A fighter who does not have any combat dice

8.2.3.3 Attack ot defence?

The “loser of the iﬁiti;&_tivc test must

die or dice to attack or defend. A fighter who
has at least two combat dice can choaose to
distribute them: as he wishes between attack:
and defence.

Then it is the winner of the Initiative test's
turn to do the same.

*

8.2.3.4 Attack resolution

Once the combat dice have been placed in at-
tack and defence, the camp that won the Initia-
tive test can attack. If it hasn't placed any dice
in attack, then the opposing camp canattack.

To attack, the player must announce a com-
mon level of difficulty for all of the attacks his
fighters will attempt to make. He then does
an Attack test with every die he has placed in
attack.

-

® EXAMPLE

The Initiative test has
determined that Agonn
(Lion) is the attacker
in the combat between
him and Melmoth.
Despite the presence
of two morbid puppets
in contact with him,
the champion of the
Lion announces that
he is using his two
combat dice for this
combat against his
enemy. Melmoth, who
doesn’t have any other
opponent but Agonn,
also uses his two dice.

* EXAMPLE
Melmoth having

lost the Initiative test
against Agonn, the
player controlling him
must announce first how
he will use his combat
dice. The Acheron player
decides to place one

die in attack and the
other in defence. Being
cautious, his opponent
places his dice in the
same way for Agonm.

* EXAMPLE

In the combat opposing
him to Melmoth, Agonn
has won the Initiative
test and one die has
been attributed to his
attack. The Lion player
chooses a level of
difficulty of 8, meaning
that with his ATT of 5
he will need a result of

|#" or more on his roll

to succeed his attack.
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* EXAMPLE

A swordsman of Alahan
(ATT 3) is combating

a Khor warrior on
razorback (DEF 6). The
swordsman can still
attempt an attack with a
level of difficulty lower
than his opponent’s
Defence/DEF value

(5 for example). The
defender then passes
his Defence tests with
aresult of . *|or more
on his roll af the dice
(since a result of + is
an automatic failure).

* EXAMPLE

In the combat opposing
him to Melmoth, Agonn
has succeeded his attack
(difliculty 8). Melmoth,
who has placed one

die in defence, must
now parry. This action
has the same difficulty
level as Agonn’s attack.
With a DEF of 4 he
needs a result of i

is rolled for the
Criane warrior and he
therefore manages to
parry Agonn's attack.

D6
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NOTE FOR
CONFRONTATION PLAYERS

The Confrontation rule stating that the
minimum level of an Attack Roll is equal
to the opponent’s Defence if the latter has
placed at Jeast one die in defence ‘does not
apply in Rag Narok. Whateverhis opponent’s

DEF may be, a fighter can always choose the |

level of difficulty he wishes.

Nevertheless, the minimum difficulty of an’

Attack Roll'is equal to 0.

-
R, e

8.2.3.5 Defence resolution
If at least one of the attacker’s attacks is suc-

“cessful, the defender can use allora partof the

dice he has placed in defence to try and parry
the blows.

No matter how many of the affacker's at-
tacks are successful, the defender can use all
of the dice he has placed in'defence (evenifthe
number of attacks is lower than the number of
defences). There are, however, cases in which
the defender had best keep some defence dice

since some miniatures are able to make coun-*

ter-attacks (see p. 96).

Any dice that haven’t been used can then
be used to protect against a counter-attack.
. 'To pass his Defence tests; the défender-fnust
also equal or surpass the level' of difficuity an-
nounced by the attacker by adding the result of
a d6 to his DEE.

Every successtul defence cancels one attack.

-19/-18 |

-

Defence dice that haven'’t been used during a

~combat (if the attacker fails his Attack test, for

example) can be used in adifferent combatin
the same round. However, a defence die held
in reserve in this way remains a defence die. It
cannot be used to attack except when counter-
attacking.

This rule cannot allow a fighter to keep more
defence dice than he can normally have,

&"4'———- -----
8.2.3.6 Measuring Losses

For every successful attack thatisn't pa'rried.
by the opponent, the attacker rolls 1d6 and re-
fers to the Wound Table: He may ¢choose to roll

! his results of [£ 3] again to increase the strength
i ‘of his fighters”attacks.

A result of [+ T on this die does not mean an
automatic fathire. The number of wounds in-

“flicted must simply be read in line 1 in the ta-

ble unless the attacker has the “Brutal” ability.

RENOWNED EQUIPMENT

‘Sacred weapons: When a Damage Roll. is

inflicted using a sacred weapon, the target’s
Resilience/RES is divided by two and round-
ed up to the ‘mgher integer

,Sacrgd Armonr: T_he v\_rearer of sacred armour
gets the “Immunity/Exceptional Wounds”
ability. When a fighter made immune to Ex-
ceptional Wounds is subjected to a Damage
Roll, the player rolls 1d6. On a result of ifor

[#3]this Damage Roll is cancelled.

-

WOUND TABLE

17/-16  -15/-14 ‘ A3/-12 | -11/-10 | -9/-8

7/-6

STR-RES

5/-4 | 372 |

* EXAMPLE

Agonn's attack has

been executed. It is now
Melmoth's turn to attack
(ATT 6). The Acheron
player still has one attack
die and he chooses a
difficulty level of 10. He
therefore needs to geta [} ]
or more on his die roll.
Unfortunately he getsa .
His attack is therefore a
failure. Agonn's defence
die won’t have to be used.
The Lion player can then
use it for the combat
opposing him against the
two morbid puppets.

* PLEASE NOTE!

A fighter cannot keep
combat dice from one
game round to another.

SRS

CONFRONTATION EFFECTS




¥ EXAMPLE

The combat between
Agonn and Melmoth

ends with a tie. But the
Lion champion’s troubles
aren’t over yet. The combat
opposing him against the
two morbid puppets must
now be resolved. Agonn
(RES 7) has already used
his combat dice against
Melmoth. He does,
however, have one defence
die left. Not being able to
attack, no Initiative test

is required. The morbid
puppets (STR 5) each have
a combat die placed in
attack. Both of their Attack

tests are passed. Agonn
manages to parry one of
these two attacks, but not
having enough dice to
defend himself, the second

one needs a Damage Roll
to be made, The Damage
Roll's result is read in

the “-3/-2" column in the
Wound Table. The Acheron
player gets a result of [«
on his Damage Roll. So
Agonn isinflicted with a
Wound. Being a Character
of Normal Size, two more
will have to be inflicted on
him for him to be killed..,

Ifthe Damage Rollis rolled again, forexample
after having rolled'a (i £ on the first roll; and the
second roll gets a result of [ = |, then the number
of wounds inflicted must also be read in line 1.

The result of every die roll is compared to
the attacker’s STR minus the defender’s RES in
the Wound Table. The number-obtained'in the
table indicates the number of Wounds suffered
by the victim,

Whatever the number of Wounds obtained
in the table, a same Damage Roll can eliminate
only one fighter, ;

If a fighter who can endure several Wounds is

hit, place a counter on hi base ot his reference

card. He does not sufferany penalties but is re-
movedasaLossshouldhesuffer enough Wounds
later on. The player whose fighters inflict the
Wounds distributes them among the attack’s
targets as he wishes. He can thus choose to af-
fect a fighter who'is alréady wounded: However,
a fiphter can only be wounded if an enemy fight-
er able to attack is really Inicontact with him at
the time that the Wounds are distributed.

93

8.2.3.7 Devastating attack

It can happen that an attack inflicts an
opponent with more Wounds than are needed
to kill him. Inthis case the attacker gets anaddi-
tional attack die that he must use immediately.

This devastating attack can then be used
against any enemy in contact with the'fighter:
However, it can only target fighters who have
been assigned to the attacker: during fray
splitting. ;

No Initiative test is ‘needed; the: fighter
benefiting: from  the ‘additional attack die

automatically  attacks first. A" devastating '
-attack’s difficulty:level'and Strength/STR are
the same asthose ofthe attack that caused it.

The new opponent can defend himself if he
stilthas'combat dice left in reserve,
" These additional dice can allow a fighter to
attack 4 fighter anew against whom' he has
already fought in the same round.

. A black troll finds himself

in contact with five morbid
puppets and Melmoth.
The player controlling the
troll wins the Tactical Roll.
He decides that the first
combat will oppose him to
the morbid puppets. The
Acheron player wins the
Initiative test and places
the morbid puppets’ dice in
attack. Having confidence
in his troll’s Resilience, the
troll player also places his
two combat dice in attack.
Thanks to his Resilience
(RES 14), the puppets

do not manage to inflict
him with the slightest
wound. Now the black
troll can strike back.

3.

One of his attacks fails but

the second one is successful.

His Damage Roll indicates
two Wounds. Because one
Wound is enough to destroy
a morbid puppet, the troll
pulverises one and gains a
first devastating attack that
he immediately uses, again
against the morbid puppets.
He succeeds his attack

and gets a Eon the

Wound Table. Another
morbid puppet is reduced
to dust and the black

troll gains a second
devastating attack that he
uses-against Melmoth.

. Melmoth is a Character. He

therefore has two combat
dice ayailable to him. He

uses one of them to try and
parry the troll's blows, but
fails. The troll gets a i3l
followed by another 3]

on the Wound Table. So

he inflicts Melmoth with
four Wounds, which'is
more than enough to send
him back to his grave. :

. The black troll gains a

third devastating attack
die'that he can use against
the remaining morbid
puppets, He'tramples

a third one by getting

a single Wound on the
Wound Table. A last morbid
puppetis eliminated, but
the combat ends here.

8 2.5
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® PLEASE NOTE!
To gain a devastating
attack one must have
caused more Wounds
than are needed Lo

kill an opponent with
a single Damage Roll.
If several attacks

have been made, then
only those that meet
this condition cause
devastating attacks.
To determine if an
attack has caused
“more Wounds than
are needed to kill the
opponent,” the number
of Wound levels the
target still has musl be
taken into account.

* EXAMPLE 1
A minotaur i
combating a Wolfen
warrior who hasn't
suffered any Wounds
¢ minotaur

ts the Wolfen
with two Wounds with
a single Damage Roll.
Since the Wolfen has
two Wound levels,
these two Wounds
are enough to kill him
but do not cause a
devastatling atta

* EXAMPLE 2

A minolaur is
combating a Wolfen
warrior who has already
suffered a Wound.
The minotaur inflicts
the Wolfen with

Lwo Wounds with a
single Damage Roll.
Since the Wolfen has
only one Wound level,
these two Wounds
kill him and cause

a devastating attack
for the minotaur.
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1. Dawn warriors 1, 2, 3 and:4'make three Damage Rolls
“against their- opponents Of these three ralls, one’ =
doesn’t'cause’a Wound and the other two lndlcate
2 and 3 Wounds respectively. One Wound being ==
enough to kill their opponents, these two resultshave
the potentlal to e¢ach provide a devastatmg attack 3

2. Two Losses must thcrefore be removed
Mitiatures B ahd C are selected by the
p]ayer who caused the Wonnds :

3. Dawn warrior L has el:mmated ah opponent

by inflicting him with more Wounds thanare

necessary, and is in coritact with a different fighter,
He can therefore make a devastating attack on
miniatire:A. Dawn warrior 2 has also eliminated
an opponent by inflicting him with more Wounds:
than are required, bt he does not have any poténtial
opponents left. Mmmture D cannot be targeted by

l*, @ SFEARMAN this attack since'it:was not involved in the same

oF ALI\HAN i DAVIN WARRIOR. | combat as fighter 2 afterthe fray was ';pht :

BEul

1. ‘A group of Kelt warriors (Unit C) is
involved in a fray against Griffin spearmen
{Unit A) and templars of the Inquisition
(Unit B). Kelt 5 is involved in a combat
againsttwo opponents with different .
characteristics. He must therefore choose
against which of the two he will use his:
combat die. The combat between Unit

- Acand Unit C is resolved first. However,
after the Initiative test, it is decided
that fighter 5 will keep his die for the
combat that will oppose him to the
templar of the Inquisition (Unit B).
At the end of the first combat, Unit A
has inflicted the Kelt warriors with three
Losses. The player controlling the fightérs
who caused them selects these Losses
among miniatures 1,.2,:3, 4 and 5.

...The player chooses miniatures 1, 2 and 5.
Kelt warrior 5 is removed as a loss before
having been able to use his,combat die: this’
.+ dé6 is last. In the combat between Units B
and C, the templar of the Inquisition Bl
no longer has an opponent left. Therefore
he cannot participate in the combat.

: ' GRIFFIN
L TEMPLAR

IFFIN st s
Gr g : KELT WARRIOR
SPEARMAN -

1. Seven spearmén of Alahan and eight’
morbid puppets clash in a combat,
The spearmen win the Initiative.

The puppets nevertheless place their
eight combat dice in attack, The
spearmen place five of theit combat
dice in attack and two in defence.

2. ‘The spearmen attack first and cause
two losses among the morbid puppets: -
Thereare only six morbid puppets: -
left for eight attack dice. Twoof <

these attack dice are therefore lost.

MORBID

PLIPPET

SPEARMAN
OF ALAHAN




* EXAMPLE

Killyox is a Welfen
Character who has the
“Born killer" ability. He

is in contact with a guard
of Alahan and three

royal guards of Alahan.
‘The first combat opposes
him against the guard

of Alahan. Killyox wins
the Initiative Roll. The
guard of Alahan's only

die is placed in defence
and Killyox's three dice
are placed in attack.

Two of these attacks are
successful and the guard
of Alahan doesn't manage
to defend himself, The
first Damage Roll results
in al.*land the second one
inals*. The two attacks
cause more Wounds than
needed to kill the guard
of Alahan. So Killyox gets
two devastating attack dice
that can be used against
the royal guards of Alahan,

* PLEASE NOTE!

In order to benefit from

a devastating attack,

a fighter must have
eliminated an opponent.
Therefore, to give a fighter
a devastating attack, one
of the opposing miniatures
that was involved in a
combat against him after
fray splitting absolutely
must have been removed
from the game as a Loss
during the combat that
has just been resolved.

If ‘this new attack eliminates its target by
inflicting more Wounds than needed, then the
fighter gains another devastating attack, and
this continues in this way until the fighter no
longer meets the conditions needed to gain a
devastating attack or if he no longer has any
potential victims.

‘The effects of the “Born killer” and *War fury”
abilities do. not apply to devastating attacks.
Thus, an additional attack die cannot be rolled
again thanks to either of these abilities.

If several attacks made by the same fighter
target a single opponent, then all attacks that
inflict more Wounds tharn needed to kill the
target count as devastating attacks.

.

If several fighters attack at the same time and

succeed devastating attacks, then the player |
controlling: them must decide which minia-

tures benefit from the additional dice.

8.2.3.8 Removing Losses

The choice of the miniatures to be removed
is left to the attacker. Losses must be selected
among those that are in base-to-base contact
with the miniatures that have just attacked:

iature can be removed with the Losses

even if it hasn't actively participated in the

{combat. Losses are removed immediately, but
{ the minfatures must be kept near the fray. It
{ is indeed important to remember how many

Losses were inflicted by each camp at the end
of combats.

8.2.3.9, Retaliation

Once the winner of the Initiative test has at-
tacked, it is the loser’s turn to retaliate if he has
attack dice left.

If a camp suffers Losses before having made
its Attack Rolls, then it can happen that some
of its attack dice have to be discarded.

In a combat, the number of attack dice that

| a camp has available cannot be more than the

number provided by the miniatures that can
still attack (meaning the fighters who are valid
and who are in contact with an enemy involved
in the combat being played).

Once the first conbat has:been resolved, the
winner of the Tactical  Roll selects another
combat and this is repeated until all the fray’s
combats have been resolved. All frays are re-
solved in this way:

2 823

¢ COMBATS

# EXAMPLE1

Seven guards of Alahan
combat nine morbid
puppets. The guards

of Alahan win the
Initiative. The morbid
puppets’ see four of their
dice placed in defence
and five in attack. The
guards of Alahan are
then given two dice

in defence and five in
attack. They succeed

all their attacks. Four
Defence Rolls are made
for the morbid puppets,
but none is successful:
the guards of Alahan
kill five morbid puppets.
So there are four morbid
puppets left for five
attack dice. Each morbid
puppet only having one
combat die available,
these four morbid
puppets can only have a
maximum of four attack
dice..One attack die is
therefore discarded.

¥ EXAMPLE2

Nine Griffin duellists
confront three flesh
eaters of Vile-Tis. The
Griffin duellists win
the Initiative Roll. The
flesh eaters of Vile-Tis
have two dice in defence
and four in attack

for this combat. The
Griffin duellists have
four dice in defence
and five in attack.

The Griffin ducllists

#+ succeed four attacks.

Two Defence Rolls are
made for the flesh caters
of Vile-Tis, Only one

is successful, Despite
this the Griffin duellists
manage to kill one

flesh eater of Vile-Tis.

¢ There are therefore two

flesh eaters of Vile-1is
left for four attack dice.

= FEach flesh eater of Vile-
' Tis having two combat

dice available, these two

~ fighters can therefore

have a maximum of
four attack dice. So
in this case no attack
dice are discarded.
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8.3.2 COUNTER-ATTACK
A Character (unless heisa magician ora faith-
ful) can try to counter-attack instead of simply RS EWIdR

= " EX 5
A %, defending himself. The player controlling him ?'31]‘%‘!'1_'}‘0‘}"{-'_1?';;‘&?:?’
. When fighting in hand-to-hand combat; | must announce this before making his Defence  [ReF PP R PET s ]

Characters are subject to the following rules. | ‘Rolls. Warrior-mages and Warrior-monks can :1" ]ﬁbCOTﬂ’ﬁt ﬂgi;"jl]:“"’
X S e halberdiers of Mid-Nor,

‘: c{nunter—-at‘tack e\.e:T if they aren’t Characters. Pillgrim the One-Eyed
The difficulty of the Defence Rolls when BN A BT Re CR Il

8.3.1. ADDITIONAL | countes-attacking is increased by two points. [EICRUCIRITNRIRNEEL

/ ! : T Pt : s player has placed in defence.
COMBAT DICE i Each success cancels an enemy attack (like 2 [ttty

In addition to the combat dice they normally | normal defence does), AND-also allows an ad- RN TN Ny HEERTSIIN
have available, Characters can benefit from | ditionalattack die to be gained against the op- JRCIEEI IS IENLE

e S S : : : : player controlling Pillgrim
an additional die by sacrificing: ATT and DEF | ponent whose attack has just been parried; the One-Eyed decides to

points. The Character must then subtract two 1f a Character has. placed several dice in [ERtss gl to T IR
points from each of these characteristics. This | defence, he can, if he wishes, counter-attack FRSHUEIMEERIETEITERES

SV ; ! ; " x a counter-attack against the
Tl modification lasts until the end of the yound | with some and defend himself normally with Sl;;mr:l urm:[‘n pal‘?”f, the

INTTE UL being played. This die can be used'ta either at- | the: others. The combat dice assigned to the TRt o T LT IS,

" ¥ TR . 5 ol
reduce one of his  EETIISTR IO counteér-attack must then be designated before R LCRNEL
characteristics to ? : more on the Defence Roll.
less than 0 in this FEJr the cou nter.'-a_ltuck the

way. COHSC(]UC]‘IH}G a § . fl!fﬁc_u“:Y ]'e\-'c-'f| 2 I;"IC'I"L'HSUCI
[T I PGl This action must be announced when the | : DY EWo BolsILE, [t,.t S BOES
e Tivien CHAH ‘ : s 3 : : _ from 6 to 8, So Pillgrim
or DEF is lower than 2 Character places his combat dice in attack and i : the One-Eyed needs to get
“"""(’td’;ﬁ‘tf‘_“f“ 1?“‘ defence. The die thus gained'is added to those 8.3.3 MASTER STRIKE aresult of .« or more on
§ al die. { L b i
oS that the Character has available:and can be If a Character has at least 2d6 in attack; he otzl:wi|:)Li?':tcf1f;'ﬂtlofz;:c:l:ed
r-attack .
used for any combat in which he participates, | can try to deal a‘master strike. A single At-
tack Roll'is made and all other attack dice are
Once a Character has made ant Attack or De- | lost. If the opponent does not party the attack
fenice test, he can no longer acquire additional | made, then the difficulty chosen for the Attack
LA SOV iRl clice during the same hand-to-hand combat | Rall'is:added to the attacker’s Strength/STR
Melmoth, a Crine SRR { for the Damage Roll to follow.
warrior (Acheron Whatever his characteristics may be, a Char- | : :

Character), is involved 2 A o ;
; y 2 acter can acquire only one single additional S
ina combat against 5 : } s e
TR o combat die. : ‘ o T EXAMPLE ;
He normally has two : \ : Agonn the Ardent (Llo_n)
batdiie avaiabie con fmpt.s a !(]101' warrior
but the Acheron player (Dwarf) in yngular co!nbat.
&3 The champion of the Lion
decides to obtain a third wins the Initiative but
one by reducing his . the Dwarf player, being
Character’s ATT (6) and confident in his Khor
DEF (4) by two points warrior's RES (10), still
each. So Melmoth's places his combat die
ATT becomes 4, his in attack. So the Lion
DEF becomes 2, and - player places Agonn's two
he has three combat i combat dice in attaclf and
dice available until - announces that he wll\'l
the end of the round. L r!mster .
He sets a difficulty of 8 and
gets a i on his Attack Roll,
‘Thanks to Agonn's ATT
of 5 the attack is a success.
‘The master strike being
successful, the difficulty
announced for Agonn’s
attack is added to his STR.
This attack’s total Strength
is therefore 13! There is
a good chance that even
the dwarf’s heavy armour
won't be able to resist an
assault of such strength.

making the Defence Rolls.: =




* EXAMPLE 1

A Wolfen zombie kills a
spearman of Alahan by
inflicting him with three
Wounds. One single
Wound is enough to kill
a spearman of Alahan,
50 it only counts for 1

in the Wound count

at combat outcome.

* EXAMPLE 2

A Wolfen zombie suffers

a Wound. Because he can

endure two of them, he is

not killed. Yet this Wound

is only counted at combat
outcome if the
zombie does not mq

regenerate (see Abilities).

* EXAMPLE 3

A Wolfen zombie who
was not wounded yet
suffers two Wounds. He
then counts for 2 in the
Wound count at combat
outcome if he does not
manage to regenerate.

" * EXAMPLE 4

A Wolfen zombie is already
wounded at the beginning
of the hand-to-hand
combat phase. He suffers
three further Wounds and
is flattened. Because only

one Wound was missing

to kill him, he only counts

for 1 in the Wound count
at combat outcame (unless
he manages to regenerate).

{
|
{

:

COMBAT OUTCOME"

When all combats involving the fighters of a
same fray have been resolved, combat outcome
determines which camp takes the advantage
in a fray. Combat outcome is determined in
a globél way, meaning o matter how many
Units are involved in a fray,

8.4.1. DETERMINING
THE WINNER

The camp that has inflicted the most Wounds
onto its opponent wins the combat outcome.
However, only the Wounds really needed to
kill a fighter are taken into account.

e

8.4.2 COURAGE TEST

If, at combat outcome, the loser's camp’s
Domination Factor is less than that of the win-
ner, every Unit of the loser’s camp involved in
the fray must make a Courage test with a dif-
ficulty of 6. If the winher's Domination Factor
is greater than the iosé_r’s'b}' 10 points or more;
then the test’s difficulty becomes 8.

For every Unit that must make this test, the
following modifiers apply: :
+ 1f the Unit is'in scattered formation: 41 on
the test’s difficulty. : ; :
« If the Unit’s state is “Disorganised”: +1 on
the test's difficulty. ;
» If the Unit’s state is “Control”: +1 on the |
test’s difficulty.

If the loser does not have to'make 4 Courage
test or.if the test is passed successfully, then
the players go directly to the thrust (see be-
low).

1f the loser fails his Courage test, he immedi-
ately suffers the effects of Rout (see States). He
cannot make a thrust in this round. A Unit in
rout does not flee immediately after the end of
combat. If it does not manage to rally during
the following rallying phase, it must try.to'dis-
engage from the fray. Only then does it make
its fleeing movement.

8.4.3 THRUST MOVEMENT

At combat outcome the miniatures belonging
to the Units involved in a fray can move in the
conditions described below. This:movement is
called the thrust movement.

When making a thrust movement, every
fighter in the fray who is not in contact
with an enemy can move a distance equal
to MOV cm.

The player who has “taken the advantage” at
combat outcome can choaose either to let his

8:M
ROUT'IN A FRAY

A Unit in Rout while it is in-a fray does not
flee immediately. It must first manage to
disengage. R

When making a forced disengagement,
the type of disengagement (by evasion or by
force) is not chosen by the player.

» Ifthe troops’ INTis greater than or equal to
their STR, then the Unit must attempt to
disengage by evasion.

« If the troops’ INL is strictly inferiot to their
STR, then the Unit must attempt to disen-
gage by force.

+ If the disengagement a't'tc'mpt fails,’ the
Unit-remains in the fray. 1ts members suf-
‘fer the penalties due'to Rout and cannot at-
tack, not even using the “Counter-attack”
or “Ambidextrous” abilities. %

« If the disengagement attempt is success-

““ful, the fighters march towards the nearest
edge of the tabletop. If_sbmc miniatures are
“lagging behind” because of their position
in the fray; they must be repositioned with-

~ in formation distance of their Unit.

- Whichever the case'may be, a Unit making
a fleeing movement moves - around all Units,
‘friend or foe;, and avoids all’ obstacles in its
‘way: It nevertheless consetves the same for-

mation and the same organisation as at the
moment thatit was putinto Rout.

HAND-TO-HAND COMBAT
If it is involved in a fray at the beginning

of a round, a Unit in Rout automatically re-
ceives a “Disengage” Order if it fails its Ral-
lying test, This Order is not subtracted from
the number of Orders to whic_h'this Unit’s
camp normally has the right.

+ If the Unit successfully carries out this Or-
der, it immediately flees. :

« If the Unit fails its Disengagement test, it
must place all its combat dice in defence
during the next hand-to-hand combat
phase. (In no way can a fighter in Rout
make a counter-attack, not éven using the
“Ambidextrous” ability.) Moreover, it suf-
fers all the penalties bound to Rout.

P COMBAT OUTCOME

At the combat outcome, a Unit in Rout is
automatically at a disadvantage. If two Units
in Rout are involved in a fray against each
other, then neither of the two takes the ad-
vantage and neither of them makes a thrust
movement. The two Units only seek to do
one thing: disengage.

YR THRUST MOVEMENT
A Unit in Rout can never make a thrust at
the end of a hand-to-hand combat phase.

MOVEMENT
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1. ‘The goblins have suffered five Wounds
while the Kelts have only suffered
three, The combat outcome gives the
goblin camp the disadvantage.

B COMBAT OUTCOME

i D ! . % : : : . Each camp’s Domination Factor must
Ve, > sp— fian 3 : : be calculated in order to determine if
: . ‘ : SR : the loser has to make a Courage test.
Among the goblins thereare
eighteen fighters of Small Size and.
one of Large Size: Their Domination
Factor is.therefore equal to 20.
Among the Kelts there are eighteen

4
S
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fighters of Medium Size and three
of.Large Size. Their Domination

Factor is therefore equal to 24.

The goblins have a lower Domination
Factor than their opponents; so each of
their Units involved in-this fray must
make a Courage test:with a difficulty

Domination Factors

- KELT CENTALIR

opponent move his miniatures first or.to.move

his own first. [f neither of the playets has taken

the advantage, then the winner of the Tactical

Roll decides who moves his miniatures first.
This movement can bring fighters to engage

other enemies, but these absolutely. must be in |

the sane fray. :

ing him to combat an opponent caninot make a
thrust movement. :

The members of a Unit in Rout cannot make

a thrust movement.

When making a thrust movement the fight-
ers must move forwards. They cannot move
backwards unless this allows them to engage
an enemy in their fray or that the Unit uses its

‘one of the Unit's members musthbe selected to
. be the regrouping point. This miniature can-
i not move.

Special cases:

|+ If the members of a friendly or enemy Unit
A fighter who is already in a position allow- |

that is involved in a different fray prevent a
fighter from passing during the thrust, then
he ‘must go around them or end his thrust
movement.

» If the members of a friendly or enemy Unit
that is not involved in a different fray prevent
a fighter from passing during the thrust, they
must be moved in such a way as to leave a
passage.

of 6 (since the difference between the
less than 10).

GioBLIN
‘MARAUDER
_ STROHKM
- FWARRIOR

thrust movement to regroup. In this Jast case.




8.4.3

“THRUST MOVEMENT |
?‘:‘n ,"g_, o g

THRUST MOVEMENT |

'l

»
~

. At the outcome of this fray all Units of the loser’s camp have
successfully passed their Courage test. Every miniature
that isn’t already in a position to fight an opponent can
then make a thrust movement. The miniatures identified
by a can make a thrust movement in this case. B & :
The combat’s victor (or the Tactical Roll’s: SR : : o
winner if the outcome was a tie) decides which % i KELT Framma b Gosun 5
camp makes its thrust movement first. ‘ s omi. VRAUDER

The Kelt player decides that his fighters will | : ~— 3 STROHM
move affer those of his opponent. FURY WARRIOR -2

The goblin plaver has made all his thrust movements. SISRIPR
He prevents certain Kelt fighters from moving by 3
having placed his fighters in contact with them. Only
the Kelts with a can still make thrust movements.

KeLT
CENTAUR

2 Q THRUST MOVEMENT Il

The goblin mutants numbered 1 to 4 as well as the
warriors of Mid-Nor numbered 5 to 8 can make a thrust
movement, However, this movement does not allow
themn to engage opponents who are in a different fray.
Since there is not enough space for them to pass between
frays A and B, they will have to move around them

ait for a breach to open between the two frays.

GOBLIN MUTANT.
\WARRIOR OF
Mip-Nor

i SCOURGE BEARER
of Mip-Nor
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1. The giant barbarians (Unit B) are
near fray A yet are not part of it.

2. Not being involved in a fray, Unit
Bis moved in such'a way as to
allow the fighters of fray A to:
make their thrust movements.

1. After all thrust movements have
been made, fighters 1, 2 and 3 find
themselves at more than 2.5 cm
from the main body of their Unit.

Miniatures 1 and 2 are in a

position to fight and don’t have .
to get nearer. On the other hand
miniature 3 must be brought to:
within 2.5 cm orless of its Unit.

PALADIN
OF ALAHAN

: * BANSHEE
" OF ACHERON
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~ . ELIMINATION

OPPONENT ELIMINATION 'OF'ORPONENTS

8.4.4 ELIMINATION
OF OPPONENTS

If, at the end of a hand-to-hand: combat
phase, no member of a Unit is any longer-in’
contact with an-opponent, the Unit cah choose
to regroup rather than make a thrust move-
ment. Every one of this Unit’s members must
then use his thrust’'movement to fall backinto
formation. e S :

If, at the end of the hand-to-hand combat
phase, a Character, war-staff, Warrior-mage or
Warrior-monk who'is part ofa Unit finds him-
self not being in contact fw'i-thf-an-opponéﬁt,
= | he can leave his Unit (if the player controlling
him wishes so). At the beginning of the follow-
ing round he is considered to be a new Unit
and can receive Orders in the usual way.

| VIN FORMATION OR NOT?

Some miniatures can become separated
~ from the rest of their Unit during the fray.
As Jong as they are in contact with an op-
ponent, they are all still considered to be a
part of their Unit; even if they are located at
" a distance from it. Nevertheless, at the end
~ of the hand-to-hand combat phase, once the
‘thrust movements have been made; a mini-
ature without an opponent absolutely must
be within 2.5 ¢mor less of the rest of its Unit.
This can cause exceptional and free move-
“‘ments'to be made to bring a fighter closer to
his'Unit. Such a move cannot allow a fighter

- to engage an opponent.
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8eS
LIVING-DEAD AND
CONSTRUCTS

Fighters who have the “Living-dead” or
“Construct” ability never make Courage
tests at combat outcome. When they lose
the combat outcome after a round of hand-
to-hand combat, they cannot make a thrust
movement. if their camp’s Domination Fac-
tor is lower than that of the opposing camp.

If an Independent who does not have the

KERATIS Skorize
WARRIOR WARRIOR
“Living-dead” or “Construct” ability ac-

1. At combat outcome the Skorize warriors (Unit A) companies a Unit of this type, then he is also
no longer have an opponent who isin a position .-." subject to this rule.
to combat them. Instead of engaging the Jackal -
warriors (Unit C) who were involved in the same
fray as them, they decide to reform their ranks, e & e

fAcKaL -
WARRIOR

2. Each Skorize warrior uses his thrust movement to
get back into the formation they were in before the
fray. In this case Unit A was in scattered formation. -




IE-miniatures defined as ":\rfl;ll-e-l:}}"
or “Chariot” on their reference card
are included in the “War machine”

category. These miniatures can act during all

game phases depending on the Orders they
were ‘given. This chapter covers the princi-
ples of the' technologies that animate Aark-
lash, as well as the rules governing thent in

Rag'Narak. It isn't compulsory: reading if no

war machines have: been added to an army.

B} CURVES

DWARE A chariot (MOV 20; Weight 10) can cover
a distance of 40 2x20)0w

e A (llbt."ln(.(' of up t‘? cm (2 x 20) when
running or charging, and can make a

curve every 10 cm. Yet it doesn't have

to make its curve after exactly 10 ¢m.
This is just the minimum distance to

be respected between each curve,

Here the charfot makes a first curve
after 10 cm, the second one after having
covered another 12 ¢cm, and a third

one after having moved another 13 cm.
It can therefore still move another

5 cm before ending its movement.

o MOVEMENTS
AND MANOEUVRES

Depending on the type of machine, the.
Movement/MOV  rate: can  be calculated in
VATIOUE WAYS. ¥ :

Even if it is acting alone, a war machine
never  benefits ‘from' the rules concerning
detachments.. ; :

Most war machines are cumbersome gear
that is hard to handle. The higher its Weight,
the harder they are to'manoeuyre or. move.

The symbol is dlso used to distinguish
two types of war machine.

« Mobile machines ‘include light machines
that are a part of their servants’ equipment
(such as the dwarven bombardiers’ steam
cannons) and vehicles that can transport
their servants. They are identified by a nor-
mal Weight icon. However, the lightest ones
do not have a Q}, such as the dwarven
bomnbardiers.

» Immobile machines require the interven-
tion of seryants to be moved. They are iden-
tified by a %

9.1.1 MOBILE MACHINES
"u} Be they propelled by an energy source of
R s

W their own or pulled by a team of animals,
mobile machines use the Movement/MOV

rate printed on theiy reference card.

The lightest mobile machines are not sub-
ject to a Weight. They can move like any other
fighter. For the others, their Weight causes
certain restrictions:



+ They cannot receive "Chﬁrge reception”
Orders.

» They cannot receive “Retreat” Orders.

+ They cannot move backwards {manoeuvre).

» They cannot move sideways (manoeuvre),

Machines with a WEIGHT move mainly
in a straight line. They can ‘nevertheless

a curve, a war machine can reorient by 45¢
at no' cost. A war machine can make a curve
- for-every WEIGHT cm it moves. Unlike other

machines can make curves while ¢charging.

9.1.2 IMMOBILE MACHINES

* Movement penalty suffered by its ser-

* EXAMPLE

A ballista has a Weight

of 8. I only one servant
tries to move it, he

a penalty of 8 points on

his MOV, Il two servants

combine their strength,

then this penalty is only

of 6, and it becomes 4

if a third servant

gives them a hand.

alty is reduced by 2 points for e€very servantin
-addition to the first one-who'is in contact with
the machine while it moves.

The number of servants that can help move
a war machine is limited to the number of
miniatures that can be placed in base-to-base
contact with the machine’s base. If all the serv-
ants don’t have the same Movement rate, then
the lowest rate among them isused. Only serv-
ants placed in contact with the'war machine
can help move it. A'substitute {see 9.5.3.2) or
any other fighter can never be used to move a
war machine. :

QUARTER TURN

A dwarven chariot (MOV 15; Weight 10)
has the capability of increasing its
Movement rate thanks to a Pressure Roll.

DwaRF
CHARIQT

1. It makes a quarter turn to the
left. This manoeuvre costs it a
number of Movement points equal
to half its Weight, meaning 5.

. A Pressure Roll gets a result OFEA Its
Movement for this round is therefore
15 + 4 - 5 = 14, If it carries out a “Run”
Order, then it can move a total of 28 cm.

. A machine’s \Yfei'ght valte indicates the:

vants when they move the machine, This pen-

i machine are considered to’be part of the same |
*“Unit and are subject to the following rules: |

i & They cannot receive “Charge” Orders.
| = They cannot receive “Counter-charge”

i« They cannot receive “Charge reception”
make curves to change frajectory. A corve |
is a reorientation made while moving thanks:

to the vehicle’s momentum. Only mobile |
machines can make curves: When it makes

Units, which must charge in‘astraight line, war | -

All the servants or substitutes bound to a war l

Orders.

Orders.
+ They cannol receive “Retreat” Orders.
« They cannot receive “Move and fire” Orders.
+ They cannot move backwards (manoeuvre).
s They cannot move sideways (manoeuvre).
+ They cannot divide their Unit (manoeuvre).
» They cannot engage enemy Units in hand-
to-hand combat.

i Though it cannot receive “Move and fire” Or-
ders; an: immabile machine can, however, be
reoriented in any ditection before firing, This
action is still considered a move and the usnal
firing penalties apply.
~1f an immobile machine’s servants are
brought to flee, then they abandon their war
machine where it is, If they manage to rally
and returp to it, they can use it again.

.To use an immaobile machine, its servants
must be placed in l)ase—toihﬁ;ig contact with it.
Animmobile maching’s servants cannot aban-
don it unless it is destroyed. If they are forced

“to do so due to the effects of tie state of “Rout,”

they must attempt to return to it 48 soon as

they are raflied.

9.1.3 REORIENTATION
War machines are subject to the same rules
as other Units when it comes to: reorientation,
with one exception: a war machine cannot be
reoriented before a charge. It can, however,
“make curves during its movement. Further-
more, when awar machine is reoriented, except
to make curves, this costs it a certain number of
Moverment/ MOV points: :
» An amount equal to half its WEIGHT when
making a quarter-turn.
« Anamount equalto its WEIGHT when mak-
ing a half-turn.

These points must be subtracted from the
machine’s MOV rate after this rate has been
determined.

If the Movement rate falls to 0 or Iess, then
the war machine can still be reoriented, but it
can no longer move in the same round. The ma-
chine can then make curves in the usual way if
it has enough Movement/MOV points left.

A war machine that has gained momentum
thanks to the “Irrepressible” ability cannot
make this manoeuvre and can only be reori-
ented by making curves.




FIRING

Unless noted otherwise on the reference
cards, a shot made by a war machine can.only
target Units located within a 90° angle from
the weapon’s extremity,

9.2.1 FIRING MOBILE

MACHINES -~ =
When carrying outa “Move and fire” Order, a
mobile machine can move twiceits Movement
rate (MOV x 2 ¢cm) and then fire. The penalty
applied to the shot’s difficulty is then equal to
+2 instead of +1. In certain cases specified on
the reference cards, the servant triggering the
shots can pivot to face the target without the

machine itself changing direction.

9.2.2 FIRING IMMOBILE
MACHINES

Unless noted otherwise on'their reference
cards, ‘war machines canhnot: receive “Move:

and fire” Orders.

For the Aim test, the player controlling the |
war machine can use the AIM rate he wishes |
among those of the servants or substitutes who |

are in base-to-base contact with the machine.

is involved'in the handlmg ot awarmachine in
the same round.

E PERFORATING ARTILLERY

o e s!

BALLISTA

'![ﬁ;i GRIFFIN SPEARMAN

I GRIFFIN TEMPLAR

Ballista A is in the category of Light Artillery (STR 12).

The marksman has targeted fighter 1 and has succeeded his Aim

test, Fighter 1 suffers a Damage Roll (STR 12) that inflicts him with
three Wounds. One is enough to kill him, so the projectile (STR 10)
continues on its trajectory and hits fighter 2, who suffers two Wounds.
He is killed and the bolt (STR 8) then hits fighter 3, who also suffers
twao Wounds. The projectile flies on and hits Unit C. Fighter 4 suffers
a Damage Roll (STR 6). He is killed but the projectile only inflicts

him with one Wound and therefore causes no further damage.

9.D

FIRING AT MINTATURES
AT AN ALTITUDE

If a machine defined as artillery with zone
effect targets a fighter at altitude level 1 or 2,
then there are two possibilities.

{ +If the target is hit, then the dispersion

template is placed onto it All miniatures
located at the same level as the target and
that are touched by the template suffer the
shot’s effects.

» If the shot strays, then: the pmjectlle falls
back to the ground. A Dispersion Roll is
made based on the target’s position but
while considering that the shell exploded
atlevel 0. :

‘.._ feafifaaans.

. gy

ARTILLERY

. War machines that can fire are classified in

“the "Artillery” category. There are two sorts:
- perforating artillery and artillery with zone

effect. Each of these categories is subdivided
into light artillery and heavy artiflery.

Ifa servant or substitute has a projectile weap- | 9. 3¢1 PEREORATING
on in his equipment, he cannot use it when he | 2

ARTILLERY
‘This category-inchides machines whose rank
defines them as being: “Light Artillery” or

- “Heavy Artillery” without any further details.
i These are mainly ballistae and certain can-
| nons-of small size.

If several of these weapons are grouped

I within a same Unit, then they are subject to

the normal firing rules, but every shot must
be resolved separately so that the trajectory of
each one can be clearly determined.

‘The use of this type of weaponry follows the
sarfie rules as normal firing. It is possible to
fire at a Unit engaged in a fray with this type
of weapon, in which case the same rules as for
firing into a fray are applied.

A shot’s effects vary depending on the type
of artillery used:

9.3.1.1 Light artillery

If the projectile inflicts the target with more
Wounds than are needed to kill it, then it con-
tinues flying in a straight line and automati-
cally hits the next miniature in its trajectory.
A miniature is hit if the projectile’s trajectory
touches its base,

This additional victim suffers a Damage Roll
with a Strength/STR ‘equal to the weapon's




B FIRE-SPITTER !
KELT WARRIOR |

OF Mip-Nag:

A group of Kelt warriors is targeted by a fire-spitter of
Mid-Nor (Light artillery with zone effect; STR 8);
) B

. The projectile strays from its trajectory by 4 em in direction 5 on

Here the marksman has chosen fighter A and fails his Aim .
test. The dispersion template is placed above fighter A.

and the marksman rolls 1d6. He gets al« which means
that the projectile strays by 4 cm. He rolls'another dé to
determine in which direction it strays and gets a{:4].

the dispersion template, The player rolls 1d6 for every miniatare
covered even partially by the dispersion template. Here fighters A
to I are potentially hit on a result of [3) or more. The dwarf player
gets the following results: 4, 2, 5, 4, 1,6, 3, 5'and 1, Five Kelts

are therefore hit'and each one suffers a Dam:\ge‘ Roll (STR4).

Strength -2. The projectile can continue on its
course in thiswayas long asit kills its targetby
inflicting it with more Wounds than are need-
ed. For every new Damage Roll made in this
way the projectile’s: Strength/STR is reduced
by 2 additional points. Like this the projectile
can reacha different Unit, but'in no way can it
go further than jts'maximum range.

9.3.1.2 Heayy artillery :

The same rulesas for light artillery apply, but
the projectile’s Strength/STR does not weaken
after each victim,

9.3.2 ARTILLERY WITH
ZONE EEEECT

This category includes ‘all machines whose !
rank defines them'as being “Light Artillery/
Zone" or “Heavy Artillery/Zone.” These are '
mainly cannons and catapults. When they fire -
at a Unit the following rules apply in addition
to the rules specified on their reference cards.

The Aim test is made in the usual way. If the
marksman hits his target, the dispersion tem-
plate is placed onto a member of the targeted
Unit within the shot’s range and onto whom
the marksman has a lin¢ of sight.

A result of u on the Aim test indicates that
the weapon is immediately jammed and that
it cannot be used in the next round. On any
other result indicating failure the projectile is

-

The dispersion template is then placed onto g
the target. The arrow numbered 1 on the tem-
plate must be aligned with the line of fire.

1d6 is rolled and its result is applied to the SN
following table to' determine how far the
projectile strays:
T PLEASENOTE!
1f a shot made using
artillery with zone effect
s target and
then no'miniaturc
can be considered Lo
have been directly
hit by the projectile,
even if the dispersion
template happens to be
placed centred exactly
on a miniature after
having strayed.

-aying the initial
targel is nevertheless
under the template, then
the probability that it is
hit is exactly the same as
for the other miniatures.
It also suffers the same
type of Wounds

[<]: the projectile’strays by 4 cm.
. *J: the projectile strays by 6 cm.
|t the projectilestrays by 8 cm.
« +| the projectile strays by 10 em.
+:|: the projectile strays by 12 cm.

(£ 3]: the projectile strays by 14 cm.

i
!

2]

Another 1d6 is then rolled to determine the
direction in which the projectile strays by
using the numbered arrows on the template.
The damage catsed by the projectile varies de-
pending if it is light or heavy artillery.

considered to have strayed from its trajectory. SESSSEES

e
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106

9.3.2.1 Light artillery

If the shot reaches its target, then it is auto-

{ matically hit and suffers a Damage Roll with

a Strength/STR equal to that of the weapon.
All other miniatures located even partially be-
neath the dispersion template are also hiton'a
result ofg or more and suffer a Damage Roll
with a Strength/STR equal to half that of the
weapon (rounded up to the higher integer).

9.3.2.2 Heavy artillery

If the shot reaches its target, it is automati-
cally hit ‘and suffers a Damage Roll with a
Strength/STR equal to that of the weapon. All
other miniatureslocated even partially beneath

the dispersion template are hit on: a result of
or more and suffer a Darmage Roll with a

Strength/STR equal to that of the-weapon.

{94}

LOSSES CAUSED
BY ARTILLERY FIRE

When a Unit suffers Losses caused by
artillery fire, - the player  controlling the
unit can immediately have it fall hack into pa-:
sition (unless the targeted Unitis involved ina

* fray). The Unit mustj however, keep the samie
- formation.

19.5}
MACHINES IN I
~ TO-HAND CON

9.5.1 MOBILE MACHINES

9.5.1.1 Combat characteristics

A mobile machine is considered to be a sin-
gle entity. Its Attack, Strength, Defence and
Resilience characteristics take into account
the crew’s and the team of animals’ combat
potential when applicable. In hand-to-hand

combat, no matter the position of opponents |
in base-to-base contact with the machine, the |

same characteristics are always used as if it
were one big fighter. The normal hand-to-hand
combat rules apply, but the number of combat
dice the machine has at its disposal can vary.
Furthermore, it can be bound to certain spe-
cial rules.

The war machines’ Size and structure can
differ greatly from one miniature to the other, |

and the number of miniatures that can be
bound to it can vary.

All these special indications are given on the
machine’s reference card.

Akkvlannie is technologically in advance of all of Aarklash’s other
peoples ever since the Cynwiills gave them the secret of gunpowder.

9.5.1.2 Thrust movement

" ‘Mobile machines can make thrust move-

ments in‘the normal conditions. However, to

| “daso no opponent may be in base-to-base.con-
i tact with the machine. Indeed, war machines
i have a limited manoeuyrability. Thrust move-

ments are therefore usually made in a straight
line, unless the machine’s WEIGHT. is low
enotigh to allow it to make a curve during its
thrust movement, A war machine can also'use
its thrust movement to be reoriented instead
of moving.

9.5.1.3 Disengagement

War machines that are subject to a WEIGHT
cannot disengage by using their INL To do so
they must use the rule on disengagement by
force: :

9.5.2 IMMOBILE MACHINES
9.5.2.1 The crew

In hand-to-hand combat the servants and
substitutes fight in the usual way using their
own characteristics.

A fighter engaped in hand-to-hand combat
cannot take care of operating a war machine.

A machine’s crewmembers can male thrust
movements in the usual way.




* EXAMPLE

A goblin mountain-
breaker has five servants
at the start of the game.
By the fourth round

two of its servants have
been killed and the
three others have fled.
The mountain-breaker’s
Crew is 1. To become a
substitute a fighter must
have an AIM of 3 or
more and a Discipline/
DIS of 2 or more.
During the movement
phase a Griffin thallion
is positioned in contact
with the mountain-
breaker. Since he meets
the conditions to become a

substitute and no goblin is
within 10 ¢m or less of the
machine, the mountain-
breaker is now controlled
by the Griffin plaver.

9.5.2.2 Combat

Miniatures in contact with a war machine |

can target it with their attacks. It does not have
any combat dice, but its oppohents must still
make their Attack Rolls on which a result of
[+ Jremains an automatic failure,

At combat outcome the 5P a war machine
lost are counted when determining thL winner
of the combat.

9.5.3 LOSS OF SERVANTS
AND DESTRUCTION
OF MACHINES

9.5.3.1 Mobile machmeq

Mobile machines are representcd by a-sin- |

gle reference card. The characteristics noted

on this card represent the machine's global
potential and take into account the presence

of servants or a'team: of animals. These war
machines have a certain number of Structure
Points/S.P. If these dre reduced to 0 or less,
then the maching is'‘completely destroyed.

9.5.3.2 Immobile machines

Most of these machines require thepresence -

of a- minimum humber of servants in order to

beused. This is represented by the corcept of
Crew on: theit reference cards. Tf there areri’t”

enough scr»antg,! _ _then the machine: cannot
function at its maximum potential, if at alli A

miniature in dontact with-an opponent catinot

participatein the handling of a-'war machine.
If all' of a machine's servants are killed, then
it remains on the battlefield for as long as l[ has
at least 1:S.1% left, :
The vervants of immobile machines can,

tutes. The conditions that must be met for a
fighter to become a'substitute are indicated on
the machine’s explanatory card;

If no miniature in a war machine’s original §

camp is located within 10 cm or less of it, then
the machine can be captured by the opponent.
To do so he simply has to bring a number of
his miniatures equal to the machine’s Crew
into base-to-base contact with: it. All these
fighters must meet the: conditions to become
substitutes. When a wat machine is captured,

consider the camp that just took control of it §

to be its new original camp. The machine can
then be captured again in the same way.

.

DESTRUCTION OF
WAR MACHINES

When a war machine. does not have any
Structure Points left it is destroyed and re-
moved from the battlefield; The servants who
remair alive stay on the battlefield and con-
tinue ﬁghtmg

CAPTURE OF A WAR MACHINE - |

oeL

. WARMACHINES,
 LEADERSHIP AND FLEEING

War machines are organised into Units and
can’ benefit from: the bonuses given by the
presence of a war-staff or use a commander's
values in the usual conditions, Their reaction
when they are in a staté of “Rout” can vary,

~however.

9,8.1 MOBILE MACHINES

- When it s in a state of “Rout” a mobile ma-

chineé can have twa sorts of reaction. If it does
not have a WEIGH'T; then the normal Rout

“rules apply. Ifit does have a WEIGHT, then the

machine is immediately immobilised. It can-
not move, its servantsand its teani of animals
suffer the penalties caitsed by Rout, and it can-
not fire as long as it hasn't been rallied.

9.8.2 IMMOBILE MACHINES

If:“an immabile: machine’s servants are

i brought to flee, then they abandon their war
- machine where it is. If they manage to be ral-
howeyer, be replaced under certain conditions. |
These replacement servants are called substi- |

lied-and to retutn to it, they canuse it again.




APPENDIX 1
SCENARIOS

f the players wage war independently. of
any context or, on the contrary, if they do
$o as part of a:campaign of greater.scale,

& the players and their imagination.

Hereare several examples of yictory mndltwns
uponwhich the players can agree before the bat-
tle. Yet in no manner is this section exhaustive
or even restrictive. These objectives can be com-
bined and mixed, and new ones cati be invented
at the players' convenience. Cry Havoc!, the of-
ficial publication of the world of RACKHAM,
regularly includes battle: reports: that can be
used as situations to be played again.

Some objectives entail strict conditions for

to meet them is antormatically victorious, Oth-
“ers entail the distribution of victory points;
in which case the player who totals: the most
points wins the baittle,

10-1.1 ANNIHILATION

The objective is simple: annihilate the enemy.
forces.

At the end of the last round, the players cal-
culate the amount of Army Points destroyed
or brought to routin each-camp:

Every fighter killed; who has left the battle-

must be counted in this calculation. Each play-
er then wins the pointslost by his opponent.

10-1.2 WAR OF POSITIONS
The players set a maximum number of rounds
and orie ot several physical objectives ‘on the
battlefield. Each of these objectives: must be
clearly defined by a fixed perimeter (for exam-
ple, a radius of X cm around an element of the
scenery).

‘objectives:

the game’s goals and stakes vary dependingon. |\« At the end of the last round; each camp wins
- anumber of points equalto the A;P: value of
its ﬁghters who are within the' permtetet of

. the various abjectives,

victory, meaning that the one who manages

- 10-1.3 SCORCHED EARTH
“rounds and one or several physical objectives
‘ience/RES and Structure Points/S:P. to each

field, or is in rout at the-end of the last round
-~ tory paoints.

™ his objective is victorious.

There are several ways of managing these

Certain variations can also be defined for
the various objectives. For example, a player
wins twice as many-points for an objective
located: within his opponent's: deployment
zone; hut only wins half as many for an ob-
jective within his own deployment zone.
It is also possible to assign a set number of

victory points to each objective. At theend of
the last round, the camp with the most Army
Points within an objective’s perimeter wirts
the points associated to it
At the end of the last round, the camp with
the most Army Points within an objective’s
-perimeter controls it. The player controlling
more objectives'is victorious.

The players define a maximum number of
ati the battlefield. They: then assign a Resil-
objective (see p.80), as well as;a humber of vic-

The goal of one of the camps is to destroy
these objectives before the end of the last
round. For every destroyed objective the play-
er wins the victory points bound to'it.

When an objective is hit by a shot or an at-
tack; each Wound it suffers makes it'lose 1 S.P.
An objective is destroyed as soon as it has lost
all its Structure Points.

10-1.4 ESCORT

One of the two players selects one of his
fighters, This fighter must manage to leave the
battlefield by the edge of the table opposite his
deployment zone. His apponent’s objective is
to kill the selected fighter.

This objective can‘represent an absolute con-
dition, in which case the player who reaches

It is possible to combine this abjective with
another one by giving it a certain number of vic-
tory points. In this case the player who reaches
the objective wins the points bound to it.



* EXAMPLE

‘The One Who Protects
Eternity is supplied with
Wolten grave guardians.
This card reveals the
conditions in which these
fierce warriors acquire the
“War fury” ability against
those who dare desecrate
their people’s tombs, It

is therefore reserved to
Wolfen grave guardians.

* EXAMPLE

Each dwarf armourer
present in an army of Tir-
Ni-Bor can forge special
equipment for himself

or for other dwarves in

his army. Every piece of
equipment thus forged
must be paid for: alphax
guard (+4 A.P; +1in ATT),
eye of Ley (+5 A.P;; +1 on
the result of Aim Rolls) or
titanic breastplate (+5 A.P;
+5 in STR when charging).

REVIEW OF THE TROOPS

10-2.1 SPECIAL CAPACITIES

Special capacity cards describe game effects

specific to the fighters they arebound to: Most |
of them explain the rare capacities that are too
long to be printed on the reference cards of the |
fighters they are associated with: Because the |
powers described on these cards.are insepa- |
rable from the fighters; their cost (in A.P.) is |
included in the value of the associated fighters. |
Special capacities are theréfore reserved tothe |

fighters they are supplied with

RSSeSSERTRTSTRGRLINNn,

Other :special capacity cards describe one’or .
several game effects that have their own cost.{in

' 10-2.3 SPELLS
- 10-2.3.1. Spells

A.P.) and explain how these effects can be given
to certain of the army’s fighters. Often it is the

fighter this special capacityisassociated with:who

grants these powets to his'brothers-in-arms.

Certain special capacities describe powersin-
nate to their owner AND optional powers that
mustbe included in the army'sivalue in AP

10-2.2 ARTEFACTS

NAME s

Description »——

Army Points

The fighters of Rag’Narok can make use of |
magical or divinely blessed artefacts of great |

pOWer,

These objects are described on specific refer- |
ence cards supplied with certain miniatures or
with supplements such as Adventures packsor |

Travel Journals.

The use of artefacts is reserved to Characters |
except in special cases that are specified on the |

magic object’s reference card.

The number of artefacts a fighter can own |

depends on his rank category.

NO.OF
ARTEFACTS

CATEGORY RANK

Irregular / Regular ‘
Veteran / Creature |
Initiate / Devout

Special / Elite
Adept / Zealot

Living Legend
Master / Dean

Major Ally
Virtuoso / Avatar

Spell cards bear the following points:

‘The name of the spell appears at the top of
the card.

Every spell needs a certain quantity of en-
ergy in order to be cast. This energy; called
“Essence” by magicians, comes from mana
gems. For every spell the number and type of
mana gems required is indicated on its card
beneath the spell’s name.

At the beginning of the game a magician has
a number of gems equal to his Power value,
These gems can be chosen freely among all
the Elements the magician masters. A magi-
cian cannot use gems of an Element he does
not master.

Magic is the ultimate source of creation. The
only limits are:the imagination or the beliefs
of those who call on its power. This is how
the paths of magic were born, symbolising

Name
Type and
number of
mana gems

Description

Army Points
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the variousways in which magicians perceive
and practice theirart,

»'The difficulty represents the more or less
elaborate ceremony that the magician must
conduct to - cast a spell; which the wisest
among them call “the Form.” Some magi-
cians:pronounce magic formulas;others mix
variou$ potions, not to mention;those who
execute elaborate feats... During the incanta-
tion the magician must equal or surpass this
difficulty with a Power test, meaning by add-
ing the result of a d6 roll to'his Power rate.

Sometimes: the difficulty varies depending |

on various factors specified in the spell’s'de-

scription. Sorme spells have a free difficulty. |

In this case the magician ¢hooses the spell’s
difficulty before casting it

»

over which a spell is effective. ‘The spell’s taz-
get or area of effect must be within a'distance
equal to or less than this range for it to be
affected by the spell. Some spells only affect
the magician himself or a fighter standing in

base-to-base contact with him. Yet others:

have an unlimited range.

-

A spell acts on a‘given sucface area called

area of effect. It can affect a single fighter, a

precise zone or a whole battlefield!

*

often spells-with devastating effects. Others,
on the other hand, last for a longer time and
their effects-are slowly dissipated. The dura-
tion indicates how long the spell remaing dc-
tive: ah instant; a game round; until a specific
event happens or until the end of the game...

-

Some incantations are very simple and can
be made quickly. Others are longer and more
complexand therefore can anly be made once
in a while. There are dreadful spells that can
onlybe cast once per game and others that can
submerge the enemy under a wave of power!
The frequency indicates how often a spell can
be cast by the same magician within a round
of the game. The frequency is independent of
the magician’s level.

.

A spell’s effects can be spectacular or insidi-
ous, The description gathers all the indica-
tions concerning the spell and its effects. It
also describes its consequences in terms of
the game.

.

Some spells are the exclusive secret of a caste
of magicians or of a particular magician.
Others only affect a certain type of fighter.
The particulars detailed in this section take
precedence over the regular rules.

Range indicates the distance (incentimetres) g

Not many spells Jast ct‘él'na_[ly. Some of them: .
have a very. short period of activity: ‘These are’

« Every spell has a magical Intensity that
indicates its complexity or the knowledge
needed to castit. A magician can master only
a certain total of magical Intensity. He can

- choose many spells of weak magical Inten-
sity or only one with'devastating effects.
‘The magician has an Intensity Potential equal
to twice his Power rate. The'sum of the magi-
cal Intensities of all the spells he has chiosen
must not exceed this Intensity Potential.

-

‘Like fighters, spells and arfefacts have avalue

in AP, It is added to the magician’s A.P. and
thus to that of the army he is'in. Therefore a
magiciancan choose to use'oﬁ!j.r a partof the
spellsand magic objects to whiclihe normal-
Iy has access, or choose others than the ones
with which he is originally supplied:

10—2.3;_2?_, Rituals

e N DI
Number of
mand gems:

——1Fypeof
Tiana gems

3 Deseription

— Army Points

‘ Rituals can only be played in Rag’Narok.
A ritualis a spell of huge scale whose casting
requires the combined power of several magi-
cians;
A ritual can never be cast by a lone magician,
whatever his mastery of magic may be.

+ The name of the ritual appears at the top of
the card.

+ Mana required: Like spells, rituals need a cer-
fain number of mana gems in order to be cast.

- Like spells, rituals are bound to the various
paths of magic. The magister must master
this path in order to begin a ritual, but a dif-
ferent magician can join him as an acolyte,
whichever paths of magic he may follow (see
Incantation).

« The difficulty indicates the level to equal or
surpass for this ritual’s final incantation.

« The range is expressed-in centimetres and
defines the maximum distance between the
council’s member who casts the spell and the
ritual’s area of effect.




ritual’s effects are applied.

« The duration indicates the time limit of the |
application of the ritual’s effects. |

+ Be they spectacular or insidious; the effects |
to apply within'the ritual’s area of effect are |
described on its reference card. |

» Certain rithials: are the exclusive secret of a |
caste of magicians or of 4 particular magi-
cian, Others need certain specific compo-
nents in order to be cast. The particulars
detailed in this section take precedence over
the regular rules.

+ Like spells, rituals have a value in A.P. that is
added to the magician's global value.

‘The number of rituals that can be given to a
magiciandependson hislevel, be hea Warrior=
mage or not. An Initiate can master two ritu-
als. An Adept can master three, a Master, four:
and a Virtuoso, five.

Rituals: are not counted in the number of
spells other than rituals that a magician can
have, and do not affect the number of spells & _
magician can cast per round.

-

10-2.4 MIRACLES AND ;.
COMMUNIONS |

10-2.4.1 Miracles

Name
— Creation

Alteration i Destruction

Description

Fervour
Army
Points

Miracle cards mention the following points.

» The name of the miracle appears at the top
of the card.

- The aspects symbolise the action undertak- |
en by the divinity for the miracle to happen. @ »
‘The aspects are divided among three num-
bers around the Spiral of Faith.

Creation, above the Spiral, pulls an ele-
ment from the void to make it appear on: |
Aarklash.

111

« The area of effect defines the zone where the | Alteration, to the leftofthe Spiral,moreorless

deeply modifies the faithful’s surroundings.

| Destruction, beneath the Spiral, sends.a frag-

ment of reality into the void.

Every aspect present on the miracle’s card is
bound to a number. This number represents
the degree of initiation needed by the faith-
ful for the miracle to happen through him.
A god cannot make great miracles happen
through a faithful with low aspect levels!
The degree of mastery of the three aspectsisin-
dicated on the faithful's reference card around
the Spiral of Faith. The higher the faithful’s as-
pect levels, the closer he is to his divinity.

There are numerous gods on Aarklash and all
do not control the same aspects of Creation.
Every people has its own cult. Some miracles
are shared by several cults; others are of the
universal cult and can therefore be used by

all peoples.

The difficulty represents. the canviction re-
guired for the miracle to-be carried out. The
higher the: difficulty, the more the' faithful’s
god is whimsical or reluctantto'grant his ser-
vant his wish. The power of the gods 1s very
limited on Aarklash and a too brutal interven-
tion risks bringing misfortune to the faithful.
To let the miracle happen, the faithful must
equal:or-surpass the given difficulty with a
test of Faith, meaning by adding the result
on ad6to his Temporary Faith characteristic
{see ‘The Divination Phase).

Some: miracles have a “Free" difficulty, in
which case the faithful sets the difficulty be-
fore beginning his prayers:

The range indicates the maximum: dis-
tance that can separate the faithful from the
miracle’s target. It is expressed in centime-
tres. The range can sometimes be limited to
the faithful or to a fighter in base-to-base
contact with him.

Most miracles have a specific field of action,
represented by the area of effect. It can cov-
er a fighter, a defined Zone, or even the whole
battlefield.

Though the gods may be eternal, the miracles
they confer are not. The duration represents
the lapse of time during which the miracle’s
effects apply.

The description of the miracle gives all
the indications concerning it and ‘its ef-
fects on the game. A miracle is the mani-
festation of divine power and is not'to be
underestimated...




Name

Alteration

Description

Fervour

» Certain miracles are the secret of a faithful
or of a specific class of faithful. Others re-
quire particular conditions in order to hap-
pen. In any case the rules indicated undet
the Special heading of the miracle’s card take
precedence over the regular rules.

Calling a miracle, especially in the middle of

a battlefield, is a physical as well as spiritual
feat, Fervour indicates the number of points

of faith that are subtracted from the faith-
ful’s Temporary Faith after making the call.
:More information is given in the chapter on
Temparary Faith. :

Like the various fighters and magic objects,
miracles also have a value ih AP that isadd-
ed to the faithful’s overall valuwe: The faithful
can choose to use all'orjust some of the mir-
acles he has access to, or to select others than
those with which he is‘eriginally supplied.

10-2.4.2. C(_;m_nuihions

o Creation

-~ Destruction |

R - Aoy Points

Communions - can only be played in
Rag’Narok.
In the same way that magicians can unite their

owers to perform rituals, the faithful are able

to gather to call even more powerful miracles.

The ceremony that precedes such divine in-
terventions is called communion.

The assembly of the faithful who participate
in such a communion is called the conclave. A
conclave is formed by an eminence and one or
several disciples.

- The name of the communion appears at the
top of the card.

« Like miracles, communions are bound to the
various cults of Aarklash. Only the faithful

|

of a given cult can call on its miracles and |
communions.

« For the eminence Divination) to be able
to initiate a communion, the sum of the
aspects of the conclave’s members must be

equal to or greater than thoge indicated on
the communion’s card.

- The difficulty determines the level to equal
or surpass for the communion’s final call.

« The range (in centimetres) indicates the maxi-
~mum distance between the point where the
communion is carried out and its area'of effect.

« Thearea of effectindicates the Zone inwhich
the communion’s effects apply:

«Duration is time, and time is the scourge of
the 'gods.: However powerfual they may be, di-
vine interventions.only last for a limited time.

+ Be they destructive or beneficial; a commu-
nion’s effects are explained on its reference
card,

« Some communions are the exclusive secret
“of a mystical order or of a particular faithful.
Others need certain specific components in
order to be performed. The particulars de-
tailed in this section take precedence over
the regular rules.

« Calling a communion requires the faithful’s
full concentration and they are often ex-
hausted by this trial. Fervour represents the
number of points to subtract from the Tem-
porary Faith of each of the conclave’s mem-
bers at the end of the call.

« Like miracles, communions havea valuein A.P.
that is added to the faithful’s overall value.

The number of communions a faithful can
master depends on his rank, be he a Warrior-
monk or not.

A Devout can master two communions,
a Zealot can master three, a Dean, four, and
an Avatar; five. Communions are not counted
in the maximum number of miracles a faith-
ful can master. The number of communions a
faithful can have only depends on his rank.




10-2.5 EXPERIENCE CARDS

Name

Arm.".; Points =

Recovery - [

In Rag'Narok, only Adventurers who have
defeated at least one Shadow:in: the ficarna-
tion mode of Confrontation can use the expe-
rience cards supplied with Adventurer min=
iatures; in -Adventure ‘packs and the Travel

Journals. Furthermore; any experience cards;.
abilities and Elixirs gained by an Adventurer: |

in the Adventure mode of Confrontation can

€r§" permission.

10-2.6 WAR MACHINES

SEBALLISTA OF M.\!iﬂ..\'f-:‘

Weight

Army Points

Allminiatures defined as “artiltery” or “char-
iot” on their reference card are included in the
“war machine” category,

A same war machine can be symbolised by
several reference cards. The first one always
indicates the machine’s. characteristics and
others can represent any fighters that may be
operating the machine.

Apart from the usual characteristics, war
machines can be associated with three addi-
tional values: Structure Points, Weight and
Crew.

10-2.6.1 Structure Points

Some pieces of light artillery, such as the
dwarven bombardiers’ cannons, depend sole-
Iy on the fighters handling them. There is no

{ “other way to destroy: them than to kill their
f | servants.

Bigger war machines; however, have their own
specific: characteristic:” Structure Points/S.P.
For certain machines, such as chariots that are
made up: of various parts (wagon, crew, team
of animals, etc.); the S.P; represent the whole
formed: by these elements. For other war ma-
chines; such as cannons, the machine itself is
clearly separate from its servants, In this case
the S.P. only symbolise the machine’s state.

When a warmachine is targeted by a shot or
an attack in-hand-to-hand combat, a normal
Damage Roll is made: Each inflicted Wound
males it lose 1 S.P.

10-2.6.2 Weight

Most war machines are cumbersome- gear

{thatis hard tohandle. The higher their Weight,
onlybe used in Rag'Narok with the other play--|

the harder they are to manoeuvre or move.
The %% symbol is also used to distinguish
two types of war machine.

|« Mobile machines include light machines

that are a part of their sefvants’ equipment
(such as the dwarven bombardiers’ steam
cannons) and- vehicles that can transport
their servants. They are identified by a nor-
mal Weight icon. However, the lightest ones
do not have ‘a %%, such as the dwarven
bombardiers.

« Immobile machines require the interven-
tion of servants to be maved. They are iden-
tified by a Sl

10-2.6.3 Crew
This element only appears on the cards of

war machines whose crew is independent of
its structure. The number bound to this char-

i acteristic indicates. the: minimum number of
! servants or substitutes:needed for the machine
. to function correctly.

10-2.6.4 Rank

If nothing is specified after the “Light artil-
lery” or "Heavy artillery” classification, then
it is perforating artillery. The “/Zone" speci-
fication is only added to characterise artillery
with zone effect.




APPENDIX3
DETAILS ON SPELLS, MIRACLES,
MAGIC OB]ECTS & CAPACITIES
¥

ost spells,” miracles, objects and
special capacitiesused in'the game

of Confrontation-were designedto |

also be useable in Rag'Narok. However, the
differences between these two systems need
some of these effects to be somewhat modi-
fied. Others that affect parameters unique
to Confrontation are tinusable in Rag'Nurok.
This section lists all the special cases bound
to these effects. :

Playing spells and miracles designed for Corn-

[frontation is' more adapted for a game of skit-
mishes. They remainuseable in Rag'Narok, but
the application‘of their effects.can be complex.

It is therefore advised to limit the use of effects |
thatincrease the number ofspecial cases when' |
playing the various phases of the game. Rituals. |

and communions that affect Units as a whole
are more appropriate and allow the game to be
kept flowing.

10-3.1 GENERAL POINTS

Some effects are recurrent in the Confronta-
tion game system. This section explains how
they should be played in Rag'Narok.

10-3.1.1 Reference cards

With some exceptions, all spells, miracles, |

objects and capacities that affect the constitu-
tion of the deck and the drawing of cards in
Confrontation have no effect in Rag’Narok.
Some of these spells have nevertheless been
adapted for Rag'Narok. A list of these can been
found at the end of this section.

Spells, miracles, objects and capacities that
affect fighters bound to the same reference
card have no effect in Rag'Narok.

10-3.1.2 Activating an effect

When the text of a spell; miracle, object or
special capacity specifies that it is to be used
when its user’s card is activated, this mears
that in Rag'Narak it must be used as soon as

~ the Order concerning the usei is revealed and

before it is carrted out,

10-3.1.3 Modlfymg Lhﬂmcterlstlm
If a speil miracle; object or: capacity that
modifies a fiphter’s ‘characteristics, abilities,
reactions or capacities aff_ccts onhe or several

“miniatures, then they must be the objects: of

separate combatsas if they were Independents
for as long as these effects affect them,

10-3.1.4 Pursuit movements

Unless noted otherwise on their card, all
spells, miracles, objects and capacities that
involve a pursuit movement have no effect in
Rag'Narok.

10-3.1.5 Physical feats

When a spell, miracle, object or capac-
ity involves a physical feat, it is replaced in
Rag’Narok by an Initiative test of the same
difficulty.

10-3.1.6 Area of effect

Spells, miracles, objects and capacities with
an area of effect that modifies the fighters’

| characteristics, abilities, reactions and capaci-

ties, affect a whole Unit if at least 50% of the
miniatures making it up are completely cov-
ered by this area of effect at their bases. If a
whole Unit cannot beaffected, then none of its
members suffer the effects.

Spells, miracles, objects and capacities that
affect a target and the miniatures touching it
are treated as follows. The player rolls 1d6 for




every miniature standing less than 2.5 cm from
the target. On a result of %% or [ § the fighter
suffers the effects described on the card.

10-3.1.7 Modifying the
Wound degree
Spells, miracles, objects and capacities that

cause a modification of their tatrget’s Wound |

degree have the following effects.

+ In the case of a direct Wound (for example
if a spell inflicts a Light Wound on its tar-
get) the target suffers a Damage Roll whose
result is read in a particular column of the
table depending on the Wound (the effects of
“STUNNED" areignored):

Light-Wound: column “-3/-2"
Serious Wound: column “1/2"
Critical Wound: column “5/6”

-

If the effect 1s supposed to worsen or tmprave

the Wound degree of an already wounded |

target, then in Rag'Narok this can only affect

miniatures that can endure several Wounds; |
meaning those with more than one Wound.

level. (Those with only one Wound ‘level
cannot be in a wournded state since they are
killed as soon as they are inflicted with one
Wound.)

10-3.1.8 Capacities of clans

The presence of a clan’s members, beit the
Brotherhiood ‘of Bronze, the goblin pirates of
the Black “Tooth-or any other one, generally
gives advantages to certain types of fighters.
Thesebonuses apply.to all fighters in the army

who meet the conditions required in order to |

be affected by these effects.

Details on how these Confrontation clans |
can be adapted for use in Rag'Narok are avail- |

able in Cry Havoc!

10-3.1.9 Fear

Spells, miracles and other effects that induce
fear have no effect in Rag'Narek if nothing in
their description allows the Domination Fac-
tor to be defined, which is required to deter-
mine the target’s reaction.

10-3.1.10 Spelis and misracles
with “contact” range
When using spells and miracles whose range
is “contact,” the magician or the faithful can
target the following miniatures.

the sides of his base {(behind, in front and on
either side), even if they are not physically
touching his base. However, this rule does
not apply if his Unit is in scattered forma-
tion. One must always take into account the
maximum number of miniatures that can be

placed in base-to-base contact with a fighter
depending on the size of his base.

« Any enemy miniature involved in the same
group as him after fray splitting.

+ To affect a friendly miniature that is not
partof his Unit, the:magician or the faithful
must be in base-to-base contact with it. This
means. that even if it is impossible to place
them touching each other due to the minia-
tures’ sizes, their bases must “correspond” as
precisely as possible.

10-3.2 SPECIAL CASES

Thissection coversthe case ofall objects, spe-
cial'equipment, capacities, spells, miracles and
experience cards whose effects in Rag'Narok
are different from those in Confrontation.

10-3.2.1 Special abjects
and equipment
Banner of the Lion {Banner Bearer of Ur-
tand): All Units located within a radius of 25:.cm
around the bannet of the Lion get the “Fanati-

- cism’” ability. Once per round, within the same
radius, the banner transforms a Lion soldier

of your choice. In the round being played this
soldier can' make counter-attacks and master
strikes and gets'one additional combatdie like a

- Character does. And all effects that only affect

Characters can also be applied to him. Howev-
er, the bannet of the Lion does not modify the
number of Wonnds the fighter can endure or
the number of combat dice he ¢an use.

Breastplate of Alliance (The Red Lioness):
The Breastplate of Alliance is sacred armour.
It also gives its wearer the “Hard-boiled” and
“Immunity/Master strike” abilities:

Deliverance {Alahel the Messenger): When
making a Damage Roll inflicted by Deliverance,
ifaresultof + is obtained after having re-rolled
a 2], then the final result is 7 instead of 1.

Pragon Bow (Hogarth the Colossas): If
Hogarth spends a whole round: aiming (to do
S0 hie must carry out an “Immobile” Order and
not move or be wounded in any way whatso-
ever), he can make a master shot in the follow-
ing round, If his arrow hits its target.. then two
dice are rolled for Hogarth instead of just one

i for the Damage Roll and the two tesults are
+ Any miniature of his Unit adjacent to one of 1

added together. A [+ }is simply added and a 53]
cannot be rolled again.

Dwarven steam machines/Goblin naph-
tha machines: All equipment of this kind is
associated with a characteristic that is speci-
fied on its bearer’s reference card.
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{ In every one of the game’s phases where this Endocrinal treatment’ (Sasia Samaris):
| characteristic comes into play, a Unit or an | Every time a miniature that has undergone
Independent equipped with a boiler or a car- | endocrinal treatment makes a Mutagenic Rall;
burettor can roll 1d6. Some fighters can roll two dice are rolled instead of one. The player
several dice, in which case the number of dice | controlling the miniatiire then chooses the
is specified after the concerned characteristic. | result that suits him. If the yesult is a double,
This toll is called the Pressure Roll for a | then the fighter gets the Mutagenic bonus in
steam machine and the Injection Roll:for | the usual way yet suffers a Damage Roll with
naphtha machines. Whatever the number| a STR equal to the sum of these two dice. In
| of fighters with the required equipment in a Rag’Narok, endocrinal treatment can only be
il same Unit may be, the player makes only one | used by alchemist of Dirz Characters.
roll (except for Independents who malce their
own separate Pressure or Injection Rolls). This Experimental ammunition  {Lor-Arkhon
roll’s result determines the bonus that every | the Deranged): Using these shells increases the
concerned fighter gets in this round. steam cannon’s risk of having an incident. Only
If the roll’s resultis{ * |, then an incident hap- | Lor-Arkhon the Deranged. is brave or reckless
pens. The equipment does not give any bonus | enough to use these machines. When he fires his
and the player must roll the die again and refer | cannon, the player controlling him can choose
to the following table: | to use a normal cannonball or any of the experi-
1/Chain Reaction: A tank explodes. i mental shells listed below. In the latter case an
Randomly determine the incident’s victim | Incident happens when the Pressure Roll’s result
among the fighters concerned by this test. He | is E or E :
then suffers a Damage Roll'(STR 10). Further- | » Perforating shell (STR 10): fts tip of ex-
more, 1d6 is rolled forall fighters, friendior foe, | tremely hard alphax is able to pierce the iiost
located within 2.5 ¢m or [ess of the victim. On resistant armour
a result of@ or more they suffer a Damage When such a shell hits them, targets with a
Roll (STR 6). If another fighter equipped with | Resilience/RES greater than 10 are counted
a boiler or a carburettor suffers this Damage | as having a Resilience/RES of 10,
Roll; the player rolls anothet db (if the fighter |« Lacerating shell (STR 5): lts tip garnisied
survived the Damage Roll or not). On a result | with jagged metal blades cuts the flesh and
of[ his tank also explodes. Repeat the same causes horrible wounds. ..
procedure until no more explosions are set off. | . When making the Damage Rall, a [ can be
2-4/Leak: A scalding spray bursts front one of | rolled again like a {£f]. Moreover, a result of
the fighters machine. : [“]after having rolled again is added to the
‘Randomly. determine ‘this incident’s victim | preceding result instead of being equal to 1.
among the fighters concerned by this test. He |« Cluster shell (STR 8): These shells use the
suffers a Damage Roll (STR:5): Furthermote; | Artillery with zone effect rules with the pro-
1d6 must be rolled for all fighters, friend or | jectile’s STR being 8.
foe, located within 2.5 em or less of the vic- |
tim. On a result of [«*] or more they suffer a. |
Damage Roll (STR 3).
5-6/Breakdown: The machine whistles and
smokes wildly, but nothing happens...

Horns of damnation: cf. p. 127.

Lance of malachité (Enoch the Elemental-
ist): When an attack is made with the lance of
malachite, if the Attack Roll’s result is strictly

greater than the announced difficulty. by five
: points, then the Damage Roll’s result is read
one line lower in the Wound Table, and two
lines lower if the Attack Roll’s result is greater
by more than ten points.

Pressure regulator (The Brotherhood of
#! Bronze): When a Unit is equipped with pres-
| sure regulators, the player must pay its price
for each of its members. Only Independents
can have a pressure regulator while the rest of
their Unit does not have any, and vice versa,

Sacred weapons: When a sacred weapon

| causes a Damage Roll; the target’s Resilience/

8 RES is divided by two and rounded up to the
higher integer.
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Sacred armour: The wearer of sacred ar- ‘

mour benefits from the “Immunity/Excep- |

tional Wounds” ability. When:a fighter who is |

immune to Exceptional Wounds must suffer a

Damage Roll, the player rolls:1d6. On a result |
he Damage Roll is.cancelled.

Stone of Survival (The Skimmers of the
Ocean): In combat this jewel does everything to
keep its bearer alive. This stone (POW 2; Initi-
ate) can recover mana like any other magician.

The gems it holds can allow its bearer to
re-roll his failed Defence Rolls. This effect is
announced right before the Initiative Roll at
the beginning of a combat, and can be used
to affect several defence dice during the same
round. To activate this pame effect, two of the
Stone of Survival's gems must be used. The -
player.can then're-roll one of his failed Defence
Rolls. For four gems, he can re-roll two failed
Defence Rolls. However, the Stone of Survival.
does not ‘allow a Defence Roll that has already
been re:rolled to be rolled agam ‘The Stone of
Survival’s gems cannot be used for anything
else but re-rolling Defence Rolls.

There are several jewels of this kind, but no
magician mastering Water or Living-dead be-
ing can have a stone of survival.

Skull-Crusher (Tark the Animal): The skull-
crusher allows Térk the Animal tofire at a Unit
charging or engaging him, even-if he hasn't re-
ceived an Order allowing him to fire, The shot
is played in the usual way when: the tatpet is
within 5 cm of Tork the Animal. The Aim test’s
difficulty is of 6 and cannot be modified.

Tork the Animal cannot use the skull-
¢rusher if he attempts a counter-charge or a
charge reception, or if he has already fired dur-
ing the first firing and incantation phase.

The skull-crusher is reserved to Tork the
Animal.

Symbiotic armour (Razheem the Insane):
When he wears this armour, Razheem can en-

{ dure one additional Wound. One must there-

fore inflict him with five Wounds instead of
four to kill him. However, when he suffers his
fourth Wound, Razheem the Insane’s RES is
reduced by 2 points {yet it cannot become less
than 0 in this way).

Sword-axes  (Arkeon Sanath, dawn war-
riors): When a fighter equipped with a sword-

{ axe makesa Damage Roll, a result of E

| He can therefore roll it again to try
and‘increase the damage caused by his attack.

The Argument (The Skimimers of the Ocean):
The Argument’s rank is “Light Artillery.”

The Caducens (The Automaton. Fortress):
To ‘use the Caduceus in Rag'Narok, all the
Unit’s members, even Independents, must be
equipped with one:

The cauldron of Hyffaid (Elghir the Reso-
Iute): At the beginning of each round a dwarf

[ fighter in base-to-base contact with Elghir the

Resolute can be selected by the player control-

~ling both of them. If this fighter is wounded,

then his Wounds immediately heal by one de-
gree. On the other hand if he is not wounded,
then he gets: the faculty to make counter-at-
tacks and master strikes until: the ‘end of
the round. Elghir the Resolute ‘can use the
cauldron of Hyffaid’s power to heal his own
Wounds, but not to make counter-attacks.

‘The companion of torments {Sykho Voles-
terus): Every Loss within a radius of 10 cm
around the faithful gives one point of Suffering
to the companion of torments. When he has ac-
cumulated six points of Suffering, then every
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additional point is turned into one point of Tem- |

porary Faith for the faithful. These points can be
accumulated from one round to the next and be

| used by the faithful when calling a miracle.
| Only a faithful of Arh-Tolth can have a com- |

panion of torments.

The Ring of Redemption (The Execution-

{ er): When he is equipped with the Ring of Re-

razorback): To use: thermo-acceleration in |

Rug'Narok, all the Unit's members, even Inde-
pendents, must be equipped with the module,

Thermo-compression {Thermo-Priest. 1):
To use thermo-compression in Rag'Narok, all
the Unit's members, even Independents; must

be:equipped with a x:ompressi:yr (6-A.P; each).
During the battle it is enough if one of the

sult of the second roll must-be used.

‘The Gae Bolga (Tanath thé;Yo'u'rig Hoined-

stuck invits target (nnless itiskilled):

demption, the Executioner gets an additional
Damage die when he uses the “Assassin” abil-
ity. He therefore rolls 3d6 for his first. Dam=-
age Roll made against the miniature he has

: _ : . charged, and uses the result he prefers,
Thérmo-acceleration: {Therma-Priest “on |

This artefact has no efféct on fighters im-
mune to the “Assassin” ability.
The Ring of Redemption is reserved to the

- Executioner.

The Shroud of the Condemned {Asgarh,
pack leader): In Rag'Narok the Shroud of the
Condemned gives the same protection as sa-

| cred armour. This artefact’s downside applics
as described on its card.

Unit’s: members 15 successfully targeted by |
the “Thermo-compression” spell for the whole |
Unit; including Independéntg, ta be able tore- !
roll each of their Pressure Rolls once. The re- |

Vorpal :axe (Baal _the Congqueror): If the
result of @ Damage Roll caused by the vorpal
axe is s o), |s4s), oF [§3] when re-rolling a 6, then

| the target is killed, no matter its RES and the

number of Wounds it can endure. This effect

‘does not apply to fighters with the “Immunity/
one): If the Gae Bolga inflicts'a Wound dur- | ;
ing a firing and incantation phase, it remains '

As soon as Tanath:comes into base-to-base |
contact with this miniature, he rips out the |

Gae Bolga, causing ‘a further Damage Roll

(STR 12). Tanath car-motr fire as long as he :

hasn’t retrieved his weapon.
Only Tanath the Young Horned-one can re-
move the Gae Bolga from the victin.

Head " ability,

Watchgoblin jar (War Trofl A war troll
equipped with the watchgoblin jar is immune
to the “Assassin’ ability's effects and has a field
of vision of 360" Furthermore, as long as the
watchgoblin s alive, any opponents: located
behind the troll cannot attack him. Similarly,
the troll cannot attack enemies behind him.
They must first fight and'kill:the watchgoblin.




If fcnr-iliducing—eﬁemies charge the wat troll
from behind, the watchgoblin: must make a
Courage test. If these fighters can frighten the
troll; then he and the watchgoblin must each
make their own Cotirage test. {

« If the watchgoblin’s Courage test i5 failed,
then his Domination Factor is equal to that
of the Unit heisa partof.

« If the watchgoblin: is brought into a state of
“Rout,” then he is not considered a Loss bit:
the troll no longer benefits from his effects
until the end of the game.

10-3.2.2 Special capacities

Bran-O-Kor’s Blood (Orc mystic warriors):
his ATT rate. For every point of Strength/STR

cannot become less than 0 in this way. This ef-
fect lasts until the end of the round.

Yet if for any reason whatsoever the mys-
tic warrior is not directly in contact with the
earth or a landform (hill, trench, etc.), if he is
lifted into the air, on a bridge or in water, he
loses this faculty.

Kayl Kartan: Kayl Kartan's reference card
mentions two additional attacks (STR 7) in
hand-to-hand combat. In' Rag'Narok this bo-
nus is of only one additional attack (STR 7).

Master shot (Bards of Alahan): Once pet
game a bard of Alahan can attempt a master
shot. If the dagger hits its target, the player
rolls 2d6 instead of one on the Wound Table
and uses the higher result.

Sasia Samaris: Sasia Samaris’s reference card
mentions four additional attacks (STR 7) in
hand-to-hand combat. In Rag'Narok this bonus
is of only two additional attacks (STR 7).

The Armripper (Black Troll): If a black troll
gets a | | on one of his Damage Rolls (anless
this result is gotten after rolling a (i ¥ again),
he immediately makes an additional Damage
Roll against the same target.

The Earth lovers (Danu warriors): As soon
as a Unit of Danu warriors suffers one or several
Losses, the player rolls as many dice as there are
Danu warriors left alive in the Unit. If at least
half (rounded down to the Jower integer) of the
dice show a result of i) or more, all Danu war-
riors immediately turn into spasm warriors. If
a Unit of spasm warriors spends a whole round
without being involved in a fray, they turn back
into Danu warriors. They can then turn into
spasim warriors-again in the usual way.

A Unit of Danu warriors.¢an try to trans-
form only once per phase, no matter how
many Losses it suffered in this phase. Spells
and miracles made to cause Danu warriors to
transform can, however, allow the members of

a Unit to attempt additional teansformations.

““The Elusive (Avangorok the Elusive): This

capacity affects Avangorak as well as the Unit
hie is part of. In'no way, not even using magic or
miracles, can the opponent find out which Or-

‘deror Orders have been given to Avangorok and

his Unit. Neither can he use magic or a miracle
to force this Unit to carcy out its Order.

When Avangorok and his Unit are placed
in reserve, they do not:have to make a Disci-
pline test to enter the game. However, in this

last case the Unit’s total Numbers must not be
If he wishes, a mystic warrior can temporar-.
ily sacrifice points of his Strength to increase :

more than 12. If its Numbers are more than
12; then the Unit must make a Discipline test

| in the usual way.
used, the mystic warrior’s ATT rate increases
by one point, The mystic warrior’s Strength

The Enraged (Hirh-Karn the Enraged): In
every hand-to-hand combat phase Hirh-Karn
rolls 2d6 instead of one for the first Dam-
age Roll he causes. He chooses the result on
the two dice that suits him to.determine the
amount of damage caused.

The No-Dan-Kar Cleaners (Goblin gas-
blowers): Once pet round, at any time during
the movement phase, the gas-blowers can use
a gas they invented. All the gas-blowers in a
same Unit must use the same gas.

The player places a Confrontation/Rag’Narok
card flat down touching the base of every gas-
blower and chooses one of the effects below. The
effects of the “Stinging cloud” and of “Frenzy va-
pour” apply to all fighters covered by the card,
The affected fighters must'be counted like Inde-
pendents for the resolution of combats.




« Veil of soot: The clond created in this way

blocks all lines of sight passing through the
area of effect defined by the card.
» Stinging cloud: The itching causes a -1 pen-

alty on all Initiative, Aim, Attack and De- |

fence Rolls. This penalty can be accumulated
with anyother. However, if several cards cov-
er the same miniature, this penalty applies
only once. This has no effect on the Living-
dead and Constructs.

+ Frenzy vapour: All the dice of the minia-
tures affected by this gas are automatically
placed in attack: This gas hasno effect on the
Living-dead and Constructs.

effects are cumulative if several Units

different gases: Gas-blowers are immune to
the effects of these gases.

The mechanical familiar (The Brother-
hood of Bronze): In Rag'Narak only an In-
dependent can benefit from the mechanical |
familiar’s effects. :

The Life Stealers (Spectres of Acheron):
When'a spéctre of Acheron makes a Damage
Roll, a result of M) is considered a
therefore be re-rolled: And a result of [« ] after
having re-rolled a Damage:Roll is not an auto-
matic failure.

Spectres of Acheron are not beings of Large
Size, yet they still have to be inflicted with two
Wounds to be destroyed.

If a spectre of Acheron causes a Loss by in-
flicting more Wounds on his victim than are
needed to kill the victim, then he can choose
to regenerate by one Wound degree instead of
making a devastating attack.

special capacity card.

The One who Protects Eternity (Wolfen

i grave guardian): In Rag'Narok this special
| ‘capacity gives the grave gnardians the “Bane/
Living-dead. Alchemists of Dirz. Goblins.

Drunes” ability.

The Rage of the Desert (Arkeon Sanath):
When Arkeon Sanath uses the “Mutagenic/X"
ability he can no longer place any dice in de-
fence. In return he gets the “Implacable/Un-
limited” ability.

The Scorpion Claws (Skorize \\'farriors):
Skorize warriors are subject to two special
rules:

« Combat gases: Thanks to the gases they
constantly breathe, Skorize warriors are con-
sidered to have the “Fierce” ability.

«+ Scorpion Claws: When he charges, a Skorize
warrior uses a technique known as the Scor-
pion Claws,

He then benefits from a +1 bonus:on all his

i Initiative, Attack, Defence and Damage Rolls,
i but only when made against the opponent or

opponents he'has just charged. A result of [ ]
on these rolls is still an automatic failure and
only a |33 gotten before adding any bonuses
can be rolled again.

This capacity has no effect on engagements.
If, after fray splitting, the fighter with this ¢a-
pacity is no longer in contact with the oppo-
nent or opponents he charged, then he loses
this bonus. :

This capacity does not give a bonus when the
fighter does a devastating attack.

A fighter who places himselfin contact with a

Skorize warrior following a charge reception is
And spectres of Acheron still benefit from
their ability to move through miniatures and |
elements of the scenery as mentioned on their |

considered to have been charged. The Scorpion
Claw’s effects are thetefore used against him.
The Scorpion Claws technique can only be

i used against miniatures on an infantry base,




10-3.2.3 Spells

Animation of the Living-dead (Spellbook

of Necromancy): In Rag'Narok the fighters |

reanimated using this spell are considered to
have been summoned and follow the sum-
moning rules.

Asphyxia (Familiar of Air): When un-
der this spell’s influence, the: victim sufters a
-1 penalty in INI, AIM, ATT and DEE. These
penalties can be accumulated with any other
penalties, but they cannat make any of these
characteristics become less than 0:

At the beginning of the next round, the ma-
gician can invest two additional gems of Air
to maintain the bubble’s integrity and thus
deprive the enemy fighter of oxygen for an-

other round. The victim then suffers a Light |

2R s B
- 2w L

Wound. 1f the magician continues doing so
in the following rounds; then the Wound suf-
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spells or recover mana gems. Yet he can use
countermagic as long as he has gems left.

This spell ends as soon as.the targeted mini-
ature or the magician is eliminated.

Chitinous Eruption (Spellbook of Tech-
nomancy): Once this spell has been success-
fully cast; the targeted fighter's RES increases
by two-points. Furthermore, the results of all
Damage Rolls made against him are read one
line further up in the Wound Table. Chitinous
Eruption cananly be cast on fighters af rank

*category 1. The spell’s tatget must be removed

fered becomes Serious and then Critical. If the |

magician continues paying gems in the rounds
after that, then the suffered Wound remainsa
Critical oge.

If the targeted miniature is within more than

30 cm of the magician at the beginning of a |

round, then the latter cannot maintain As-

phyxia and the spell automatically ends.
Asphyxia has no effect on Constructs, Im-

mortals, the Living-dead and the Possessed.

Cenacle of the Damned (Chthonian Spell-
book): The magician selects a miniature with-
in less than 10 ¢m of him. Its A.P. value must

as a Loss at the end of the game:

‘Cold! Blood (Enoch the Elementalist): If
Enoch the Elementalist manages to' cast this
spell successfully, the player rolls 1d6. If he

getsa @, then the target suffers a Wound. In
the following round the player rolls 1dé at the
beginning of the movement phase. If he gets
another i3], the target suffers another Wound,
and so.on until the unlucky fighter’s death. If
the plaver gets a |« |'on ane of these rolls, the
spell ends, but any Wounds it may have caused
remain; Cold bloed has no-effect on the Living-
dead, Constructs and elemental beings.

Danw’s Blood (Kelt druid 3): This spell af-

| fects either the ICelt druid or'a miniature in
| base-to-base contact with him.,

not be greater than the magician’s by more !

than 10 A.P.

The enemy targeted by the magician suffers
a -2 penalty on his Initiative, Aim, Attack and
Defence Rolls.

As long as the Cenacle of the Damned re-

The fighter targeted by this spell ignores the
first Wound he is inflicted with. This means,
for example, that for the first Damage Roll
madeagainst the targeted fighter, a result indi-

| cating one Wound is considered a failure and

two Wounds are equal to only one.

Dissipation (Spellbook of Primagic): This

| spell does not allow the effects of rituals to be

mains active, the magician ¢an no longer cast | dissipated.
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Excommunication (Darkness hunter): A
fear-inducing fighter affected by this spell
can be charged by any Griffin fighter without
having to make a Courage test. If the targeted
fighter is part of a Unit whose other members
are fear-inducing, a Courage test must still be
made, but the excommunicated fighter is not
counted in his Unit’s Domination Factor if the
Griffinsfail their Courage test.

‘Foreboding (Spellbook of Shamanism):

Roll. If the incantation is successful; the magi-
cian selects a friendly or enemy Unit: He must
have a line of sight on the targeted Unit: Dur-

ther the first or the last (as chosen by the magi-
cian) to carry out its Order. This effect applies
no matter the Tactical Roll’s result.

This spell can be cast only once per round on
the same battlefield.

Fulminating Possession (Familiar of Fire):
The targeted fighter gets the “Possessed” and
“Bravery” abilities until the end of the round,

Fulminating Possession has no ‘effect on
fighters without a Discipline rate.

Incandescent - Chastisement (Griffin in-
quisitor 2): When under this spell’s influence

ber'of Woundshe can endure.

Internal Chaos (Akkadhalet): This spell is
to be cast during the movement phase, when
the opponent uses his right to refuse to carry
out an Order. Under this spell’s effect the op-
ponent isforced to carry outan Order and still
loses one of his refusal rights. :

Kiss of the Earth (Orc mystic warrior):
This spell is to be cast at the beginning of the
movemnent phase, after the Orders have been

sen by the magician sees his'Movement rate
doubled or halved until the end of the round.
This spell affects the characteristic itself, and
therefore has no effect on abilities, experience
cards and artefacts that affect Movement.

A fighter can be affected by this spell only
once per game.

Knowledge of the Shadow (Hermetic Spell-
book): This spell is to be cast at the beginning
of the movement phase. The number of times
that the opponent can refuse to carry out an
Order is reduced by 1 for the remainder of the
round.

This spell is ta be cast right before the Tactical |

the Griffin inquisitor’s: blows become devas- |
tating. When making a Damage Roll for-him,
the player rolls 2d6 and :\pplies the result of
his choice. In case of a double 13, the victim is
killed, no matter his Resilience and the num- |

assigned to the various Units, A fighter cho- |

Mechanical Frenzy (Fenggar Iron Hand):
In Rag’Narok only an Independent may benefit

- from this spell.

Morbid division (Morbid angel 2): In
Rag’Narok the morbid puppets created using
the “Morbid division" spell'are subject to the
rules concerning the summoning of fighters.

Ointment of Cure (Kelt draid 1):1f the spir-
its are lenient and the “Ointment.of cure” spell
is successfully cast, then the:targeted fighter
sees his Wounds heal by one degree. This

i spell can only heal a fighter who is suffering
. one single Wound when the spellis cast. This
ing the movement phase this Unit must be ei- |

spell has no effect on fighters who are suffering
more than one Waound:

Pearl of Purification ;(Familiar of Water):
Pearl of Purification’s difficulty is proportiohal
tothe number of Wounds the targetis afflicted
with'at:the moment the spell'is cast:

+ 1 Wound: 6

« 2 Wounds: 9

» 3 Wounds: 12 RO

« And 50 on, while increasing the difficulty
by-8 points for every additional Wotnd:

Afterhavingbeen successtully cast; this spell
heals the target’s Wounds by one degree.

The Living-dead, Constructs-and: elemental
beings bound to Fire cannot benefit from the
Pearl of Purification’s powers: .

Pressure Transfer (Dwarf thermo-priest):
This spell can be cast at any. time during a
round, but it can only target an Independent
darryingsteam equipment. The targeted fighter
must roll one additional d6 for every Pressure
Roll he makes. The results are added together
to calculate the bonus given by the steam. A
result of | <] on ‘one or both dice means that
an incident has: happened. During Pressure
Transfer the spell caster’s steam equipment be-
comes unusable. This spell ¢an be maintained
trom: one round to the next by paying one gem

of Earth.

Primordial = Homus  (Chthonian  Spell-
book): This spell may be cast'at the beginning
of any phase. Primordial Humus'’s difficalty is

bound to the number of Wounds the target is

| afflicted with at the moment the spell is cast.

« 1 Wound: 6

+ 2 Wounds: 8

+ 3 Wounds: 10

« And so on, while increasing the difficulty
by 2 points for every additional Wound.

After having been successfully cast, this spell
heals the target's Wounds by one degree.

Primordial Humus can be cast several times
per round on the same fighter, but it cannot be
used on Constructs and elemental beings.




Provocation (Spellbook of Shamanism):
Provocation can only be‘tast during the move-
ment phase, right after a Unit of the magician’s
camp has carried out its Order. If the incanta-

tion is successful, the magician selects anenemy |
Unit. He must have aline of sight on the target- |
ed Unit. It must then immediately carry out an |

Order without being able to refuse in any way.

Symbiotic Attack (Sasia Samaris): The
targeted fighter is completely covered by the
monster, He must immediately make a De-
fence test with a difficalty equal to the one
chosen for this spell.

If he fails this test, the targeted fighter suf-
fers.a Wound withia STR equal to the number
of gems invested in the Symbiotic Attack. If

the result'on the die'is E on the Damage Roll, |

then the victimis removed as a Loss, no matter
the number of Wounds he .can endure.
This spell’s range can never be increased.

Selective’ Compiession -{ﬂ.mrmmpricsl on
razorback): This spell can only target Inde-
pendents carrying steam equipment. The far-
geted fighter can only use one piece of his steam
equipment, but must make as many Pressure
Rolls as he carries pieces of such equipment:
For example, if he carries two, he can only use

die still means an incident has happened.

Spirit of the Buffalo (Térk the Animal): In
Rag'Narok the Spirit of the Buffalo can affect
only Characters.
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The Sad Gaze (Bard of Alahan 1): This spell
is to be cast at the beginning of a round. Only
wounded Characters can benefit from its ef-
fects. The targeted Character is considered to
have the “Possessed” ability. In:return he must
make use of his capacity to gaiii an additional
combat die.

Transfer of Agony (Spellbook of Nec-
romancy): Transfer of Agony progressively
transfers the magician’s Wounds to an allied
target. Every transferred Wound allows the
magician to heal his Wounds by one depree.
If a transferred Wound kills the target, then
Transfer of Agony immediately ends. The
transfer is made within one round, no matter
how many Wounds are transferred. Transfer
of Agony cannot target the Living-dead, Con-

i structs and elemental:beings.

Tenebrous Eye (Spellbook of Technoman-
¢y): Once this spell has been successfully cast,
the magician gets the “Consciousness” ability.
In return, when the result of a Damage Roll
made against him'is equal to i}, the magician
is removed from the game as a Loss, no matter
how many Wounds he can endure.

Magicians with the “Immunity/Head” ability

" cannot open the Tenebrous Eye.
one of them but rolls two dice and adds togeth-
er the results. Yet a result ofm on a Pressure |

Voluptuous Seduction (The Babayagob): In

[ Rag'Narok only Characters can be affected by

Voluptuous Seduction.




Temporal Grasp (Litany of Light): This
10-3.2.4 Miracles :
of the Doll (Neran the
Scary): The targeted fighter must make a Dis-
cipline test whose difficulty depends on the
partof the body aimed at by the miracle:

+ Legs: 10
« Arm: 8

« Torso: 6
«Head: 4

miracle does not allow the effects of commun-
Enchantment ions to be dissipated.

Uren’s Protection (Provost of Uren): In
Rag’Narok this miracle only works if ‘all the
fighters concerned by the Pressure Roll benefit
from Uren's Protection. :

&
g Bt '
® DPLEASENOTE,
These cards can only™
be |$1'.1}'L’d if both
plavers agree on

10-3.2.5 Experience cards

their being used.

If this test is failed, the target suffers a Dam- |
age Roll whose Strength varies according to |

the body part affected by.the miracle:
« Legs: 0
« Armr 4
+ Torso: 6
+ Head: 8

Eviction of the lmpostofs {Universal Lita-
ny): When called during the movement phase,
Eviction of the Inipostors fordes the opponent
to reconsider his strategy. This miracle’s call
must be made at the moment that the oppo-
nent selects one of:his Units to carry out its
Order. If the call is heard, then the opponent

must select a different Unit and have it carry '

outits Order. He cannot use his right to'refuse
in any way.: ‘ :

The Art of War (Tra‘ycf Journal 1): The
player can refuse to carry out an’ Order one
additional time as long as the hero with this
experience card is present on the battlefield.

{ This right to refuse applies even if the player

has more Units than his opponent.

Carnassial Weapon (Salias Yesod, First In-
carnation): In Rag'Narok a carnassial weapon
has the same effécts as a sword-axe and gives
its bearer the “Toxic/0" ability.

26 Unusable cards in Rag Narok
1(1-3261 Spelis

Angel of Fire {Melkion the Flaming)
Blazing Rage (Cairn the Apostle)




Chthonian Wave (Chthonian Spellbook)
Cunning of the Jackal, The (Tork the Animal)
For the Glory of the Bald (Bard of Alahan)
Hands of Oxyde, The (The Babayagob)
Hateful Rambling (Spellbook of Sorcery)
Ilusion of the God Rat (The Babayagob)
Immobilization (Kyran the Hunter)

Lunar Gift, The (Migail the Selenite)
Martyr of Yllia (Wolfen Lonewolf)

Mask of the Condemned (Sophet Drahas)
Merin’s Justice (Griffin Inquisitor)
Murmur of Pain (Irix the Sibyl)
Premonitory Vision (Familiar of Light)

- Psalm of the Doleful {(Spellbook of Sorcery)
Psalms of Insanity (Quaestor of Acheron)
Rift (Kyran the Hunter)

Spark of Life (Spellbook of Theurgy)
Strident Wrhistle (Familiar of Air)
Tenebrous Swelling

{Spellbook of Technomancy)

“ Virtue of Sacrifice (Spellbook of Theurgy)
Wave of Fervour (Griffin Inquisitor)

Word of Pain (Sasia Samaris)

|
|
|
|

10-3.2.6.2 Miracles

Army of Destiny (Litany of Destiny)
Claws of Arh-Tolth (Sykho Volesterus)
Convocation (Universal Litany)

Demon's Sympathy, The (Universal Litany)
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Divine Clemency (Universal Litany)

Divine Engagement {Litany of Darkness)

Extenuating Touch (Litany of Darkness)

Incarnation of Justice (The Priestess of Steel)

Justice of Balance (Litany of Destiny)

Sacred Design (Universal Litany)

10-3.2.6.3 Objects
Banner of the Pacifier, The .
(Aegher the Brief) :
Excoriator, The (Bhor-Hok the Leader)
Obsidian Skull, The (The Queen of Ashes)
Staff of the Puppeteer (Akkadhalet)

10-3.2.6.4 Experience cards
Alone Against All Others
(Bragh An Scathar)
Bad Omen (the Gorgon)
Blade of Pain (The Skimmers of the Ocean)
Dance of the Dervish (Full Moon)
Deafening Clamour (Zeiren)
(Great Strategist, A
(the Automaton Fortress)
Incarnation of Pain (Zeiren)
Mark of the Predator, The (Full Moon)
Merin’s Gaze (The Ardent Brotherhood)
Sailor’s Foot (The Skimmers of the Ocean)
Screams of Darkness, The (The Gorgon)
Unreal Presence (The Nemesis Project)




APPENDIX 4
CONSTRUCTS
AND THE LIVING-DEAD

ertain troops do not have Disci- :
pline (DIS *“-"): the Living-dead and |

Constructs, They have abilities that
ddentify themas being such.

The “Leadership/X” ability of Construct and
Livihg-dead commanders has no influence on
the “living” and vice versa {no basic Orders; no
transmission of the commander’s COU/FEAR
and DIS, ete.).

However, an army's Commander-in-Chief’ |

can still transmit the additional Orders ac-
quired when making the Tactical Roll to his
~Units.

10-4..1 STRANGLEHOLDS

Seeing that Constructs and the Living-dead :

do not have a reference DIS; the performing of
manoeuvres and movements that require a DIS
Roll becomes risky. This disadvantage is com-
pensated by the Stranglehold rules: by spend-
ing mana gems, certain commanders of their
army are able to give them temporary DIS;

A Construct or a Living-dead benefits from

the Stranglehold that he generates.

In the following " rules, the Constructs
and Living-dead are designated by the term
“Receptacles.”

10-4.1.1 Luminous Stranglehoid
{Constructs)
The following Cynwill elves can generate
Luminous Strangleholds by spending gems of
Light:

+ Cynwill magicians / Warrior-mages who
master the path of solaris;

« Cynwill magicians / Warrior-mages who
master the path of chronomancy;

+ Cynwill fighters equipped with an Orb of
Clarity (see next page).
Luminous Stranglehold isa Discipline sub-

~stitute for Constructs,

10-4..1.2 Dark Stranglehold
~{Living-dead)
The following magicians of Acheron can gen-
erate Dark Strangleholds by spending gems of
Darkness:

« Magicians/ Warrior-mages of Acheron who
master the path of necromancy;

» Magicians / Warrior-mages of Acheron who
master the path of circaeus;

« Fighters of Acheron equipped with an Orb of
Obscurity (see next page}.

Dark Stranglehold is a Discipline substitute
for the Living-dead.

10-4.2 ADDITIONAL ORDERS

A Stranglehold allows Orders:to be given to

| Units of Reéceptacles.
. After the Tactical Roll and before the attri-

bution of Orders, the army’s Commander-in-
Chief-can, if he is able to generate Strangle-
holds, spend gems (Light/Darkness). These

- gems can come from his reserve if he is.a:ma-

gician or Warrior-mage, or from an artefact
that allows him to génerate Strangleholds (for
example: Orb of Clarity or Orb of Obscurity).

The army’s Commander-in-Chief acquires
one additional Order for: every two gems
spent. These additional Orders can only be
given to friendly Units of Constructs (Light)
or of Living-dead (Darkness).

Unused Orders are Jost.




* EXAMPLE

An Adept necromancer

of eron has the
“Leadership/10™ ability
(FEAR 8, DIS 4), but not
the “Living-dead” ability.
He is deployed in a Unit

of zombie warriors and
with a Unit of ghouls

of Acheron within his
range of leadership.

At the beginning of the
movement phase the
necromancer spends

3 gems of Darkness to
generate as many points
of Dark Stranglehold.

‘The zombie warriors are
Living-dead. They do not
benefit from the FEAR and
DIS transmitted by the
necromancer’s leadership
(he is “alive”), but they
acquire a DIS of 3 until the
end of the round thanks

to the Darlk Stranglehold.

. 'The ghouls are alive. They
benefit from the FEAR and
DIS transmitted by the
necromancer’s leadership,
but not from the Dark
Stranglehold (which only
works for the Living-dead).

10-4..3 INCREASING
DISCIPLINE

A Stranglehold allows compensation for the |

Receptacles” absence of Disciplihe by giving
them a temporary rate in this characteristic.
At the beginning of the movement phase,
a fighter able to generate Strangleholds can
transform one or several of his gems (Light/

lent Stranglehold (Luminous/Dark).
This amount is equal to the temporary DIS
af the friendly Receptacles in the same Unit

‘45 the fighter generating the Stranglehold. If |

the: generating, fighter has Leadership, then
the Stranglehold he produces is transmitted
to the Living-dead fighters in Units within this
ability’s range. The rules on the “Leadership/
X" ability apply as usual. -

Any penalties due to difference in rank be-

:tween the fighter generating the Stranglehold

and the Receptacles do not apply.
The points in DIS gained thanks to the Stran-
glehold disappear at the end of the round.

10-4eA

- ORB OF CLARITY
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10-4..3.1 Crane 'warriurs‘

Créne warriors of Acheton ‘can generate
Dark Strangleholds if they are equipped with
the “Horns of Damnation” artefact (17 A.P.).

This artefact can be given to any Crane war-

| rior of Acheron. It increases his leadership
| range by 10 ¢m and can hold a number of gems
Darkness) into as many points of the equiva- |

of Darkness equal to the FEAR printed on its

| bearer’s reference card.

During the first firing and incantation phase,
any magician of Acheron located within 10
cm or less of a friendly bearer can spend gems
of Darkness and place them into this bearer’s
Horns of Damnation.

Then the Crane warrior can transform all or
some of the stocked gems into an equal num-

| ber of points of Dark Stranglehold so as to in-

crease his DIS or acquire additional Orders.

If a horde of Acheron's Commander-in-Chief
is equipped with Horns of Damnation, then he
begins the game with 1d6 gems of Darkness in
his horns’ reserve.

ORB OF OBSCURITY

This artefact can onlybe used in Rag'Narok. 5

An army can have several of them in its
ranks.

An Orb of Clarity¢an bé given to any Cyn-
will. Character, 'Warrior-mage Leader or
Woarrior-monk Leader.

nous Strangleholds. This artefact is consid-
ered to be an Initiate of Light (POW 3) for
the calculation of-the number of gems that
it holds at the beginning of the game, of its
gains during each mana recovery phase, and
of its maximum reserve of gems.

used to generate Luminous Strangleholds.

An Orb of Clarity cannot be the target of an
effect that affects magicians or a magician’s
mana reserve. -

10 A.P. |

_‘_,,

This artefact can only be used in Rag'Narok.
An army can have several of them in its
ranks.

An Orb of Obscurity can be given to any
Character, Warrior-mage Leader or Warrior-

monk Leader of Acheron.
The bearer becomes able to generate Lumi- |

The bearer becomes able to generate Dark
Strangleholds. This artefact is considered
to be an Initiate of Darkness (POW 3) for
the calculation of the number of gems that
it holds at the beginning of the game, of its
gains during each mana recovery phase, and

i I of its maximum reserve of gems.
AnOrbeofClarity’sgemsofLightcanonlybe |

AnOrb of Obscurity’s gems of Darkness can
only be used to generate Dark Strangleholds.

An Orb. of Obscurity cannot be the tar-
get of an effect that affects magicians or a
magiciar’s mana reserve.

* NOTE

These rules complete
and replace those
printed on the “Horns
of Damnation”
artefact card.




* REMINDER
For a same camp,
a combat can only
involve fighters of
the same type.

APPENDIX 5
ABILITIES

his section describes in detail the ef-
fects:of all the abilities mentioned on
the fighters' reference cards. Some
of these abilities have an automatic and per-
manent effect. The “Hard-boiled” ability, for
example, gives an exceptional resilience to the
one benefiting from it. Others are optional.
This is, for example, the case of “War fury,”

which improves a fighter’s offensive potential |
but reduces his capacity to defend: himself. |

Taking this risk is left up to the player.

Additional limb: This ability is optional,
The player can choose to use it before the

hand-to-hand combat phase. If he decides to
do so, all fighters in his camp involved in this

involved in the same fray as him. He must
nevertheless have enough space to come into
base-to-base contact with his victim. Therefore
a'miniature surrounded by members of its Unit
cannotbe engaged by an Assassin. He can also,
if the player wishes, trade places with a friendly
miniature that is already in base-to-base con-
tact with his target. The miniature the Assassin
replaces is moved into his place.

When' this game effect is used, an Assassin
is subject to the bonuses and penalties caused
by charging, when applicable. So if his enemy
has charged in the round being played, the As-

i sassin suffers the penalties as if he had been
Initiative test preceding a combat during the |

combat are subject to the effects of the “Ad- |

ditional limb” ability.
They then invert their ATT and DEFE. This ef-
fect lasts until the end of the round.

Alliance/X: A fighter with this ability can be
recruited by an army of X (see Alliances, p.32)

or be considered a member of the X people.

Whichever the case may be, he is counted as
an Ally when building an Army in which he is
present thanks to this ability.

Ambidextrous: Fighters who master this
ability can make counter-attacks without any
penalties. They gain one attack die for every
successful defence. Ambidextrous cannot be
combined with the “Counter-attack™ ability.

Assassin: An Assassin canjoin any Unit, even
of a rank category higher than his. At the be-

ginning of a hand-to-hand combat phase, it

be placed in contact with:any enemy miniature

heisn’t already in contact with an enemy, he can |

charged himself. Similarl his opponent has
been charged by the Assassin’s Unit, then it is
considered that the Assassin has charged his
opponent.

If Assassins of opposing camps are in the
same fray, it is the winnér of the Tactical Roll
who activates his first.

During the round in which he charged, the
Assassin rolls 2d6 instead of only one for the
first Damage Roll he causes, but only one is
chosen to determine the seriousness of the
damage inflicted. This advantage only applies
for damage inflicted on fighters the Assassin
has really chatged. It has no effect against an-
other Assassin,

Authority: When a fighter with Authority
is present in a fray, the player controlling him
decides how the fray’s combats are split and in
which order they are resolved. The player who
won the Tactical Roll at the beginning of the
round decides ifall the concerned fray’s combats
are resolved before or after the other frays.

If it should happen that several confronting
frays each have a fighter with this ability, then
the player who won the Tactical Roll chooses

| the order in which they are resolved. If a fray




inclides opposing fighters endowed with the
“Authority” ability; then it has no effect.

Bane/X: When a fighter withthis ability

wounds an enemy. whose Bane he'is, the victim |
sees the Damage Roll’s result read one line lower |

in the Wound Table. When a fighter inflicts a
Damage Roll on an opponent whose Bane he is
and this opponent has the “Hard-boiled” ability,
then these two abilities cancel each other out.

- Blood brother/X: When a Character has this
ability, he can call upon his blood brother for a
battle of great importance. Each of their costs
in AP, as printed on their reference cards is
reduced by 25 %. This also applies to all magic
objects, spells and: miracles held by the blood
brothers, :

Should one of the two happen to die, then his
blood brother subtracts one point from all his
rolls of the dice until the end of the game. This
penalty does notapply to Damage Rolls,

Born killer: For such fighters a result of [*] |

on a Courage Rollis not an automatic failure,

Furthermore,-on' all of their Attack and De-
fenice Ralls (even when attempting a counter-
attack), every die whose result is a failure can
be re-rolled once. Whatever the new result
may be, it must be used for this test,

This ability has no effect when the fighter
makes a devastating attack. :

When a fighter with the “Born killer” abil-

ity also uses War fury, this'does not allow him

to re-roll-his failed: Attack Rolls twice. Yet his
Damiage Rolls that do not inflict a Wound can
be re-rolled once. This effect does not apply to
devastating attacks.

Bravery: Fighters endowed with Bravery do
not consider a result of [ *  on a Courage Roll
to be a failure. To them, a result of [ = |on such
a roll is added to their COU, even after having
re-rolled a E Furthermore, a result of {i%] on
a Courage Roll is considered equal to ($3] and
can therefore be rolled again.

If an Independent with Bravery but with-
out Leadership/X accompanies a Unit whose
troops do not have Bravery, then this ability
has no effect.

If a commander with the “Bravery” abil-

ity makes a Courage test for a Unit while its |
troops don't have it, then he must first make |

a Discipline test with a difficulty of 8 before
each Courage test. If this test is passed, then
the “Bravery” ability’s effects apply in the usual
way. If it is failed, then Bravery has no effect.

Ifa Unit whose troops have the “Bravery™ abil-
ity uses the COU of a commander who does not
have it, then this ability applies anyhow.

Brutal: When making Attack Rolls for fight-
ers endowed with Brutal, a result: of I—S; is
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considered equal to [:[ and can therefore be
rolled again. Thanks to this ability a result of
[+ gotten after having re-rolled a[i#] on an At-
tack or Damage Roll is added to the preceding
result.

Brutish charge: A warrior making a brutish
charge benefits from a +1 on the result of the
die of his Attack and Damage Rolls, but only
those made against the opponent or oppo-
nents he has just charged. A result of[ * Jon an
Attack Roll is still an automatic failure. Also,
on Damage Rolls a result of [* | is always read
on line 1 of the table, even if it is gotten af-
ter re-rolling a |§ 3|. Be it an Attack or Damage
Roll, only a |# {| gotten before adding the bonus
can be rolled again.

This ability has no effect during an engage-
ment. If, after fray splitting, the fighter with
this ability is no longer in contact with the
charged opponent or opponents, then he loses
this bonus.

A fighter who is placed in contact with an
opponent after a “Charge reception” Order
was carried out is considered to have been
charged. The brutish charge’s effects therefore
apply against him.

Colossal: A fighter with the “Colossal” abil-
ity is considered to be of Very Large Size and
can: suffer one additional Wound before being
killed.

Concentration/X: Some of the characteristics
of fighters gifted with this ability are represented
in bold type on their reference card. X indicates
the total number of points that the player can
distribute among these characteristics in bold
type in every round. These points can be attrib-
uted at any time and not necessarily all at once.
Yetitis impossible to use these points to modify
a roll that has already been made.

Leadership does not transmit the bonuses
gained using Concentration. They are acquired
until the end of the round. The reserve X is
available to the fighter at the beginning of each
round.

The Concentration paints of the troops in a
same Unit must be assigned to the same char-
acteristics. Independents are not subject to

this restriction.,

Consciousness: In all their actions they can

| target a miniature or Unit even if they do not

have a line of sight onto it. They can therefore
charge an opponent who they do not see at the
beginning of their movement. However, when
firing, an obstacle blocking a line of sight re-
mains an obstacle in the projectile’s trajectory,
even if the target has been spotted.

Fighters with Consciousness also sense the
presence of Scouts as if the latter didn't have
this ability:
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Construct: Fighters with this ability are im-
mune to the effects of Fear and of the state of

"Rout” (see States). Furthermore, they are nof
subject to the rules that apply to Discipline:
when they must make a Discipline Roll, their
DIS is always considered to be equal to 0. A
commander cannot have a Construct benefit
from his FEAR or his DIS. Yet he can have him
benefit from an Order in'the usual way.

Counter-attack: When facing an oppo-

nent :ahle to: return ‘every blow; even: the
‘most skilled swordsmen are compelled to

" fear dying.:A non-Character fighter with

 this ability can malke counter-attacks as if he
were a Character. When a_Charactér, a War-
rior-mage or a Warrior-monlk has this abil-
ity specified on his reference card, then the
difficulty of his Defence Rolls when making
a counter-attack is increased by only I point
{instead of 2}.

Cursed by the Gads: A Character who is |

Cursed by the Gods never re-rolls a [ ] . onany
of his rolls of the dice,

Desperate: Such a fighter never suffers the
effects of Rout or of Disorganisation: He can
never flee for any reason whatsaever. If ‘his
Unit flees, Lhen the ‘Desperate fighter autornat-
ically becomes a new Unit. :

In 1o way can a Desperate fighter acquire:the
“Leadership/X ability, neither by becoming a
Leader, nor through the effect of a spell, mira-
cle, magic'obiect of éxﬁériénce card.

willing to give their blood and their life for the
glory of those they serve.

When @ magician needs mana gems; he can
sacrifice a'warrior in his camp who has- this
ability at any time in a round. The sacrificed
fighter’s miniature must be in base-to-base
contact with the magician’s, By doing so, the

magician recovers X gems:of one (and only |

one} Element that he masters.

The sacrificed fighter is considered a Loss,
but heis not counted in the number of Wounds
at the combats’ outcome.

Dreadful: A Dreadful fighter causes fear
even among other fear-inducing creatures,
He is immune to fear, even the one caused
by the Living-dead and other Dreadful crea-
tures. He can, however, be affected by fear
caused by an Incantation or Divination ef-
fect. If a Unit has the disadvantage at the
end of a fray in which a Dreadful opponent
is involved, then the Courage test's difficulty
increases by one point. This penalty is not
cumulative if several Dreadful fighters are
involved in the fray.

i even after rolling a [E

This ability cannot be transmitted by lead-

ership. A Dreadful commander transmits his
FEAR but not thic ahility.

Enormous: An Enormous fighter is consid-
ered to be of Very Large Size.

~ Ephemeral/X: At the end of each round the

. player must roll 1d6 for every fighter endowed

with this ability that he controls, Ona tesult of

X or higher, this warrior suffers a Damage Roll

read in the “-3/-2" column. The player control-

. ling him then rolls the die again. He continues

doing so until the fighter is killed or the die
indicates a result lower than X.

A game element with Structure Points can
also be given this ability, a symbol of its fragil-

ity In this case it loses 1 5.P. every time the

Ephemeral Roll is successful. A miniature af-
flicted by this ability cannot benefit from a Re-
generation Rollin any way.

Exalted: A [—3 gotten on a Divination Roll,
_ again; is not an atto-
matic failtre for the Exalted faithful.

Fanaticism: For a Fanatic a result of

his Discipline tests is considered equal'to !

and can thus be rolled again. If a Fanatic fa:]s
his: Courage test when facing ‘a fear-inducing
opponent, a Discipline Roll may be attempted
with the same difficulty, If this new test is
passed successfully, then the Unit’s reaction is
determined in the usual way; but the state of
“Rout”is replaced by Control, and the latter is

{ ‘replaced by Valour.
Dwotmnfx Therc are fighters whose de-
votion to their masters is-such that thcy are

‘The Fanatic’s Courage must be tested again
during the following round if he is stillin con-
tact with the same fear-inducing fighter or a

‘different one whose FEAR is equal to or great-

er thar that of the preceding one.

If a Unit whose members: have the “Fa-
naticism” ability fails its Courage test at the
combats” outcome, a Discipline Roll with the
same difficulty can be attempted again. If this
new test is passed successfully, thern the Unit

* is not in Rout and remains in the state it was
- in'when making the test, but'it cannot make a

thrust movement in this round.

If -an Independent with " the “Fanaticism’
ability but without Leadership/X accompanies
a Unit whose troops do not have this ability,
then it does not have any effects.

If a commander with' Fanaticism fails a
Courage test for a Unit while its troops do not
have it, then a Discipline test with a difficulty

| of 8 must be made. If the test is passed suc-
| cessfully, then Fanaticism applies in the usual

way. If the test is failed, then this ability has
no effect.

If a Unit whose traops have Fanaticism uses
the leadership of a'commander who does not
have it, then this ability still applies.




Feint: When a fighter with this ability suc-
ceeds an Attack Roll, the: player:controlling

him may choose to make a feint instead of a |
normal attack. Before his opponent rolls his

defence dice, he may cancel one adverse attack
or defence die instead of making a normal at-
tack. He may choose to do so for every success-
ful Attack Roll that he makes. If he chooses to
attack in the normal way, then his opponent
can still defend himself if he has one or several
defence dice left.

Fencer: When a Fencer succeeds an attack,
his opponent suffers a -1 on the result of the
die of his Defence Roll, Thus a result of [, be-
comes [+ ] and is therefore an automatic fail-
ure. Furthermore, it is impossible to counter-
attack a fighter who has the “Fencer” ability,
not even thanks to Ambidextrous.

Fierce: Whatever the number of Losses they
are inflicted with; Fierce fighters do not lose
attack dice in hand-to-hand combat if they are
killed before havfng been able to attack.

Flight: See pp. 11, 61 and 83.

Gigantic: A Gigantic fighter is considered to

be of Very Large Size and can suffer two ad- |

ditional Wounds before being killed.

Harassment: A fighter with this ability can
carry out a "Move and fire” Order during the
first firing and incantation phase. He can first
fire and theh move and vice versa. He can also
make a part of his movement; fire, and then

finish his movement. However, this movement |
cannot let him engage an opponent, Further- |

more, he does not suffer a'penalty on his firing
difficulty when firing while moving,

Hard-boiled: Whena player makesa Damage
Roll against a fighter with the “Hard-boiled”
ability, the effects are read one line further up.

It isimpossible to go further than the highest
line in the table in this way.

Hardened: Onallhisdie rolls, except Damage
Rolls, a result oﬁ_?_‘ﬂ is consideted to be equal to
[£#and can therefore be rolled again. Thanks to
this ability, a result of| » | gotten after re-rolling
a{E]is added to the preceding result.

Hyperian: Hyperiansareimmune toallforms |
of Pear. They naturally repel creatures with a |

FEAR on their reference card: these treat the
Hyperians” COU as if it were FEAR and their
own FEAR as Courage. This rule also applies to
the Living-dead, but not to Constructs. Lead-
ership cannot transmit this unique power.
Cynwill elves are instinctively friendly with

Hyperians as if their destinies were linked. |

They canally on any battlefield.
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Iconoclast: Iconoclastic faithful see their
Temporary Faith depend on their enemies and
not on their allies. To calculate their amount
of Temporary Faith points, count the number
of enemy miniatures, no matter their people,
that are within their aura of faith. The faithful
himselfis included in this total amount.

Immortal: Marny warriors believe that the
faithful are just manipulators who wse ancient

| beliefs and their people’s ancestral fears as a
| ‘means to their ends. This ts absolutely not true.

The gods themselves cannot manifest them-

- selves on Aarklash, but the celestial and abyss-

al legions are here to prove that the legends are
true... These divine beings with sometintes ter-
rifying powers are the immortals.

There are three Circles of Immortals that
symbolise their power and their position in the

| divine hierarchy. The closer an‘Imntortal’s Cir-

cle is to the Heart of Creation, the harder and
the more dangerous his summoning will be.

The Third Circle includes minor beings, serv-
ants of the celestial or demaonic powers.

The Second Circle is made up of the fighters
of the occult armies, the legions that would
march upon Aarklash if the gods were to return
to walk among men.

And the First Circle is composed of the maost

| powerful and respected beings of the Prohibited

Spheres. Their powers defy imagination...

The Immortals are grouped together in
the same way as the Alliances described on
page 32: the Ways of Light, the Paths of Des-
tiny, and the Meanders of Darkness.

A given army can only include Immortals
coming from its Alliance within its ranks. An
Immortal can join an army in two ways:

+ Summoned before the battle. The A.P. in-
dicated on his reference card are counted in
the army’s total value when it is built.

« Summoned using an appropriate miracle.
The rules on summoning apply.

Every Immortal has one of the abilities listed
below. For each one of them the X corresponds
to the fighter’s Circle.

'....A_._._LL.J—._

+ Being of Light/X: Beings of Light serve the
cause of justice in all its forms, be it intran-
sigent or merciful. They are affiliated to the
Ways of Light. A Being of Light is immune
to all forms of fear, even of divine or magic
origin, and cannot' come under an enemy's
control. They are considered to have the
“Righteous” ability.

Being of Destiny/X: The concepts of Good
and Evil are practically unknown to Beings of
Destiny. They act according to their desires
and their surroundings: They are affiliated to
the Paths of Destiny; A Being of Destiny is

-

* EXAMPLE
Being of Light/2 is




# EXAMPLE

A brontops rider has
the “Implacable/2”
ability. He is in contact
with four spearmen

of Alahan. During a
hand-to-hand combat

-~ phase he makes a_
successful attack

and kills one of the
spearmen by inflicting
him with one single
Wound. Thanks to the
“Implacable/X" ability a

first devastating attack
can be made. This new
attack kills another

spearman, again with
only one single Wound.
The brontops rider’s
Implacable value

being 2, this ability can
be used again to make
a second devastating
attack. From then

on the normal rules
concerning devastating
attacks apply again,
meaning that the
brontops rider must
inflict a spearman

with at least two
Wounds to get a third
devastating attack.

# EXAMPLE

A giant barbarian
(Implacable/1) inflicts
three Wounds on a
goblin marauder. This
is normally enough

to give him one
devastating attack
even without using his
“Implacable/X" ability.
Yet he is nevertheless
considered to have used
this ability to make his
first devastating attack.
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immune to the “Assassin” ability and i$ con-
sidered to have the “Consciousness” ability.
Being of Darkness/X: Corruption, desola-

tion and destruction are the main reasons for!

existence of these dreadful creatures. They
are bound to the Meanders of Darkness.
Fear-inducing fighters, except the Living-
dead and Constructs, are:no longer immune
to Fear when faced with 4 'Being of Darkness,
and their Fear is turned into Courage. A Be-
ing of Darkness is immune to all forms of
fear, even:of magic or miraculous origin. It
cannot come under an enemy’s control.

Immunity/X: This ability’s effects vary ac-

cording to the nature of the Immunity speci- |

fied by X (Immunity/Pear, Immunity/Fire...).

« Immunity/Exceptional Wounds: When
a fighter who is immune to Exceptional
Wounds must suffer a Damage Roll, the play-
er rolls 1d6. On a result of [t or [ 1] the Dam-
age Rollis cancelled:

« Immunity/Head: All Damage Rolls made

-against such a fighter automatically fail on a
resalt of [+ ][ or [T

+ Immunity/Torso: All Damage: Rolls' made

against such a fighter automatically fail on a i

result of [« Jorl. ")

+ Immunity/Arms and. Legs: All' Damage |

Rolls made against such a fighter automati-
cally fail on a result of [ .

« Immunity/Element: A fighter who is im-
mune to a type of Element, Fire for example,
never suffers the harmtul effects bound to a
spell made up even partially of the concerned
Element. Thisabilityalso protects against El-
emental Projections of Elementals of the Ele-
ment to which he is immune.

Implacable/X: An Implaéab]e fighter can |

make a devastating attack as soon as he has
killed one of his opponents. To do so he does
not have toinflict more Wounds than needed
to kill'him. ;

X defines how often the “Implacable/X" abil-
ity can be applied for a given Attack.

&

When a fighter has the “Implacable/X” abil-
ity, then his first devastating attacks are always

made due to this ability, no matter how many. |
Wounds he inflicts. It is therefore impossible |

to hold this ability “in reserve.”

-

Incarnation: A fighter who gets this abil-
ity doubles his value in: A.P. He then gets the
status of a Character with all the advantages
bound to it. Any non-Character fighter can
be given this ability. But only an experienced
fighter can join an army while claiming to be a
Character. A fighter who becomes a Character

thanks to the “Incarnation” ability cannot join |

an army unless he has defeated at least one
Shadow in Incarnation mode.

Instinctive firing: When  they carry out a
“Move and fire” Order, fighters trained at this
kind of firing can move a maximum: distance
equal to twice their Movement rate: Then they
can fire onlyatatargetlocated within shortrange
with a difficulty increased by three points.

When firing into a fray, fighters with this
ability do not consider themselves to be at a
further range. Furthermore, they never risk
hitting fighters of their camp, even if the Aim
test’s result is [ = |

Leap: When they move, fighters endowed

| with Leap can make up to two jumps, each of

a maximum length equal to half the distance
they move in the round. When making a Leap,
a fighter ignores all obstacles, even otheér mini-
atures, of a height no greater than half of his
Movement rate {in cm). The “Leap™ ability can
only be used by Units in scattered formation
and by Detachments:

-

Leadership/X: X is a distance in centime-
tres. This ability has no effect for musicians
and standard-bearers unless they form a war-
staff with-a’‘commander! These effects are de-
scribed in the first chapters of rules.

Living-dead: Fighters with this ability are

Jimmune to the effects of Fear and of the state

of “Rout” (see States), They never make Cout-
age tests, even if they have the disadvantage at
combat outcome. Their Discipline rate does
not exist (“-"), so-when they have to make a
Discipline Roll, their DIS is considered to be
equalto 0. i
The Living-dead. are so-terrifying that they
can frighten opponents who have FEAR. Un-
less noted “otherwise, fighters with FEAR
are no longer immune to fear when facing
a Living-dead fighter. Their Fear rate is then
considered to be a Courage rate. ‘
The. Living-dead are subject to particular
rules concerning Leadership (see Leadership)
and combat outcome (see Thrust movement).

Loved by the Gods: For each one of his rolls,
except Damage Rolls, a fighter who is Laved by
the Gods considers a result of [3 3] or [ to be
equal to [Tf and can be rolled again. Thanks

to this ability, a result of [+ ] gotten after re-

rolling a (8 i) is added to the preceding result.

Loyal/X: Loyal fighters are not counted in
the number of fighters within a faithful’s aura
of faith: a Loyal fighter directly gives him X
Temporary Faith points, This ability does not
give any points:to Iconoclasts, who consider a
Loyal enemy to be a.normal fighter.

* EXAMPLE

A prowler of the Abyss
(MOV 15) runs, so the
maximum distance he

can move is 30 ecm. The
player decides to have
him move 28 ¢m. He then
has several options.

« Male two leaps of
14 ecm eac

+ Move 10 ¢em in the normal

way, leap 14 ¢m and then
move another 4 cm.

+ Move 5 em, leap 10 em
(less than 14 cm since he
plans to move 28 cm), -
move 5 cm, leap again,
but this time by 5 em
(still less than 14 ¢cm)
and move the last 3 cm
in the normal way.

+ And so on, with all
different kinds of
combinations possible...




Martyr/X: When' a faithful needs Tempo-
rary Faith, he can sacrifice a wartior of his

« Mutagenic/0: 1 M.P. affects up to 5 fighters.

camp who has this ability at any time duringa |
round. The sacrificed fighter must be in base- |
to-base contact with the faithful. By doing so !

the latter gets X additional Temporary Faith
points: The sacrificed fightet is removed as a
Loss, but he is not counted in the number of
Wounds at combat outcome.

» Mutagenic/1: 1 M.P. affects 3 fighters.
« Mutagenic/2: 1 M.P. affects 1 fighter.
« Mutagenic/3: 2 M.P. affect 1 fighter.
» Mutagenic/4: 3 M.P. affect 1 fighter.

| + And so on. For every additional point in the

Master archer/crossbowman: Fighters en- |

dowed with either of these abilities know to

can fire one additional time per round.

each of his attacks if he has several combat dice
available. In this case he suffers an additional
penalty of -1 in his AT T, A fighter whose Attack
is 0 or less cannot make a master strike.

If his attack is not parried and the final resultis
greaterthan the announced difficulty by 5 points
or more, then this difficulty is added to the at-
tacker’s STR for the following Damage Roll, An
attack's minimum level of difficulty is 0:

Fighters, be they Characters or not, with the
“Master strike/X” ability add X to the STR of
their attack when they successfully make a
master strike.

Master swordsman: When a Master swords-
man succeeds an attack, his opponent suffers

a -1 on the result of his Defence Roll. Thus a |

result of . *| becomes a [+ |and is consequently
an automatic failure. Moreover, it is impos-

sible to malke a counter-attack against fight-

ers with the "Master swordsman” ability, not
even thanks to' Ambidextrous. And finally, on
Attack Rolls a result of [ is considered to be
a {#}and thus can be rolled again. Thanks to
this ability a result of [+ ] obtained after hav-
“ing re-rolled a (3] on an Attack Roll is not an
automatic failure.

Mercenary: A Mercenary can fight alongside |

any army. If he fights in an army that is not of
his people, then he is considered an Ally.

Mutagenic/X: In every round, before the
Tactical Roll, for every 300 A.P. of fighters

ity must be added to this total.

fighter's “Mutagenic/X" ability one more
M.P. is needed to affect him.

L

The distribution of M.P. is done right before

| the Tactical Roll. For every Mutagenic value
get the most from their bow or crossbow. They |

present in a Unit, the player can roll 1d6 at any

| time during a round. The result, plus or minus

{
|
|
{
{
{
|
{
|
|

| the Mutagenic value, is the number of points
Master strike/X: A non-Character fighter |
with this ability can attempt a master strike for |

he can distribute among the characteristics
of the Unit’s members. The player does not
have to distribute these points immediately,
but Mutagenic cannot modify a roll that has
already been made.

Also, during a combat, a miniature’s Defence
cannot be increased after the opponent has
made his Attack Rolls. The Mutagenic Points

i generated by a roll of the dice must be used to
modify the same characteristics among all the
with the “Mutagenic/X" ability still present in |
the same army, the player gets one Mutagenic |
Point (M.P.). All magic objects, spells, miracles |
and experience cards of fighters with this abil- |

From 1 to 300-A.P. the player gets 1 M.P,, from |

301 to 600 AP, he gets2, and so on. These points
must then be distributed among the fighters
depending on their Mutagenic value (X):

+ Mutagenic/-2: 1 M,P. affects up to 15 fighters.
+ Mutagenic/-1: 1 M.P. affects up to 10 fighters.

|

fighters using these points.
Mutagenic cannot modify Power or aspects.

1M

L B

A fighter with the "Leadership/X” ability
only transmits his unmodified Courdge/Fear
and Discipline rates. A Unit can benefit from
only one Mutagenic Roll per round, unless un-
der the effect of a spell, miracle or magic ob-
ject. All of a fiphter’s Mutagenic dice are rolled
at the same tiine: The stimulants’ effects cease
at the end of the round.

# ATTENTION!

If an Independent
accompanies a Unit
whose Mutagenic/X
value is different from
his, then the M.P. must
be attributed separately

* EXAMPLE

A Unit is made up of
20 Dirz halberdiers
(Mutagenic/-1), a Dirz
musician (Mutagenic/0
a Scorpion oriflamme
(Mutagenic/0) and
Vargas Metatron
(Mutagenic/1).

This Unit includes thre
different Mutagenic

_ values (-1, 0 and 1). The

player can decide to
attribute M.P. to one or|
several of these types o
miniatures, If he selects
one of them, then he

‘must make surc that

all fighters who are of
this type are affected.

s example the
M.P. can be distributed
in the following way:

.+« 2 M.D. to affect lhrt.‘

20 Dirz halberdiers.
to affect the
musician
and the oriflamme.
+ 1 M.P. to affect
Vargas Metatron.
The Dirz player can
choose not to affect ong

ot several of these threg

Mutagenic varieties. If
he decides to give M.P.
to the halberdiers of

* EXAMPLE

A Unit of Dirz
halberdiers has three
points to distribute.
The player decides to
increase their Attack
rate by 2 points and
their Strength by 1. In
this case all the Dirz
halberdiers benefit fron|

the same bonus. It is

impossible to increase
the Attack rate and
Strength of some and
the Defence rate and
Resilience of others
using the same points.



* EXAMPLE 1

Seven dwarves of
Mid-Nor are in contact
with four spearmen

of Alahan. The latter
win the Initiative, The
dwarves of Mid-Nor
nevertheless place their
7d6 in attack. Their
enemies kill five of these
dwarves. Because there
are only two dwarves
of Mid-Nor left, they
should normally lose
five of the seven attack
dice they had. Thanks
to the “Possessed”
ability they only lose
half of them (rounded
down to the nearest
integer), meaning

two. The dwarves of
Mid-Nor therefore still

have five attack dice. ~

* EXAMPLE 2

A dwarfl of Mid-Nor

is in contact with

four spearmen of
Alahan. The latter win
the [nitiative. Their

an automatic failure, even if this result was
gotten after applying a modifier.

Mutagenic’s effects last until the end of the
round. .

Pariah: Pariahs cannot:benefit from-another
miniatiire’s leadership unless it is also a Pa-
riah. If they have the “Leadership/X” ability,

then it'only affects fighters who also have the |

“Pariah” ability;

Personal enemy: 1f a.Character manages to |
kill his Personal enemy, then all his Wounds |
are immediately healed and he gets one of his |
victim's abilities. The player controlling the |

victorious fighter chooses this ability. The
following abilities cannot be acquired in this
way: Abominable, Additional limb, Colossal,
Construct, Enormous, Elight, Gigantic, Hype-
rian, Immortal/X, Immunity/X, Living-dead,
Selenite and War-horse. 3

Possessed: Possessed fighters are subject

to two rules: Ultimate Attack and Demonic

Rage: :
« Ultimate Attack: Possessed: fighters enly
suffer half (rounded down to the lower inte-
ger) of the Attack penalties due to Losses.

opponent nevertheless

places his die in attack,
The spearmen of Alahan
kill him. Yet the number
of dice lost by this dwarf
is caleulated in the
following way: 1 divided
by 2 rounded down to
the nearest integer is

equal to 0, so the dwarf &

of Mid-Nor does not
lose his attack die.

# EXAMPLE 3

A cyclops of Mid-Nor
is in contact with four
spearmen of Alahan.
‘The latter win the
[nitiative. The creature
nevertheless places

its 2d6 in ¢ k. Its
enemies kill it. The
number of dice lost by
the cyclops of Mid-
Nor is calculated in
the following way: 2

divided by 2 equals 1. p

‘The creature can
therefore make an attack
before succumbing.

A result of [+ | or less on a Mutagenic Roll is |

However, if a Possessed fighter is targeted by
the additional attack that hisopponent gained
after a devastating attack (see p, 93), then he
cannot use his combat die or dice to defend
himself (yet he can attempt a counter-attack
if possible). In this case he cannot :placc hig
die in attack to attempt an Ultimate Attack.
+ Demonic Rage: If a Possessed figliter can en-
dure several Wounds, he becomes even more
dangerous when he is injured. So for every
Wound degree inflicted on him, such a fighter
benefits froma +1 on the result of all his Attack
Rolls. However, these bonuses do not apply
when the fighter makes an Ultimate Attack.

L 3

Remember that in order to roll a die again,
only the unmodified resuit is taken into ac-
count. If, for example, a Possessed fighter
benefits from a +1 and the player controlling

~him gets a [} on his Attack Roll, then the fi-
nal resultis very well (i i but this die cannot be

rolled again. Similarly, a result of [ ] on a roll

remains a failure, no matter the bonus.

Rallying cry: Once per game a warrior who

“can let outarallying cry inspires heroicacts by
“his ‘troops. All the Units in his camp located

within 30 cm or less of the fighter who let out
the rallying ¢ry‘are made immune tofear, even
if it is caused by the Living-dead or by Dread-

 ful beings, until the end of the round. Units
§: that were fleeing are automatically rallied.

Rapidity: Fighters endowed with Rapidity
can triple their Movement rate when charging

| ot running. When a fighter with the “Rapidity”

ability must flee, the player controlling him can
choose to do so over a distance of between two
or three times his Movement rate.

Regeneration/X: When fighters with the
“Regeneration/X" ability suffer Wounds in hand-
to-hand combat, they are not removed from the
frayimmediately, even if the number of Wounds
15 enough to kill them. Instead, they remain in
place with & number of counters equal to the
number: of Wounds they have: received. (This

“amount cannot be greater than the number of

Wounds needed to kill them.) If these fighters
have suffered enough Wounds to kill them, they
lose their Attack dice in the usual way.

Before determining the combat outcome, a
Regeneration Roll is made for every wounded

fighter. If the die indicates a result of X or

maore, then a counter is removed, If the same
fighter suffered several Wounds, then the die
is rolled again aslong as the roll is successful,

# and this until the roll fails or the fighter is no

longer wounded.

Fighters who have suffered enough Wounds
to be killed and who have not managed to re-
generate any are removed as Losses,

* EXAMPLE

Being a Character of Small
Size, Aragsalil must suffer
three Wounds to be killed.
Furthermore, he is endowed
with the “Possessed” ability.
If he suffers a Wound, he
benefits from a +1 on all his
Attack Rolls. If he suffers a
second one, then this bonus
becomes +2. Yet when he

is Wounded a third time

he is removed as a Loss. He

can then malke an Ultimate
Attack if he placed dice in
altack, but he no longer
benefits from any bonuses.




* EXAMPLE
Five zombies in
armour (Acheron;
Regeneration/5) are
in contact with six ore
bruisers. They lose the
Initiative. Their 5d6 are
nevertheless placed in
attack. The ore bruisers
manage to succeed
five attacks of which
three inflict a Wound,
Three zombies geta
counter. So the plaver
controlling them loses
three attack dice.
Before determining
combat outcome, the
Acheron player rolls
3da to try to regenerate
his zombies. He gets
al,"fia il
zombie gets back up
and the two others are

removed as Losses,

Regenerated Wounds are not counted when
determining the combat ocutcome.

When fighters with the “Regeneration/X”
ability suffer Wounds during one of the fir-
ing and incantation phases or the divination
phase, their Regeneration Roll must still be
made just before combat outcome. The fight-
ers who already suffered enough Wounds to
be killed during the first firing and incantation
phase keep moving with their Unit but must
be placed at the back.

When making the Regeneration Roll, the
Wounds suffered during the preceding rounds
can be regenerated in the usual way.

-

Reinforcement: Every time a fighter with
this ability is killed, his miniature is placed
aside. These miniatures must be grouped into
Units of the same type. As soon as one of these
Units reaches a value of 50 A.P. or more it be-
comes a potential reinforcement.

The maximum value of a reinforcement Unit
1s 80 ALP. Above this limit a new Unit must be
made. A fighter whose value is greater than 80
AP is a reinforcement Unit on his own.

During the reserve entry phase the player
can roll 1d6 for the reinforcement Unit with
the lowest total A.P. value.

+ On a result ofB or . | the Unit is definitely
considered a Loss.

+ On aresult of [ or (33| the Unit returns to the
game. It must be deploved within its camp’s
deployment zone as if it were a reserve Unit,

A Leader with the “Reinforcement” ability

considered a normal fighter whose costin A.P.
is the ‘one printed on his reference card.

« If the Unit flees due to fear, the Righteous
fighter can choose to remain alone or to fol-
low his Unit. He is then not considered to be in
Rout and can leave his Unit in a later round.

Scout: Scouts are deployed only once all
Units have been revealed at the end of the de-
ployment phase. A Scout may be placed: out-
side of his camp’s deployment zone. Scouts
may be deployed in such a way as to be able
to charge an enemy in the first round, but out
of Marching range (see Orders) of any enemy
miniature that has already been placed.

« Ifthe Scout is deployed with an enemy within
his Charging range (see Orders), then he is
considered to be visible to the enemy.

| «If the Scout is deployed without any oppo-

nents within his Charging range, then he is
considered to be “invisible” and cannot be
targeted by any enemy actions.

As long as he has not made any rolls, except
Courage tests, Mutagenic Rolls and Mana Re-
covery Rolls, and as an enemy is not within
Marching distance of him, the Scout remains
hidden.

Selenite: The origins of the Selenites are
veiled in mystery. They form a secret caste liv-
ing unbeknown to all in the most distant cor-
ners of Aarklash, Few scholars know their true
history. Some Selenites do not understand the
accursed gift bestowed upon them by Yllia, the
Moon, and only too late do they discover the
night star’s influence on their behaviour.

Before choosing a Selenite’s spells and arte-

| facts, the player rolls 1d6.
loses his Leader status when he dies. He isthen

Independents with this ability can join any !
Unit of the same rank categary as theirs when
building reinforcement Units. Warrior-mages |
and Warrior-monks with this ability can join |

any Unit, no matter its rank category.

An Independent who returns to the game |
thanks tothe "Reinforcement” ability does not |

return with all his artefact, spell and miracle
¢ards. Also, all the effects affecting him when
he died have been dispersed.

Righteous: Righteous warriors are immune
to all forms of fear, even of magic or miracu-
lous origin, and cannot come undet an enemy’s
control in any way whatsoever. Leadership
does not transmit this ability. If a fighter with
the “Righteous” ability: accompanies a Unit
whose members do not have it, then the fol-
lowing rules apply: :

« If the Unit refuses to charge or engage a fear-
inducing enemy because of fear, the Righteous
fighter can choose to either charge or engage
his enemy alone or to remain with his Unit.

+ 1 to 3: Day. No modifier.
+ 4; Crescent moon. +1 in INI and DIS.
+ 5: Gibbous moon. +2:5 in MOV
and +1 in COU/FEAR.
+ 63 The player rolls 1d6 again:

+ 1 New moon, +Possessed.

4 2 to 5t Half moon. +1in POW (or this char-
acteristic is gained with a value of 1) and
Initiate of his people’s Primary Domain/
Selenism if the fighter'is not a magician.

+ 6! Full moon. +1 spell OR Born killer,

Selenites master the Element of “Water” inad-
dition to those they may already possess. They
can also ally themselves with the Wolfen.

Sequence: Non-Character fighters who have
this ability are able to take an additional die
during hand-to-hand combat by sacrificing
ATT and DEF points like a Character can.
‘They cannot, however, acquire more than one
additional combat die per hand-to-hand com-
bat phase in this way. When a Character who
benefits from this ability decides to acquire an
additional combat die, it only costs him one
ATT point and one DEE point instead of two.




* EXAMPLE
Becbunzen is a goblin
Character, He therefore
has the “Survival
instinct” ability, Thanks
to the "Occult dubbing”
miracle he also benefits
from the cflects of
sacred armour. If he
must suffer a Damage
Roll, first make the
bound to the sa
armour that allows him
to avoid Wounds on a
orlif. If this
, then make the
roll for the "Survival
instinct” ability.

* ATTENTION!
If an Independent
accompanies a Unit
whose Toxic value
is different than his,

then the T.P. must be
attributed separately.

Sharp shooter: For such fighters a result of
[+ ] on an Aim Roll is not an automatic failure.

Spirit of.../X: On the reference card, the X is

replaced by the name of an Element. When-a
magician with Spirit of an Element makes an In-
cantation Roll made up even partially ofthis Ele-

ment, a result of L-_J is not an‘automatic failure: -

- Stateless: A Stateless fighter can join any:
army. He adapts'so well to his snrroundings:

that he adopts the mostcommon ability among
his new hosts at the -beginning of a battle, If
the most common ability cannot be acquired
by the ‘Stateléss fighter, then he adopts the
second most common . one. The “Additional
limb,” “Colossal,” “Construct,” “Dreadful,”
“Encrmous,’ “Flight,” “Gigantic,” “Hyperian,”
“Immortal/X,” “Immunity/X,” “Living-dead,”
“Selenite” and “War-horse” abilities cannot be
acquired thanks to the Stateless ability.
Stateless fighters-are considered to-be Allies.

They are therefore subject to'all the rules and }

restrictions concerning them:

Survival instinct: The player must roll 1d6
before every Damage Roll made against stch:
a fighter: on a result of [§3 the Damage Roll is
cancelled. If the fighter also benefits from an-
other similar effect, then make several consec-

utive rolls starting with the one with the best f

chances of success.

J)

* S

Thaumaturgist: For every Wound inflicted
on him his aura of faith grows by 5 ¢m. If the
faithful is healed, then'his dura of faith is read-
justed accordingly.

Toxic/X: In every round, before the Tacti-
cal Roll, for every 300 A.P. of fighters with the
“Toxic/X" ability still present in his army, the
player gets one Toxic Point (T.P.). The value of
all magic objects, spells, miracles and experi-
ence cards of the fighters who have this ability
is to be counted in this total. From 1 to 300
A.D. the player gets one T.P., from 301 to 600
A.P. he gets two...

These T.P. can then be distributed among the
fighters depending on their Toxic/X value:

« Toxic/0 to 1: 1 T.P. affects up to 10 fighters,

+ Toxic/2 to 3: 1 T.P. affects up to 5 fighters.

+ Toxic/4 to 5: 1 T.P. affects up to 3 fighters.

«» Toxic/6 to 7: 1 T.D. affects 1 fighter.

« Toxic/8 to 9: 2 T.P. affect 1 fighter.

+ Toxic/10 to 11: 3 T.P. affect 1 fighter.

+ And so on. For every additional point in
the fighter’s “Toxic/X" ability, one more T.P. is
needed to affect him.

The choice of the Units affected by this abili-
ty is made right before the Tactical Roll. When
a fighter who benefits from this ability’s effects
makes a Damage Roll against an enemy with-

@

out killing him, then he makes a second Dam-
age Roll where the attack’s STR is equal to X:
In no way can a Damage Roll that has killed
its target generate another Damage Roll due to
the “Toxic/X" ability.

A Damage Roll made thanks to this ability
can never permit a devastating attack.

The Living-dead, Constructs and Immortals
are immune to this ability.

The “Toxic/X" ability’s effects apply to the

{ fighter benefiting from it until the end of the
| round.

Vivacity: For fighters endowed with this
ability a result of [ *]on an Initiative Roll is not
an automatic failure.,

War cry/X: War cry gives a FEAR equal to X
at the moment that a charge is made. This abil-
ity can only be used when charging. The fighter
still uses his COU when making Courage tests.
When a fighter charges a fear-inducing enemy
while using his war cry, he then becomes im-



* REMINDER

For a same side, a
combat can only
involve fighters of
the same type.

mune to the FEAR level against which he nor- |

mally would have had to test his Courage.
If an Independent who does not have the
“War cry” ability accompanies a Unit whose

members have it, then he doesnot have to make |

a separate Courage test if his Unit charges a

ed in the calculation of his Unit’s Domination

i+ They cannot go into a trance.

Factor if it manages to frighten an enemy Unit |

thanks to the “War cry” ability.

If a fighter with the “War cry” and “Leader- |

ship/X” abilities accompanies a Unit that also
has the “War cry” ability, then he transmits hig
FEAR to his Unit's members-at the moment
that they charge.

War cry has no effect on fighters with the
“Dreadful,” “Being of Darkness” or “Living-
dead” ability,

War fary: War fury is an optional ability.
Before the Initiative test that precedes combat
in the hand-to-hand combat phase, the player
must decide if his fighters use War fury or not.
If he decides to use it, then all fighters-in ltis
camp involved in this combat are subject to
this ability’s effects.

-

The player must:then place more combatdice:

i attack than in defence for this combat, no
matter the Initiative Roll’s result.

When a fighter usés War fury, then this

ability’s effects apply until the end of the round
being played. :

When the fighters using War fury make an-At-
tack Roll; they can re-roll once each die whose
result indicates a failure. Whatever the new re-
sult may be, it st be used for the test. This does
not apply when the fighter makes:a devastating

i -» They can move further than their Movement
fear-inducing Unit. However, he is:not count- |

« Their Intensity Potential is equal
to their POW.

« In hand-to-hand combat they recover
mana as if they were not in contact with
an opponent.

rate and then cast spells.
+ They can counter-attack.

Warrior-monk: Fighters endowed with this
ability have the following advantages:

+ They can‘use miracles and communions.

« They can choose only one miracle during the
building of armies, It absolutely must come
from their people’s Cult or the Universal
Cult, and from no other.

« They can call a miracle when
inhand-to-hand combat.

« They can call a miracle even if they have
suffered a Wound in the same round.

» They can counter-attack.

« They can move further than their Movement

‘rate dnd then calla miracle:

attack. If a fighter uses a defence die to parry a. i

devastating attack before'he has:announced ifhe
is using War furyor not, then he cannot use this
ability until'the end of the round. When a fight-
er has both the “Born killer” and “War fury”
abilities, he can also re-roll once his Damage
Rolls that do not inflict any Wounds. This effect
does not apply to devastating attacks.

War-horse: In hand-to-hand combat a war-
horse gives a +1 on the result of the dice of its
rider’s Attack and Defence Rolls. Only a [§3]
gotten before adding this bonus can be rolled
again.

Thanks to the “War-horse” ability a result of P

E on an Attack Roll is not considered an auto-
matic failure. This ability does not apply in the
round during which the fighter has charged.
However, it works in the usual way when the
fighter makes a devastating attack.

Warrior-mage: Fighters endowed with this
ability have the following advantages:
« They can use spells and rituals.




APPENDIX 6
ABILITIES OF
WAR MACHINES

here are many types of war machines
with different ways of being operated;
Their particular use'in-hand-to-hand
combat and the way their servants fight is
explained on their reference cards. However,

large number of these deadly machines.

AMPLE 1.

A chariot has the
“Impact{3” ability.

It charges a Unit by
covering a distance of
23 em, meaning three
sections of 10 em, The
impact's Strength/STR
isthus3x3=9.

runding over the unlucky ones who didn’t
manage to get out of their way,

When awar machine with thisability charges
or engages, all friendly or enemy miniaturesin
contact with the front of the machine suffer a
Damage Roll of which the Strength/STR varies
according to the distance covered by the ma-
chine before the impact. This Strength/STR is
equal to the value X multiplied by the number

* EXAMPLE2

A chariot (MOV 20)
has the “Impact/3” and
“Irrepressible” abilities.
When the player
announces a charge

for this machine, it has
a “Run” counter. So.
whatever the distance
separating it from the
Unit targeted by its
charge, one considers
that it has covered

a distance equal to
double its Movement
characteristic, meaning
40 c¢m in this case, The
chariot thus covers four
sections of 10 cm and
the impact’s Strength/
STRis4x3=12.

ered by the machine’s movement. The distance
covered taken into account is the one between
the machine’s point of departure and the first
miniature it meets, : 1

If the war machine also has the “Irrepress-

beginning of the round; 6ne considers that it
has covered a distance equal to its Movement
rate {(MOV. em) at the moment of impact mul:
tiplied by 2.

of 10 cm sections, even: incomplete ones; cov-

. there are certain general abilities shared by a |
its movement and hits a new miniature, then
: i the new victim also suffers a Damage Roll with

Impact/X: Some war machines are made to |
crash through the enemy ranks, mercilessly |

. particular equipment mentioned on. its refer-
ible” ability and it has.a speed counter at the &

of the machine suffer its impact.

this effect and resolye the Damage Roll i the :

‘Ihe Damage Rolls caused by the impact are
made as soon as the machine comes into con-
tact with the target. If the fighters in contact
with the front of the machine are killed on
impact, the war machine can choose to con-
tinue its movement or to stop. If it continues

the same Strength/STR as the first impact.
This does not allow the machine to' move fur-
ther than permitted by its type of movement.

Only the miniatures in contact with the front

Inalterablet Unless noted otherwise, an In=
alterable structure'is immune to-all game ef-
fects except firing and hand-to-hand combat
attacks, Ifanattack or a shot should have a dif-
ferent effect than the loss of S.P;; then ignore

usual way.

Spells, miracles and other capacities: have
no effect on Inalterable structures. Its char-
acteristics cannot be modified ‘unless it has

ence cards: It cannot be given any other piece
of equipment or’ artefact than those provided
on its reference cards. However, an Inalterable
fighter is still affected by effects that modify
his surroundings. His line of sight can there-
fore be reduced by a 'Veil of Fog or a Veil of
Soot; or blocked by a Wall of Earth.

CHARGE
ORDER

GOBLIN
MARAUDER

A chariot endowed with the
“Impact/3" ability charges
a Unit of goblin marauders 1

of 10 ecm. The Strength 2
of its charge’s impact is
therefore 3 x2 = 6.

Six goblins are
standing in its path.
Marauders 1 and 2

3 The chariot continueg
its charge and hits
goblins 5 and 6.

in close formation, It has each suffer a Damage "4 - Marauder 5is :
covered a distance of 18 Roll (STR 6) and killed but number 6!
cm, meaning two segments are both killed. sitrvives. The chariot's

The chariot continues
its charge and goblins 3
and 4 are hit and killéd.

charge ends here. .

e
St




PLEASE NOTE

The “Inalterable”

ability does not apply to
miniatures on board a
war machine endowed
with the “Transport”
ability. However, the
effects concerning the
movement of these
miniatures do not apply.

When its Structure Points reach 0 or less,
an Inalterable structure is destroyed and not
Killed Outright. This différence is important
when dealing with certain effects that depend
on a result of Killed Outright.

<
Irrepressible: This ability is the privilege of
chariots and other powerful, fast-moving ma-
chines. These war machines move so fast that
it is practically impossible to catch up with
them to stop them. When a war machine with

its Movement rate and it hasn’t been stopped
at the end of its movement, a “Run” counter

removed when the machine stops or moves a
distance smaller than or equal to its Move-
ment/MOWV:

139

Mechanic/X: Not just anybody can operate
a cannon, a ballista‘or a catapult. The servants
bound to these machines often know every nut
and bolt of their machinery, and they always
carry everything they need for emergency
repairs. At the end of the round, during the
mana recovery phase, a Mechanic can try to
repair the machine to which he is bound. In
order to do so he must be in base-to-base con-
tact with the machine and not be in contact
with an enemy. 1d6 is rolled and if the result is

| greater than or equal to X, then the machine
this ability moves over a distance greater than |

recovers 1 S.P. On a result of| - | the Mechanic

| only makes things worse and the machine los-
| es 1 additional S.P.

is placed on its base. This indicates that it
has gathered speed. This counter remains in |
place from one round to the next and is only |

A machine that has gathered speed cannot
be engaged or charged by its flanks or from |

behind, except by enemies with an individ-

machine’s RES,

A Mechanic can only attempt to fix the ma-
chine with which he was deployed. No matter
how many Mechanics are in contact with the
war machine, a war machine can only be the
object of one reparation attempt per round, if
it fails or not.

Minelayer: To protect themselves from at-

tacks by enemy Scouts, the servants of some

| war machines bury explosives all around their
ual Strength-greater than or equal to the war

If it is charged or engaged head on while it

has gathered speed, it is considered to have
made a counter-charge. No roll is then needed
to determine if the counter-charge is success-
ful; only the Initiative Roll must be made to
determine which Unit places its miniatures in
contact with the opponent.

A war machine with this ability can stop
at any time ‘while carrying out its Order.
However, once it has stopped it, cannot move
again doring this round.

A war machine that ends the round in base-

position.
When he is deployed, a fighter who has this
ability has two counters: a Trap and a Decoy.

| When the machine is deployed, these counters

to-base cantact with an enemy cannot benefit
from a “Run” counter. It is then considered to |

be in hand-to-hand combat.

can be placed face down within 20 ¢m or less of
the war machine to which the fighter is bound.

From then on any miniature, be it friend or foe,
that passes within 5 cm or less of one of these
counters sets it off. If it is a Decoy, then nothing
happens. If on the other hand it is a Trap, then
the mine explodes. All miniatures whose base is
even partially within a radius of 10 cm around
the counter suffer a Wound (STR 6). If several
counters are set off by a miniatute, then resolve
their effects one after the other. The counter is
then removed from the battlefield.

A mine cannot be set off in any other way.




*® PLEASENOTE!
Fighters who have

a mount in their
equipment, who are
sitting on a throne,

and fighters of Very
Large Size cannot be
transported in a vehicle.

Mowing/X: Some war machines are equipped
with terrifying blades on theirsides. This equip-
ment can prove devastating when the machine
hurls through the enemy ranks, mowmg down
fighters like ripe wheat.

When -a war machine with  this ability
moves, every fighter, friend or foe, whose base
is touched even partially by the blades repre-
sented on the machine’s mintature mmust make

an Initiative test.

“This test’s difficulty is equalto 6 if the fight-
er is acting in a detachment or in scattered
formation.

This difficulty becomes 8'if the fighter is act-

ing in close formation. This test’s difficulty is

lowered by 2 points for fighters who' have the
“Leap” ability.
If the test is failed, the fighter suffers a Dam-

~age Roll (STR X).

Rampart/X: Artillerymen. of all ‘peoples
know that the greatest threat they face comes
from the heavens: This is why, once they have
deployed their machine, they try to protect
themselves from flying creatures by planting
long, jagged spears into the ground. Some
even stretch vast nets between these poles to
prevent all passage.

‘Thanks ‘to this device no  fighter ‘whose
Strengthisless than'10 ¢can move from altitude
levels 1 or:2:to level 0 within a radius of X.cm

around the war machine that has this ability.

Sapper/. \ Like the Minglayers who mine the
terrain around them, Sappers erect summary
fortifications to: hamper the enemy’s advance:
Assaon asa Sapper is deployed, a barricade can
he placed within 20 ¢m or.less of the machine
to which he is botnd: A barricade’s dimensions
are the same as those of a:cavalry base, and it
counts as an abstacle of Small Size thatis2:.cm
highi' A barricade can, however, be destroyed.
Each one has a Restlience of 10 and X 5.

Transport/X: Some chariots or other ve-

hicles are big'enough to transport-troops. X
indicates the humber of fighters that the vehi-
cle can carry. This number can, hawever, vary
according to the size of the fighters.

+ Fighters of Small Size count for I;

« Fighters of Normal Size count for 2;

« Fighters of Large Size count for 3.

-

A chariot-with the “Transport/4” ability can,

for example, carry four fighters of Small Size:

or two of Normal Size or even one of Large
Size and one of Small Size,

During the deployment phase, miniatures
can be deployed inside a vehicle. The player
must announce which fighters are on board.

Transport/X is always associated with an ac-
cess. This determines the side of the vehicle

by which a miniature canget in or out of it.
For example, in the case of a chariot-whose ac-
cess is “Sides,” a miniature can board by being
placed in base-to-base contact on the left or
right side of the machine,

Units transported inside a vehicle follow the
same rules as any other Units:

« If they are deployed inside a chariot at the
beginning of the game, the total amount of
carried troops in A.P. must be equal to 50 or
more.

If one or several Units are inside a vehicle,
then together they form a single Unit.

A Unit that ends its movementin contact with
the vehicle's access can enter right away, but
only if the vehicle is not moving. However,
the whole Unit must be able to enter. A vehi-
cle cannot transport just a part of a Unit and
leave the rest of its members behind (unless
the Unit is previously divided by a manoeu-
vre). A Unit of 50°A.P. or more can, however,
be dispatched into several vehicles that are
grouped into a single Unit. I this case all the
troops must disembark at the same time and
the Unit of vehicles cannot be divided as long
as these fighters remain on board.

The troops being carried can leave the vehicle
as:soon as the machine’s Order has been car-
ried out. This is only possible'if the vehicle
isn't maoving, Several scenarios are possible:

+ If the vehicle is not moving yet when its

“Order is carried out, the fighters can dis-
embark and then the machine can move
normally. Or the vehicle can move and
then stop to let the fighters get out.

» If the vehicle is already moving when its
Order is.carried out {thanks to the “Irre-
pressible® ability for example), the fight-
ers can only disembark once the vehicle
has «come ‘to a standstill. The machine
then cannot move again during the same
round.

The miniatures leaving the vehicleare placed
in base-to-base contact with the vehicle’s

“access and can immediately march, They
cannot fire during the same round.
Magicians and' faithful can use spells and
miraclesin the normal way though.

If a'transported miniature cannot be: placed
in contact with the vehicle's access (because
of an obstacle or other miniatures), then it
remains inside the machine,

1f the vehicle is destroyed while fighters

are on board, they suffer a Damage Roll

(Strength/STR equal to the machine’s Resil-
ience/RES). If they survive, they are placed
where the vehicle:was, but they cannot fire,
move, or make Power or Divination Rolls un-
til the end of the round.




PF ABILT
WAR MAC
g MOWING A chariot has'the -

“Irrepressible,” “Impact/3”
and "Mowing/6" abilities.

: AT i 1 'EAdhafgegythe
: vvinl Lﬁ.,:l ‘.’:W’I # j ; “¢hariot against Unit

*Bisannounced.

While making its
charge it moves
along the flank of
Unit A, which isin
| K £ ! close formation.

o A . z Miniatures 1, 2and 3
T'—| ﬁl ﬁl must therefore make
—'l —'I _" an Initiative test with
2 1__ S e ] a difficulty of 8 to

. . avoid the chariot’s
X T / A blades. Fighter 1
passes his test. The
other two suffera
Damage Roll (STR 6).
Miniature 2 is killed

and miniature 3
survives the mowing,

Minijatures 5and 6
. suffer the chariot’s
impact as described
in the previous
chapter. Both of
them are killed.

‘Miniatures 9 and ‘: 3 : -‘_-l_’ ?} :

10 suffer the impact = _
and are killed. ﬁ ’_j"

Miniatures 13 and
14 suffer the impact
whereas miniatures
4 and 7 must make
an Initiative test
with a difficulty of
8 (since the Unit is
in close formation)
to try and avoid

the blades.

Miniatures 4, 7
“and 14 are killed.
‘Miniature 13,
however, survives.
The chariot’s charge
‘comes to an end.
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