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Fighter Progiles

Fighters have seven attributes that define how they function in play:
Skill, Might, Toughness, Movement, Equipment, Defense, and Special
Abilities.

Skill (Sk) — The fighter’s ability to carry out standard actions, which

« include combat. To make a Skill check 3d6 are rolled; a result less than
or equal to the fighter’s Skill is a success. Higher Skill makes a better
soldier.

Toughness (T) - How difficult a ﬁghter is to incapacitate or kill. It
represents a fighter’s armor, size, vigor, and discipline.

MlghWMt) The amount of damage a fighter deals in combat. The dice
indicated are used to determine the effect of a successful hit in combat.

Movement Allowance (MA) — The number of inches a fighter can move
with a standard move action. T

Equipment — The weapons and armor the fighter carries onto the’
battlefield. :

Defense (D) -It Representing the fighter’s skill, equipment, or additional endurance this modifier is
applied to all attacks against this fighter. >

Special Abilities — Additional skills and actions specific warriors may perform. Some require an Skill
check, while others are ‘always in effect. '

Skill Check

When a fighter attempts to perform certain actions on the battlefield a Skill Check is used to
determine its success. Three Six-sided dice (3d6) are rolled and compared to its Skill. If the result is
equal to or under its Skill, the fighter has succeeded. A result above its Skill is a failure. Extreme low
and high results on the check often have additional effects reflected in a table associated w1th the
partlcular Skill check. :

- Fighter’s Status

Various states are used to describe a fighter’s readiness, or Status, on the battlefield. These are Ready,
Engaged, Stunned, and Killed.

Ready — This is the normal status of a ﬁghter,- ready for action.

- Engaged - If a fighter is in base-to-base contact with an enemy fighter it is engaged. Enemies in
contact with the front or sides of the fighter’s base are considered in front of it. Enemles in contact
‘with the rear side of its base are considered behind the fighter.

Stunned - This is a general term for any temporary condition that prevents the fighter from
performing actions. A Stunned ﬁghter may only attempt to recover from this status.

Killed — The fighter has been wounded to an extent that it is no longer able to take part in the battle. |



Froth
Froth is an in-game resource used to perform special actions and

occasionally bend the rules. Examples of using froth include:

Increase a fighter’s Skill by one to change
a failure to a success.

Increase a fighter’s Might roll by one to
change the result of the damage 1nﬂ1cted

Making a charge attack.

Each commander begins the game with five Froth. Commanders
also gain Froth when one of the following situations occurs. -

Kill an enemy fighter +1 froth
Kill an enemy Hero +2 froth

Actlva’(ION Deck

The activation deck is used to determine how may actions a commander has at his disposal durmg a
round. The deck is composed of three sets of three cards numbered three, four or five. Using this deck
a commander knows he will always have at least three actions athis dlsposal with the potential of
one or two more.

. At the beginning of each turn the activation deck is shuffled. Commanders alternate drawmg cards to

determine how many actions their opponents may perform during the round. On drawing the card
the drawing commander does not tell their opponent, the active commander, what number is on the
card. Theactive commander takes three actions and then asks, “Do I have a fourth action?” Similarly,
the active commanderswill not know if he has a fifth action until having completed his fourth action.
Once he is done with his actions the card is shown and discarded, then the commander:who just
ﬁmshed his round draws a card for his opponent in the same way.

RaNDOM Outcome Chants

The battlefield is a chaotic, random space in which both the gritty and
whunsu:al appear. Fate will sometimes make its presence known with
a chart that uses two dice rolled together with the results determining
. a specific event on the battlefield. The ‘dice are read 1nd1v1dua11y to
determine a result on the chart, as below.

RoOIl Outcome NotatioN

Each die resultsina6 Very Positive - 6/6
Either results in-a 6, the other in Hasitive . 6/-
az2-5 :
Either results in a 6, the other in Both bad ar]d 6/1
al - : good
Neither die resultsina 1 ora 6 Neutral , -/-
Either results in a 1, the other in . : :

Negative. 1/-
az2-5
Each die results in a 1 Very negative /1




. The Battle

ActivatioN

The active commander may assign up to two actions to any fighter, only one e of which may be used
to perform a combat action. The commander does not have to indicate in advance which fighters
will receive how many actions-they may see the result of each action before deciding on the next.
A fighter’s two actions do not need to be performed consecutively. When the deck is exhausted,
reshuffle the cards and start another turn.

ACtiONS ‘
The actions a fighter may perform are broken down into three categories, Movement, Combat and
Recovery The number following the name indicates how many actions must be spent to perform the
maneuver. :
Mové‘ment Actlons

Move (1) — A ready ﬁghter may move up to its movement allowance in any direction. This movement
may bring a fighter into base- to-base contact with an enemy. fighter, changing its status to engaged.

Sprint (1) — A ready fighter may move up to doubleits movement allowance. This movement
cannot take the ﬁghter within two inches of an enemy fighter; if it does the opponent may make

an immediate free attack against the sprinting fighter. This action cannot be used to bring a fighter
into base-to-base contact with an enemy fighter. A Sprint action can not be combmed with a second
movement action or a Charge

Disengage (1) — An engaged fighter may make a Skill check to move away from an enemy with which
it is in base-to-base contact. If it succeeds, the fighter may move up to its movement allowance away
from its opponent. If it#ails the enemy fighter gets an immediate free attack. Multiple opponents make
disengaging difficult. The fighter’s Skill check is at -1 for each additional enemy beyond the first.

Combat Actions

Attack (1) - The fighter declares an attack against its opponent, performmg a Skill Check to see if the
attack succeeds. If the result is equal to or below the fighter’s Skill the target is hit.

Regardless:of the number needed to hit certain rolls always have an extra effect:
3, 4 is always a hit and the Might roll is tripled.
5 is always a hit and the Might roll i is doubled. )
16 is always a miss and your opponent gets a free swing at you; they roll Skill as normal.
17 is always a miss and your opponent gets a free hit, they roll Might as normal.

18 is always a miss and your opponent gets a free hit, doubling their Might roll.
Modifiers to attacking fighter’s Skill. |

Target is stunned: +2
Target’s Defense: 0 to -3
Target is outnumbered: +1 for each friendly additional fighter engaged with target

When a hit is scored the attacking fighter makes its Mlght roll and (pumarg the result to the
target’s Toughness:

Equal to or Greater than toughness = Stunned
- Double toughness = Killed
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Shieldbash (1) - An engaged fighter with a shield may surprise its opponent with a Shieldbash. This
. is an attack with a +1 Skill bonus to hit, but it may not kill. If Might roll exceeds Toughness by any
amount the target is stunned.

Powerful Blow (2) — An engaged fighter may spend two actions to land a more powerful blow
against its opponent. The attack is at a +1 bonus to both Skill and Might for the attack. If the
commander does not have two actions available the attack fails.

Charge (1 +1 Froth) — A ready fighter may spend one point of froth to perform a charge maneuver.
The fighter moves at least its full and up to double its movement allowance to engage an enemy
 fighter. If the fighter ends the move in base-to-base contact with an enemy, it may immediately
perform a free attack action.

Ranged Attack (1) - A ready fighter armed with a ranged weapon may shoot an enemy fighter within
its line of sight. The fighter makes a Skill check to hit with the following modifiers.
Po:teach full four inches from the firing fighter to the target: -1 '
~ Target’s Defense: 0 to -3
Particularly good Skill rolls on remged attacks are handled the same way as close combat attacks
Particularly bad Skill rolls on ranged attacks are treated as follows:
16, 17 is always a miss and the shooter must 1mmed1ately roll to recover from stunned
18 is always a miss and the shooter is stunned. :

Aimed Shot (1) - A ready fighter armed with a ranged weapon may spend two actions to perform a
ranged attack without penalties from the distance to the target. If the commander does not have two
actions available the attack fails. : ¢

On Guard (1) - A ready ﬁghter may spend an action to assume a defensive posture. If a ﬁghter that is
On Guard is charged or engaged, it may make an immediate free attack against the enemy-fighter.

Taunt (1) - By spending an action a fighter may attempt to distract a Dumb fighter within 12 inches
by shouting, tossing stones, etc. If the taunting fighter succeeds at-a Skill check, the Dumb fighter may
only spend actions to move toward and attack the taunting fighter until either the taunting fighter is
dead or out of sight.

RECOVERY ¢ ‘
~ Asstunned fighter is temporarily unable to defend themselves or move while they regain their feet.

The only thing a stunned fighter may do is attempt to recover. Any attacks against a stunned fighter
have +2 to the effective Skill. If a stunned fighter receives another stunned result they are killed.

A stunned fighter recovers by spending an action and rolling 3d6:
3: The fighter recovers and may take an immediate [free action; the recovery action is not expended.
4,5: The fighter recovers and the action is not expended.
6—12: The fighter recovers i
13 —15: The fighter is still stunned
16,17: Fighter’s helplessness encourages foes, gaining their commander a point of froth.
18: Fighter succumbs to wounds, treat as Killéd ‘

A fighter may attempt to recover a second time during a commander’s turn by spending a second action.
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- command then gains one Blood, but must roll on

Shamamc ACTIONS

A Shaman may spend actions to commune with the spirits, allowing for the potential of their mter- i
vention on the battlefield. An action spent calling the spirits allows the commander to cast the ritual
of his choice. The following rituals are available to the Shaman of all races. After the name of each
Ritual the number of actions required to call it is listed, as well as any Blood that must be Spilled.

; SpllllNG Blooo

In addition to spending an action to call ‘a Ritual, a Shaman must also Sp1ll Blood. Blood is a resource
required for calling rituals which is gained by killing fighters, either opposing or friendly.

- Gaining Blood '

Commanders start the battle without Blood unless : SaCRIfICE’

they ligve spent points on a Ritualistic Slaugher

when gathermg their Warband. During the battle o/ | Blood Frenzy - The warband rejoices at the slaughter! The action

Blood i is gathered by ﬁghters When ever an used to kill the friendly fighter is not expended. Gain 3 Blood.

opposmg ﬁghter is K1lled the act1ve Command- 6/- Blood Bath - The warbapd revels in the slaughter! ga‘in 2 Blood.
.| Bloody Impact- The warband is taken aback by the sudden

S galﬂs oL BIO.Od The af:lve 'Comma.n(lj:ler Ty, Al violence. Gain 1 Blood; but lose 2 Froth.

also .Oose 0 l(lll- one of his fr%endly ﬁg ter? by B Blood Sp|||ed The warband is unaffected by the k||||ng Gain 1

spending an action and declaring a target friendly Blood.

Blood Loss- The warband is slowed by the event. Lose 2 Froth and
Opposing Commander gains 2 Froth.

tighter that is in base contact with the Shaman. The s

e P Bloody Betrayal - The warband loses momentum from the display
the Sacrifice Chart to see hOW hlS ﬁghters react to ! of carnage. The sacrifice expends a second action. Gain 1 Blood.

the slaughter ; ; ' -
Ritualistic Slaughter :

Before the battle begins the Warband’s Commander may spend points to buy Blood, representmg
the ritualistic slaughter of livestock, prisoners, or other undesirables.. For every five pomts spent the
commander gains one blood.

Rituals

~

B

Heal (1)

Summomng the kindness of the spirits, the Shaman allows
friendly fighters within 4”to make recovery rolls. The result
needed for recovery is reduced by 1 for each additional friendly
fighter recovering—if 2 fighters are making recovery rolls, the
check is 11, if 3, check is at 10, and so on.

Smite (1)

Seekmg assistance to smite his enemies, the Shaman des1gnates an
enemy fighter within 2” as the target of his wrath, and performs
a Skill Check. If successful enemy fighters within 2” are hit with

- 2d6-1 Might roll. If failed the Shaman suffers a 1d6 Might roll. .
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Elemental Bolt (10r2)

The Shaman attempts to harness the power of the elements and hurtle it toward an opponent. The

Shaman spends one action to perform a ranged attack against an enemy fighter following the rules .
for a ranged attack. The Shaman may elect to use the Dead-eye ablhty for the attack (see page 8) If
the divine bolt hits its target, roll 1d6 Mlght

When calling the Ritual the Shaman may elect to spill a secohd point of Blood. If the attack is success-
ful, roll on the Elemental Bolt Chart.

~

6/6

EleMmenNtal Bolit

Roll Outcome

Elemental Annihilation — Double damage done to target, and the Shaman may elect to perform a
second attack. This second attack does not roll on this table and may not make use of the Dead -eye
ability.

i .‘,‘a-;,,' 6/-
&

Elemental Assistance — Double damage done to target.

6/1

Elemental Feedback — Double damage done to target. The Shaman suffers a 1d6 Might roll due to the
immense surge of power.

Elemental Accuracy - ~Normal damage dealt to target. Shaman may elect to re-roll the Might result. -~

1/-

Elemental Indifference — The call goes unanswered and the Shaman may not activate again this
Card. - ,

11

: ; Fade (i)

The Shaman have become one with the spirits of nature, granting
their allies a supernatural ability to hide within plain sight. When
the Shaman calls this Ritual, he performs a Skill Check. If success-
ful friendly fighters within a 2” radius cannot be charged, and at-
tack at +1 Skill. If failed friendly fighters within a 4” radius cannot
perform charge actions for the rest of the card.

Frenzy (1)

The Shaman calls upon the sp1r1ts to incite an elemental fury
amongst his followers. The Shaman indicates a point of the battle-
ﬁeld ‘and makes a Skill check. If successful friendly fighters within

” gain a +1 Skill bonus, and add 2” to their Movement Allowance.
If failed enemy fighters within 4” gain a +1 Skill bonus. If a fighter -
starts his activation inside the area and then proceeds to move out .
of it, the bonuses last until the end of the current Stone.

Elemental Exile — The ritual fails and the Shaman may not call it,égain for the remainder of the battle.




Speual Abnmes

Berserk

A ﬁghter with this ability may allow his enthusiasm full reign in the hope that he won’t do more
harm than good. A commander may declare that a fighter is going Berserk only before he has taken
any actions that turn. The Card is revealed and all the actions are given to the Berserk fighter.

This fighter may only use these action to aggressively move toward foes and attack them. The
- Berserk fighter may make more than one attack, but only one attack against each enemy. The Berserk
*fighter ignores all engagement rules and penalties.

The Berserk fighter first spends action to attack each Engaged enemy. Then he must make a
- Skill check to avoid attacking adjacent frlendly fighters; for each failed check he must spend an action
and attack that friendly fighter.

}—g»he Berserk ﬁghter will then

charge the next nearest enemy. This i : BERSERK

Charge does no st  point o Frath,

nor require a minimum movement : The fighter moves toward the next, nearest enemy fighter,

distance. If the charge does not bring 04,5 attacking if Engaged. Then roll on this table again.

the Berserk fighter into base contact -~ 6-12 | The fighter ends the action as Ready.

with the enemy fighter, he must spend 1315 | The fighter ends the action as Stunned.

another action to continue moving. 1617 | The fighter moves toward the nearest friendly figure, attacking
This will repeat until the with an automatic hit and doubled Might if Engaged.

Berserk ﬁghter runs out of actions. 18 The fighter expires in battle ecstasy; he is Killed, grantmg his

He must then roll 3d6 on the Berserk = commandangigod

Chart to determine hig fate. .

Bodyguard

Sometimes an elder, schelar, or other non-soldier finds themselves in the middle of an unexpected
fray. They will naturally seek the protection of a friendly fighter, who will in turn strive to protect the
1mportant personage. : :

A fighter with the Bodyguard ability may spend an action to link up with another frlendly fighter'in base
contact, making that fighter his bodyguard. These two fighters are then considered one linked fighter as .
long as they are in base contact, using the\proﬁle of the commander’s choice at any given point.

They remain linked until one of the ﬁghters is Incapacitated or Kllled the hnked fighters are engaged
by multiple opponents, or they choose to split. ,

If the linked fighters are the target of a ranged weapon attack, the shooter may attempt to pick Wthh '

target is hit. This requires a Skill check after the attacker spends the action, but before the roll to hit.

- If the check is successful the ranged fighter chooses whlch ﬁghter is hit. If it fails the targeted fighters
choose which of them has been hit.

Example: At the beginning of the battle a Satyr uses the Bodyguard ability to link up with a Mino-
taur, forming a rather effective team. With the Minotaur engaged with an enemy, their commander
may spend an action to attack with the Minotaur, spend an action to attack with the Satyr behind
him, or two actions to do both.



Brawler

' These fighters are hard to distract or discomfit. Fighters artacking them
do not get Skill bonuses for additional friendly fighters engaged.

Cavalry

By spending two actions, a mounted fighter with this ablhty may make
an attack during movement. This attack occurs at a point of the fighter’s
choice during a standard move. The fighter chooses an enemy along his
~ path of movement, resolves the attack, and completes his move. This
*ability cannot be combined with sprint, charge, or careful movement.

Counterattack

A fighter with this ability will immediately strike back at any fighter

who attacks him, provided he is still able to attack. The Counterattack ability has a —2 penalty. This '
Countérattack may happen any number of times during an opponent’s turn if the fighter is attacked
repeatedly. If the fighter with Counterattack is attacked by a double attack the counterattack happens
in between the two attacks. - 4 ,

Creature

The battlefield is home to many large beasts, most of which have/been led to battle by cunning or des-
perate commanders. Creatures have the following Special Abilities: Hard to Kill and Brawler.

Dead-eye

This fighter is extraordmarlly skilled with his ranged weapon and may aim for a partlcular spot on
the target. A fighter with this ability may reduce his effective Skill for a shot by up to three and then
add that number to h1s Mlght roll if successful.

Dumb

Dumb fighters are non—Sentlent animals who are under the control of a commander or who are run-
ning wild on the battlefield. As such they may move and fight as normal, but may not start fires,
manipulate objects, take objectives (except when a Skirmish may explicitly allow thls) or discover
things. They are also sub]ect to taunting. -

Elite

Trained to shrug off lesser wounds and battleﬁeld condrtlons a successful recovery does ot count as
- one of an Elite fighter’s two allowed actions.

Handler
These fighters control packs of wild creatures, keeping them under control until the time is right to re-
lease them. If a fighter with the Dumb ability is in base contact with a Handler, it cannot be Taunted. -

~Hard to Kill
These fighters are Hard to Kill due to their size or numbers, The first time the Hard to Kill fighter’s
‘Toughness is beaten by a Might roll he becomes Wounded, not Stunned. The fighter is marked to note
this Status, but suffers no other penalties.

If a Hard To Kill fighter’s Toughness is doubled he becomes both Wounded and Stinned, suf—
fering the penalties associated with being Stunned. Once Wounded he is Stunned if his Toughness is -
beaten, and Incapacitated if it is doubled. If a Hard To Kill fighter’s Toughness is tripled he is Killed

regardless of his current Status.
' A Hard To Kill fighter may attempt to recover from Wounded with a Recovery check at -3 (a 9
or less instead of 12) and recovers from Stunned as normal. The extreme results of the recovery roll
only apply to recovery from Stunned. 2
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. ._enemy up to 17 away, though they are not considered En-

Hero

Veterans of many battles, Heroes are difficult to put at a disadvantage. Heroes ignore the effects of the
Scary special ability. In addition, Heroes have the Brawler and Elite abilities. A commander’s War- . -
band may only include one Hero for every 100 points gathered, with a maximum of four allowed.

Leap (X)

When jumping during a movement action this fighter multiplies the distance allowed, both horizontally
_ and vertically, by their Leap value. This allows the fighter to ignore certain barrlcades and obstacles, as
. well as enemy fighters.

Pack (X)

. Some creatures move and attack in groups, which can be both terrifying and hard to stop. When a
commander spends an action to activate Pack fighters, a number of them equal to their Pack value
may activate, moving or attacking as individuals. They may not perform a powerful blow action as a
pack, %ly 1nd1v1dually Each individual fighter is still limited to two actions per turn.

Reach %
A fighter with reach may attack at a distance, giving him extra options.

Ready fighters with Reach will get a free attack on
any fighter that moves into contact with them before that
fighter can attack them. A fighter with Reach may attack an

gaged without base-to-base contact.

A fighter with Reach may also attack over a friendly
fighter’s shoulder. To do this he must be in base contact with
the friendly fighter and otherwise unengaged. He may then
attack any enemy Engaged with the friendly fighter.

- A fighter with Reach that fumbles his Skill check to
attack, rolling a 16, 17, or 18, still suffers the extreme result. If
he is 1” away from, or not engaged with, the opposing fight-
er, that enemy moves into base contact with him before per-
forming the bonus attack listed on the extreme results table.

If there is a friendly fighter between him and his opponent,
~ the friendly fighter is the victim of the extreme result.

Shape-shifter

Fighters with this talent possess the ability to change shape on the battlefleld These flghters have :
two profiles, each represented by their own miniature. When the fighters is activated he may elect to

- Shape-shift, switching both miniature and profile, by spilling a point of Blood before performmg an
action. The action is then performed using the other profile of the fighter.

In order for the fighter to remain in this form he must either continue to perform Combat.
Actions when his commander has actions available, or spill an additional point of Blood every time
his commander is the active commander.



Skirmisher ; _
* Skirmishers are adept at hit-and-run fighting. When a fighter with this ability receives a Stunned re-

sult he may make a Skill check at -3 to dodge away instead, if it's possible for the Skirmisher to move
1" away and break contact with the attacker.

If the Skill check faﬂs the Skirmisher is Stunned as normal. Tf the check is successful the Skir-
misher moves 1” in any direction that breaks contact with the attacker, even if that disengages the
Skirmisher from other fighters. The attacker may not make a follow-up move unless he spends a
- point of Froth.

When Engaged with another Skirmisher the effects of this ability do not apply.

Standard

~ Any fighter within 2” of his side’s standard bearer can add 1 to their Skill for all purposes and e
recover from Stunned as an action without a die roll.

\‘qf standard bearers are Stunned they cling to their standard whatever the situation (that’s why
they,were chosen, after all). If they are Killed, however, the standard falls to the ground and may be
picked up by any adjacent fightef who spends an action. A fighter who picks up his own side’s stan-
dard gains this Standard Bearer Special Ability. If an enemy fighter picks up the standard, the side
losing the standard gives 3 Froth (or all they have) to the side gaining the standard. If the original
side regams their standard they take back 3 Froth (or all there is).

Sweeping Blow

An endless whirlwind of destruction, fighters with this ability nray spend a pointof Blood and a
point of Froth when making a melee attack to strike all available targets, friend or foe. A separate Skill
check is made for each warrior attacl§ed.

e

Terrifying (X)

A truly terrifying opponent, ﬁghters w1th this ability lessen the effectiveness of their opponents The
first time a fighter attacks a Terrifying opponent, his Skill is reduced by X. When fighting.an opponent
with a higher Scary value the fighter suffers a penalty equal to the difference in values.

Two Weapons _

A fighter w1th Two Weapons may either parry an incoming strike to give his attacker 1 to Skﬂl or
make a counterattack at Skill -2 if he is still Réady after the attack.

The fighter may also choose to make two attacks instead of one on his turn. Each of these'at- !
tacks will be at -3 to Skill and they may be at different, Engaged targets.

Wallop

 Afighter with this ability has trained in the art of two-handed weapons or he is naturally very
strong, allowing him to attack with great strength. A Wallop fighter may perform a powerful blow
attack by spending a pomt of Froth 1nstead of the second action normally required.



E?’ ;

THE CLOVIS.

N THE DESOLATE NORTHERN WASTES, BEYOND THE SHORES OF THE CENTRAL SEA, EXISTS A
‘VIOLENT AND SAVAGE RACE. COLLECTIVELY KNOWN AS THE CLOVIS, THEY GATHER IN TERRIFYING
WAR BANDS, RALLYING BEASTS, MINOTAURS, AND OTHER HORRORS BENEATH A SINGLE
ANNER. FUELLED BY A NEVER ENDING LUST FOR WAR AND SLAUGHTER, THEIR HORDES RAI
"D EVER SOUTHWARDS, SWARMING INTO THE LANDS AND KINGDOMS OF MAN, DWARF, AND ELF.

‘|N TIMES LONG SINCE PAST, THE COMBINED STRENGTH OF THE OTHER RACES WAS ENOUC.H TO

) MEETT .CLOVIS THREAT. VAST CONFLICTS ONCE TORE THE WORLD ASUNDER, CULMINATING IN T
HE ROUT OF THE CLOVIS AT THE BATTLE OF SILLVAN'S GATE. THERE THE MINOTAUR LORD,

KRAUUER, WAS CAST DOWN IN RUIN, LEAVING THE SHATTERED REMNANTS OF HIS ARMIES TO

ESCAPE NORTH INTO THE wiLDs *

- DEFEATED AND SCATTERED, THE CLOVIS PASSED FROM LIVING MEMORY, ESSENTIALLY FORGOTTEN
" BEYOND THE REALMS OF MYTH AND FIRESIDE TALES. BUT WHILE OTHER RACES ENJOYED AN

UNBROKEN PERIOD OF PEACE, THE CLO\/IS REFORMED IN SECRET. FOR A THOUSAND YEARS THEY

'f‘:_:HLD BEYOND SIGHT, LICKING THEIR WOUNDS, AND REFORGING THEIR BLADES, BRINGING
: NEW HORRORS INTO BEING FAR BEYOND THE RECKONING OF THE $OUTHERN LANDsS.

DURING THIS PERIOD OF ISOLATION, CONTACT WITH OTHER RACES WAS BOTH! SELDOM AND
UNFAILINC.LY\/IOLENT’“A SMATTERING OF INTREPID ADVENTURERS EXPLORERS; AND-TRADERS
WOULD VENTURE NORTH EACH YEAR SETTING FORTH TOWARDS BARREN SHORES AND RAIN
 SWEPT FORESTS THE LOCALS TRIBES SWORE WERE HAUNTED. NONE EVER RETURNED, THEIR -
,DEATHS"S‘HROUDED BY MISTS, TREES, AND MOUNTAIN PASSES; DESPERATE LAST STANDS AGAINST
: HORRORS AND BEASTS BATTLES THAT WOU LD PASS UNRECORDED IN POEM AND SONC. :

JTHEN WITH ’THE COMING OF THE NEW MILLENNIUM, SOMETHINC. CHANC.ED CREATURES
PREVIOUSLY"KNOWN ONLY IN NIGHTMARES. BURST FORTH ONCE MORE INTO TERRIFYINC. REALITY.
FRONTIER FARMS AND ISOLATED: TOWNSHIPS FELL FIRST, THEIR INHABITANTS BUTCHERED BY .
NAMELESS THINGS EMERGING FROM THE GLOOM BETWEEN ‘DUSK AND DAWN. |NVESTIGATORS SET .
FORTH FROM THE SOUTHERN CITIES, URGENTLY SEEKING ANSWERS TO' GROWING REPORTS OF .
SOMETHING TERRIBLE BREWING IN THE FAR NORTH. WH ENTHEY FINALLY LOCATED A LONE
SURVIVOR, HIS STORY PROVIDED LITTLE COMFORT. NIGHT FISHINC. OFF THE TOWN OF CLUTHVEN
THE MAN HAD WITNESSED A TIDE OF YELLOW EYED BEASTS SWARMING FORTH FROM THE TREES.
THE SCREAMS. OF THE VILLAGERS LASTED MERE M|NUTES CARRYING ACROSS THE WA\/ES AS THE
FISHERMAN FLED IN ABJECTTERROR

INTHE YEARS SINCE, CLOVIS ATTACK5 HAVE BECOME INCREASINGLY
COMMON. WAR HORDES NOW ROAM FREELY ACROSS
THE COASTAL LANDS, THREATENING EVEN THE L
. ARGEST SETTLEMENTS, AND PAVING THE WAY FOR
.A'FULL SCALE INVASTON OF THE SOUTH. :

WAR HAS COME AGAIN TO THE CIVILISED WORLD.




THE GELADAN.

IF THE CLORFUCIAN CONFEDERACY IS CONSIDERED THE MOST TECHNOLOGICALLY ENLIGHTENED OF
THE WORLD'S PAN-HUMAN TRIBES, THEN THE GELADAN MUST SURELY RANK AS THE POLAR
OPPOSITE. HAILING FROM THE SIMIEN MOUNTAINS, THEY PRESENT A UNIQUE MIX OF BABOON
ND HUMAN; A LIVING EXAMPLE OF THE MISSING LINK BETWEEN APE AND MAN. HUMAN

ARMERS WHO WORK THE LOWER VALLEYS REGARD THEIR SO-CALLED COUSINS AS AN ETERNAL
‘NUISANCE, AND TALES OF GELADAN MISCHIEF ARE WELL KNOWN THROUGHOUT THE REGION.

DISMISSED AS STONE-AGE SAVAGES, IN-REALITY, THE NATIVES OF SIMIA POSSESS A COMPLEX
. SOCIAL STRUCTURE TOGETHER WITH A PEACEFUL DISPOSITION TOWARDS OTHER RACES. FORMING
 LARGE FAMILY GROUPS, GELADAN RELY UPON THEIR INNATE STRENGTH AND AGILITY TO PROTECT
THEIR CULTURE. CROS$5-SPECIES TRADE IS NOT UNHEARD OF, WITH SOME HUMAN FARMERS
~ BELIEVING THE OCCASIONAL OFFERING OF GRAIN LEFT TO ONE SIDE OF THEIR FIELDS WILL PLACATE
- THE OTHERWISE DISRUPTIVE 'MEN WHO DWELL IN TREES'. : : :

- DESPITE A PLAYFUL TEMPERAMENT, THE GELADAN MAKE FOR IMPLACABLE FOES WHEN
© SUFFICIENTLY THREATENED OR ENRAGED. INDEED, WITH THE COMING OF THE CLOVIS, MOUNTAIN
 FARMERS TELL OF APE-MEN EMERGING FROM THE JUNGLES TO STAND ALONGSIDE THEIR DISTANTLY
' 'RELATED BRETHREN, BRIDGING THE GAPS OF DIFFERENCE IN THE PURSUIT OF MUTUAL DEFENSE.
 RARER STILL, LONE INDIVIDUALS OR SMALL GROUPS OF GELADAN ARE KNOWN TO LEAVE THEIR
~ MOUNTAIN HOMES, DESTINED TO WANDER STRANGE LANDS, OFTEN SEEKING EMPLOYMENT AS
MERCENARIES WITH FOREIGN FORCES. |T REMAINS UNKNOWN WHETHER THESE INTREPID SOULS
ARE OUTCASTS FROM GELADAN SOCIETY, OR IF THEY REPRESENT THE FIRST ATTEMPTS OF THIS
~ ENIGMATIC RACE OF TREE DWELLERS TO REACH OUT TO OTHER CULTURES WITHIN THE WORLD AT




" THOUGH SUSPECTED OF WITCHCRAFT BY THE MORE 'CIVILISED' HUMAN - 4

~ THE HYENA MEN OF HARARRE. (SHAPESHIFTERS)

S

: pNVINCED LONG AGO OF HiS PRIMACY, MAN DENOUNCED OTHER BEINGS AS SAVAGES AND BEASTS.
ET FOR ALL HIs VANITY, THERE ARE STILL THOSE WHO LIVE AND DIE BY A DIFFERENT CREED. THROUGH
"RITUAL AND CEREMONY THEY. REACH ACROSS THE PRIMORDIAL GAP, TRANSFORMING THEMSELVES IN

- BODY AND MIND, BECOMING THAT WHICH OTHERS ABHOR - REJECTING HUBRIS OVER FERAL VIGOUR

- ANP POWER. b > 3

. |
THE TRIBES OF HARARRE ARE ONE SUCH CASTE, THEIR KIND DISPLAYING A A
- RAREAFFINITY TOWARDS THE OTHER MAMMALS WHO SHARE THEIR LANDS. ;

 KINGDOMS, THE HARARRIANS PRESENT AN ILLUSIVE VISAGE. SHY TO
. OUTSIDERS, THE SUBTLETIES OF THEIR SOCIETY ARE OFT OVERLOOKED.
~ THEY CONSTANTLY ROAM, SHIFTING THEIR NOMADIC SOCIETY
. ACROSS THE VAST GRASSLANDS, SHUNNING THE NOTION OF
- PERMANENT SETTLEMENTS. A SMALL CIRCLE OF TRIBAL
- SHAMANS ACT AS LEADERS, GUARDING THE TRIBE'S CULTURAL
SECRETS WHILE GUIDING THEIR KINSFOLK ACROSS THE :
SACRED JOURNEY OF EXJSTENCE. bl -
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Fighting the Battie

Before the battle, comménders select warriors to form their Warband. The group mustered is com-
posed of fighters whose combined point value is equal to or less than a total decided upon by the
commanders. For beginning or quick battles 200 to 300 points is ideal, while 400 to 500 points works

for experienced commanders or longer battles. Named characters are unique so a commander’s war-
band may not contain more than one of the same named character.

: The battle should be fought on a 2 by 2’ field, with a fair amount of terrain features. Two
opposite edges of the battlefield should be declared as the deployment zones for the clashing forces.
These zones run the full 2’ length of the edge and 4” into the battlefield. The commanders decide to

- whom each zone belongs. We recommend that the commander who placed the terram let his oppo-

nent assign the deployment zones.

- Atghe beginning of the battle both commanders take turns placing a fighter in thelr respective
deployment zones. After all the fighters have entered the battlefield, each commander rolls 1d6. The
commander who rolls the highest decides which commander begins the battle as Active Commander.
Commanders then gather their 5 froth, and the Active Commander’s opponent draws the first card
from the Activation Deck, starting the battle. '

The battle continues until one side has eliminated all enemy ﬁghters or both Commanders
agree that one 51de has won.
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Abilitiecs

Minotaur 13 2d6-1 IRl FITE Skirmisher
Shield
A Weapons
Spear Reach, Bodyguard
Satyr Shaman ' 206-1- ---

® Minotaur 12  2d6+2 Two Weapons Two Weapons

Minotaur . ---

: \é:;gsctjallv Doom 13  2d6+1 -2 Spear and Shield Hero, Counterattack
il - 2d6+1 a.- 2 handed Sword Hero Reach, Wallop
Narbonensis the
Srekwdaar Iron Hoof 3d6-1: Hero, Wallop T
BT 12 2d6-1 Standard

Slewdaar Stone
Y — -2  Sword and Shield Hero, Skirmisher
% Besieger

The GeladaN G

Fighter Sk | 1 EQuipMeENt _ Abilitics
Scimitar and
Shield

Geladan and o Scimitar and G :
Warbeest - Shield X

Geladan 15  1d6+2 Aimed Shot, Dead-eye

Geladan and e S Aimed Shot, :
Warbeest o Dead-eye, Cavalry .

Geladan Spear Reach

Geladan ---- -

Scimitar and
Sheko Long Tooth 13  2d6+1 -2 Shield Hero

- Shinasa the Well Hero, Wallop, :

# Geladan Shaman -1 Spear and Shleld Shamanism, Reach 45(1)

Goffa Four Hands :

i Aari Keeneye 15 1d6+2 Hero Aimshot,

Geladan

Dead-eye




The HyeNa MeN of HarRaRrRe

Fighter sk | Mt | © |mMal D EQLﬁbMGNt Abilitics Pts
Shape-shifter,
Skirmisher

: Shape-shifter,
Gnoll 12 3d 70 5 2 Handed Sword | Sweeping Blow, .
Creature, Terrifying(1)

Knives, Sword Handler

2 Handed Sword

Creature, Dumb,
Leap(2), Pack(2)
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