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lahel the Messenger. Adventurer of Alahan and
herald,o[ King Gorgyn. had journeyed a great
dzstgncc" to reach the free city. of Cadwallon.
_"“Has voyage had almost been halted by Tharn,
- .;"; a Champ(on of Acheron. Meliador, Alahel's mentor
| used ms powerful magic.to- stom,muagton of Darkness. For this
[ .he had to t'vnfrcmt htS evil. a&er 2go, the Gorgon.

o Tfr outcome of thsamagzc duel remained uncertain...

2 > f"‘\m.
. N
R

'__"'e b_ottom of q forgotten crypt.

uzc& tﬁe ﬂamboyam Upper City haumg
e i
Ihe Dukes

' akened It had become more suode
& tha%ks 10 an incredible
3 nethork o/ twisted and powerful individuals...
7 e Usurers Al -
-
ne. of . t!rese Spies was “thus before him, awaiting

'___.mastens érngission. to dé?ﬂcr a message.
;-__.-_.,J‘Umped a; lf‘ThlS word had suddenly pulled

h!m out of '
“ Master ['ve cor e to announce the failure of your undertaking.
Alahel is still on his way to Cadwallon. Tharn and the Gorgon
have vanished. »




a step backward to avoid the
o third swing : the Avagddu giant's

. whole blade plunged deeply into
R stt!tdy oak. Its owner removed
& eﬁoﬁ[essly his eyes filled with
¥ aniindescribable fury.
‘But the Black Paladin hadn't said his
word yet : he dangerously swirled
- 6 flail ‘in the air with its tail leauing
trad of Mana that got clearer with each
wmg The ‘fm\pact was so strong that the Kelt's
ff waunded the giant collapsed

f 3 .‘ Alahel e_rvenezje-:The Messenger readied

[+

; with his ﬂad ___:___._-_ssengerks'shct ﬂew strmght into his enemy’s
_ naked shoulde “eausing him to.let out a horrible cry of pain.
The Paladm tﬁ{ne¢ arbund-,., okmg at the Lion in defiance.
Unable to use ?)15 weapan the }lcheron warnor decided to flee,
“not’ without utteﬁug a curse. Leﬂ leaderless. “his men decided
“to. ﬂee as well “The' ‘Dwarves ‘and Kelts cheered their victory.
ﬁlaﬁel approached the Kelt who was still recovering from
. the blow he had taken. Though athletic. the Messenger seemed
 like a scarecrow” ‘eompared to the Avagddu warrior.
« My name is Alahel. Messenger of the Lion Kingdom. | hope
« my help wasn't useless... »
« Let it be known, Alahel of the Lion. that by saving my life
you have earned Hogarth the Colossus's eternal thanks, » said
the Kelt while rubbing his painful head. « Let me introduce you
, to my friend Kahinir the Savage. »







-« Have they met Real Death ? »
« We don't know and are still
looking for them. »

« Cadwallon, at last ! » %
Alahel couldn't hold back a smile =
of satisfaction when seeing smoke *.
rising in the distance from the chimneys "%
of the City of Thieves. The ena‘?ﬂ'*"f'f his '
journey had been full of perils : a band of
Goblins had harassed the LlOTl troops “for almost

The Messenger quzck{y reached the ‘-tteo[ the battle H:dden by
ferns he could observe the fight without bemg seen. The skirmish ’

of Dwarves and of Kelts of the Sessairs clan wi_attlmg a squad
of guardians of Cadwallon led by... a Black Paladin of Acheron.
The body count already looked bad : many fighters were on the
ground, dying in their own blood or taken by death.

What was a disciple of the Black Order doing at the head of
a militia from the free city ? One of the Sessairs. bigger than |
the others. left the fray to throw himself upon the Black Paladin.

The first swing of his mighty sword only sliced the air. but the
second one violently ripped off a shoulder piece of the plate

armour. Caught off balance, the Acheron henchman had to take
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LoD Daed UG e
You have just acquired a figurine intended for the wargame
RAG’NAROK, wich stages vast armies that confront each other
on epic battlegrounds. To allow you to play with the RAG' NAROK
figurines, here are the CONFRONTATION game rules and
those of its supplement INCARNATION.

CONFRONTATION offers a simple game system that enables you
to simulate skirmishes between rival factions with Ioads of game
play and fun. '

To start playing CONFRONTATION, you w:ll need a few 6- sided
dice (D6). You can start a game wrth your fnends jUSt after
choosing your figurines !

As your army grows, you will be able to use the RAG NAROK
rules to simulate bigger conflrcts Some rules dtffer between
CONFRONTATION and RAG'NAROK but to go from one

system to the other will present no dlfflCU|ty the game pnnc:ples
being the same. - -

t h e figurines

RACKHAM takes the greatest care at every stage of the
design and the making of each of your figurines.

For best results when painting your figurines, we recommend
the use of a modelling knife, as well as a selection of small
paintbrushes and ‘acrylic modelling paint. Before you start painting
your figurines, remove all excess metal with your modelling knife,
with the blade facing outwards to avoid hurting yourself.
Then apply a black or white undercoat. -

10



“« I'm on my way to Cadwallon » said the Messenger. « If this is
* also your destination, may 1 4!g;om you ? » The Messenger knew that
" his arrival would be {ess noticed if travellers of other peoples

£




Once both stages completed, you are ready - P
to start painting your figurine. The Referenge |
card supplied in the blister can be used 3
a painting guide or you may wish to inven
your own colour schemes to glve a p [sona
touch to your army. = S o



Tyt a L] 9.1

Have you ever dreamt of seeing your characters evolve ? Of seeing
them progress with the experience gained battle after battle™?
By playing INCARNATION, you bring new « life » to your heroes

~ and add a new dimension:to your Confrontatlons You'll see them
progress, become more pow&rful and maybe one day becomj;l
legends which will forever mark the hcstory of Aarklash
INCARNATION Iets""your Characters gain .ggg(penence. This umque
knowledge is represented by Experience cards, which
are added to the figurine’s Reference cards. To obtain this
knowledge, your warriors must_prove their courage and tenacity
by accomplishing tasks worthy of their rank or by surviving
a great number of battles. | =

Cor gia bl g a2 hEER

To be able to make the most of INCARNATION you must
first choose a Hero. This will be the main warrior in your
confrontations, the one chosen by destiny to know glory.
This Hero must be a Character.

You can also create a new Hero by giving the Incarnation
Ability described at the end of this booklet to a non-Character
figurine.

Please note : An Incarnated figurine that usually has an effect
on other Characters cannot himself benefit from this effect
For example, an Incarnated Bard of Alahan cannot himself
benefit from his ability to let a die be rolled again each round.

12



ex*perience points

One of the peculiar features .of INCARNATION is the use of
experience ‘points. Gained on the Battleground, they influence
your Hero's future. With these he can acquire new knowledge,
pay for various services and maybe even push back the fatal

Kiss of Death.
The more your Hero partacnpates in. Confrontations, the more

hisknowledge will grow.-While. accumulatmg experience points
he will attract the gods of Aarklash’s attention. Maybe even their
esteem, who knows ? As your Hero evolves and takes advantage
of his pctentlal the entertainment he provides for the gods will
slowly be replaced by concern; as they. haj:e seeing one of their
creations escape their control Only a ‘Hero ‘may have experience
points, which he can use in many ways. In the ‘Adventure mode,
which is described in detail further on-in this booklet, the Hero -
may spend them to give his Allies or Mentor an advantage.
If the Hero is still alive at the end of a Confrontation in whlch he

participated, calculate the experience points he has earned usmgi:‘"
the table at the end of this booklet. His gains and losses are added o

sgrrm—

up, but can never drop below zero. T A
Experience points can also be used for Resurrections. Every tlme
your Hero comes back to life, his experience points will diminish
and may reach zero, in which case the gods will have forgotten
him and he will not be able to come back to Ilfa agaln
Resurrection is described further on in this booklet.

Often experience points can be used to modify the outcomwf a
roll of the dice. These points must be spent.before rolling the die
or dice. Any spent experience points are perrnanently lost.

'ﬁ'.— '
. 1 .,
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expe'r_i_e-nce cards

These cards represent knowledge or a techmque that a. Hem '

r'\*

. Through apprenl:lceship__'_j__‘“""""‘""' _.__.per!ence pomts
prev:ously earned - -

of your Characters yr__
He can thus use thlS card dunng his nex

The Effect descnbes the advantages
when it is played

Army Points I A.P. represent the value of ‘a card w ” :

acquired by a warrior. The cost m expeneﬂce pos'._;{-.__k__
to this amount. W e

after”a Resuﬁ%eetibhh :




staking experience cards

At the end of the Approach you can place up to three Experience
cards face down in front of you. They are not assigned to any
specific fighter, but represent the Explorts that your warriors must
try to accomplzsh during a Confrontatron Make sure that some
of your warriors meet the condns[t)ns noted on the Experience
cards, or else they may not be aﬂowed to garn this experience.

J: £
\'—

. You may stake Several ldentrca|
] the same t:ard
In Adventure mode the number of cards that can. be staked
is determmed by the Act yo"‘z?*are in. 0

rds if yQ"_H"have multiple copies

Only a Character can acqurre and. prof:t from Experrence cards
if the followmg three ceﬂdrtrons are met - e

- The Experi___ehce cafE] is one of those staked _a'fterthe_*ﬁbprear:_h.

- The Character meets the conditions descnbed on the Experrence
card.

- The Experrence card is uncovered rrght after the Character
has completed the Exploit. | |

If one of your Characters completes the Exploit but you do
not wish to allocate this card to him. do not uncover it.
You' don't even have to let your adversary know that you have
completed an Exploit.

15



buying experience cards

Between two Confrontations a Hero has the possibility of
acquiring new knowledge by learning or training. By spending
experience points he can buy an Experience card. Its cost
is equal to the amount of A.P. noted on the card. As soon
as the experience points are spent, the Hero benefits from
the advantages and limitations of this card.

All spent experience points are lost. It is not possible to « sell »
a card that one has acquired.

A Hero may only acquire a specific Experience card once, unless
stated otherwise on the card.

On the other hand he may use experience points to buy
an Experience card he had previously acquired on the battlefield.
The staked card is considered lost and replaced by the one paid
for with experience points. '

using experience cards

During all following Confrontations your fighters will be able
to use the techniques they have learnt. But this knowledge has
its price and they will have to pay the cost of the card in A.P.
before each Confrontation.

The cost varies depending on how the Hero acquired the card :

- If he won it on the battlefield, he must pay the normal cost
in A.P. ;

- If he earned it through apprenticeship, it only costs him half
its value in A.P. '

16
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Unfortunately it can happen that on the paths of glory the Hero
has an encounter with death. Yet some mysteriously return
to life and continue their quest -not knowing what has
happened to them. -
Resurrection is not risk free, espeuaﬂy for Characters memories.
. They can thus forget some parts of their lives. |
" At the end of a Confrontatlon in which your Hero was
KILLED OUTRIGHT, you may attempt. J;o brmg hlm back__
to life. If your Hero has left the Battleground then
~ Resurrection is not necessary. | e

L

~ Resurrection is done in several steps.

Heroes are brought back to life by the gods of Aarklash.
Unfortunately they often get bored with their toys ! Roll 2 D6.
If the result is strictly lower than the number of times the Hero
has already been resurrected, then the gods have abandoned him.
He will rest in peace, far from the gods and thelr crue! games
A double | is an automatic failure of this test.

If your Hero passes this test successfully then he may pay hlS
return to life in experience points. L 3
When in a normal, non-Adventure Confrontatlon roll a De.
The result is the amount of expenence pomts I:he Resurrectlon
costs,

When in Adventure mode, the number follownng « VlctOfY »on

the played Act card is the amount of e><penence pomts you must
pay to be resurrected.

517




Be it in Incarnation or Adventure mode,
KILLED OUTRIGHT by a Character figurine, t

experience points needed for Resurrectio
If he doesn’t have the experience

the Resurrection automatically fails.

if_your Hero was
hen the amount of
n is multiplied by |5
points needed, then

e

After a succesful Resurrection you must make a Re_?:oyery test
for each of the Experience cards the C

haracter owns. Roll a D
for each card. If the result is more than or equal to the number

following « Recovery » on the Experience card, then the card is
kept by the Character. If not, théri'_'th;(é card is Iogt;l'jj\!hs card may
later be staked or bought again, e 0 ol SRS
You may modify this roll by 'spending - experience ~_points.
Each point spent brings a +1 bonus téﬂyoUr-le’die"r_dil,v__Bul;}é’natural
| remains an automatic failure. L e T T

S

In Adventure mode resurrecting an Ally or your .Mentor}i;:_different.
To bring them back to life, roll a Dé. The result must be higher
than or equal to the number following « Victé];yp on the card of
the Act played. .

To help an Ally or Mentor come back to life, the Hero may spend
| or more experience points. Fach point spent adds a +1 bonus
to the die roll. A natural | remains an automatic failure.
The Mentor and the Allies must then make 2 Recovery test for
each of their Experience cards so as not to lose them. For this test
the Hero may not use experience points to add a bonus.

18
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Between twao Confrontations your Hero can heal his wounds and
may also learn new techniques or acquire various objects.
Spending of experience points. must be done right after the end of
the Hero's Confrontation.

Healing is automatic, but any purchases made cost the Hero
experience points. e

He may :

- Buy an Experience card. A hero may only buy one per Truce
- Buy objects or services. A Hero may’--.only buy three objects and
one service per Truce. |

You will find lists of objects and servzces rn our future
supplements. |

truce in adventure mo de

In Adventure mode Truce is a time of resting and learning for
your Hero. During this period it is your Opponent’s turn to let his
Adventurer play an Act and your turn to be the Shadow player.
These terms are explained further on in. the pages about the
Adventure mode. L e

The Adventurer may spend an amount of experlence “points
equal to twice the cost in A.P. of an Experlence card to buy these

for his Mentor or Ally. They may only acqu:re one Expenence card
each per Truce. " :

i
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dVERE 'Y €' mo d e

Incarnation allows you to let your Hero evolve. In Adventure
mode he can go on great quests and rediscover forgotten secrets.
Throughout a long and hard journey your Hero will seek out his
Shadow, the enemy he.will have to confront, to finally reach the
ultimate goal of hlS trek l:he glmr

A Hero. attemptmg such a challenge is called an Rdventurer
He has the same capacities as any other Hero. All ‘the rules
descnbed in this booklet remain valid unless o l]B_IWISG noted on

-going-en.ap Adventure™

'venturer player and his“epponent" wrll- i
be called the Shadow player

4 = .

before the adventure.

The first step.in the Adventure mode is one of the most
important of the game. You will have to create your Adventurer,
his Mentor and the Shadow, the relentless enemy stalking your
Hero, played by your opponent.

The Adventurer must be a Character. He can be any existing
Character or any warrior whom you have given the Incarnation
Ability described at the end of this booklet A Mercenary oOf

Stateless Adventurer must choose a people he is bound to before
the start of the Adventure.

20




The Adventurer's Mentor is both his master and his guide during
the Adventure. He must come from the same people as the
Adventurer and his Rank must be equal or superior to the
Adventurer’s.

An Adventurer may choose not to have.a Mentor. In this
case he will not be granted a Supernatural Gift, but at the end
of Act | the experience points gained during this Act will be
doubled. s

The Shadow is a terrifying opponent chosen by the gods to
. defy the Adventurer. He represents his biggest fear but also his
- greatest challenge. As he advances in his quest, the Adventurer
" unavoidably gets closer to their final encounter.

The Supernatural Gift is the first form of ‘help given by the
Mentor. The Adventurer will only receive one Supernatural Gift
- in his lifetime. Even if he goes 8n another Adventure. he ‘will not
' be given another Supernatural-Gift. N

The Elixir is the goal of the Adventurer's quest. It represent
the ultimate reward after a long: search and tiring journey.
The Elixir can be an Artefact or an Ability held by the Shadow.

Allies are Characters that accompany the Adventurer.
They live their own lives independently of the Adventurer’s quest,
but their destinies meet for the duration of the Adventure.
Their numbers vary according to the Act being played, and can be
modified by Experience cards or during Truce. They must be
of the same people as the Adventurer or of an allied people.

21



Followers are warriors that_ accompany the Adventurer and his
Allies during the Adventure. A Follower cannot be a Character and
must be of the same people as the Adventurer he accompanies.

Before going on an Adventure, you and your opponent must
Create your Adventurers and their respective Shadows. -

First each chooses an Adventurer, then a Mentor if you decide
to have one.

Then select a Supernatural Gift for your Adventurer if you have
chosen to have a Mentor. This can be an artefact, an Experience
card or a spell of which the Intensity is more than 1. In this case
the Supernatural Gift will only cost half its normal value in AP

e
.......

Because the Supernattal Gift is offered by the Mentor ™t is he that
must meet the conditions needed for its use. The Mentor can only
transmit objects. having a specific card with a cost in A.P.
as a Supernatural Gift. Don't forget that a Character without

Power cannot cast spells, just as a Water Initiate cannot throw
Fireballs ! _ i g,

Now choose the Shadow that will be opposed to your partrer's %,
Adventurer. The Shadow’s global cost must not b

e more than w?’*
twice that of the Adventurer. The Shadow may have two

Experience cards and an Artefact card. which are not added to his _
total cost. Make sure he meets the Conditions on all of theses &
cards. The Shadow can only be deployed during Act IIl.

22



Choose an Elixir, which will be associated to your Adventurer.
If this Elixir is an Artefact card, it is given to the Shadow.
He will keep it and can use it as Iong as the Adventurer hasn't
vanquished him.
Make sure the Adventurer meets _aII the_Cond'rtlons to use this
card. The Shadow doesn’t have t t the Elixir's condrtmns.%..;
.~ If the Elixir is an Ability, it must be chosen: among those held
by the Shadow. Only Abilities found in the CONFRO '_TATION
. booklet may be selected. The Additional Limb, Cc
. Enormous, Gigantic, lemg-dead and War-herse Abllltles may not

- be chosen%as an Elixir.

==
5

F_md Iaﬁ you may select spells and artefacts for your F\dventurer.;
. and his Mento;;___ Don’t forget that the maximum number
of artefacts and spe?Fs that.a Character can possess is determmed




o, ’
s

BNe scchnario cards

INCARNBIIQN uses a series of cards called Scenario cards.
They 'represe‘ﬁt;':i:h“ei‘dif_ferent Acts that make up the Adve.ntur_e(fs
- quest. Throufhgh.thelse you will learn more about the relationship

" between the world of Parklash and your Adventurer’s life.

The Scenario cards are presented in three different forms, each

of them symbolising an episode of the Adventure. ns
The following elements are shared by the three types of cards.
The Act is used only in'Adventure mode. It represents the progress
your Adventurer makes in his quest. Whatever the outcome
of the battle, the Act can always let your Adventurer gain
experience in the form of staked cards or experience points. ™

The only condition being that he remains alive... ‘

surrounding the Adventure. Sometimes it is linked to a specific
Character, in which case this one must be

The History presents the lands, the situation and the ‘events ,
J
the Confrontation.

present during

The Objective represents the mission you have been given. |

It is the acme of the Act. Oply by reaching the Objective can the
Adventurer go on to the next Act 5 | |

¥

Once a game is done, ‘apply the effects of Victory if. you have

reached your Objective. The number following the Victory

indicator is the amount of experience points needed for the

Adventurer to resurrect if needed.

o

) S . - P | o
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If the Objective is not reached, apply the effects of Defeat
at the end of the Confrontation.

“* The Duration indicator is the maximum number of rounds you

may play to reach your Objective.

In order to ensure the compatibility with the Adventure cards
of a previous version, add 3 to the number of rounds indicated
on the card to determine the Act's Duration. For exemple,
if the Duration indicated on the adventure card is 4, then the Act’s

duration is 7 rounds. The Confrontation ends immediately once
the set Duration has been surpassed.

Deployment indicates the zone in which the Adventurer player
sets up his troops during the Approach.

The various types of Deployment are described below.

The number of Army Points / A.P. ___repfesents the maximum
value of each player's army. As usual, you are free to adapt
the number of A.P. to the format of your games.

deployment

We suggest you use a 100 x 60 cm game surface, called the
Battleground. You can create a landscape in any way you like.
There are six types of Deployment in Incarnation :

Hunt : deploy your troops all over the Battleground, but your

fighters must be separated from each other by their normal
Movement distance,

25
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Béttle : dep,lt;y your ﬁé‘htets.in your:half of the Battleground.
_place your troops in your

Qutflanking / Overwhelmed :
han 10 cm from the lateral

“half.of the Battleground and less 1
edges of the Battleground. -

Defence : your fighters are deployed in a st'raight line in your
half of the Battleground with less than 5 cm between each one.
If you have figurines left, make another line less than 10 cm

behind the first one.

Entrenchment : your troops must be deployed in your half of
the Battleground more than 20 cm from the centre and more than

10 cm from the lateral edges of the Battleground.

Siege : your fighters may be deployed anywhere on the
Battleground outside of your adversary’s imaginary Entrenchment.

The Adventurer player must use ?thé Deployment indicated
on the Scenario Card. The Shadow player uses the Battle

deployment unless instructed otherwise.



the steps of the game

Only one of the two players may let his Adventurer play an
Act in the Adventure mode. For greater enjoyment, we suggest
you and your partners take turns in playing the Adventurer and
the Shadow. -

If he wishes to, the Shadow player may use hlS Adventurer
during his opponent’s Act. In this case he can stake an Experience
card and gain experience points in the wusual manner.
If this Adventurer is killed, his Resurrection cost is determined
by the Act being played.

To start, the Adventurer player reveals the Act that will be played.
Then each player determines his army list according_ to the
amount of A.P. given in the scenario, using the method described
in CONFRONTATION.

All players controlling an Adventurer present on the Battleground
may stake Experience cards. These must be placed face down.
These cards serve as stakes and may be won during the game.
If the Act's conditions of Victory are met, the Adventurer and
his troops retreat to heal their wounds and to relish their success.
During this break the Adventurer may spend experience points
and the Shadow player takes his turn playing, the Adventurer.

I the Act’s conditions of Victory are not met, but the Adventurer
is still alive, only apply the- effects of Defeat explamed on the card
. of the Act played._

o[
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If the Act’s conditions of Victory are not met and the Adventurer
has been killed, you may try to bring him back to life (see the
section on Resurrection).

And last but not least, the Shadow player selects an advantage
in the list below. These apply during the next game in which
his Adventurer is present. -

- The Adventurer gains +1 in Courage / Fear until the end of the
Confrontation. This bonus cannot be transferred by Leadership.

- The Adventurer gains +!| in Discipline until the end of the
Confrontation. This advantage cannot be used by a Living-dead
Adventurer.

- The Adventurer is allowed to stake an additional Experience card.
- The Adventurer wins an additional 10% of experience points.

- If the Adventurer is a Magician or a Warrior-Mage, then he
may attempt a Mana Recovery Roll during the Approach of the
next Act played.

- The Adventurer gets a +| bonus for his next Resurrection test.
This bonus may be chosen more than once and is accumulative.
It only falls to zero once a Resurrection test is successful.
Example : a player having played the part of the Shadow player
8 times and having chosen this advantage each time will make
~ his next Resurrection test with 2D6 + 8. After his Resurrection
this bonus drops to zero.

28




2 G udet

The first scenario of an Adventure is always an Act |.
The Adventurer faces a new quest or has just started his trek.
If the Adventurer is alive and victorious at the end of Act |,
you may continue his quest in Act Il.

Allies and Mentors |
During Act | the Adventurer may be accompanied by his Mentor
if you wish, but he may not have other Alhes at this point in the
Adventure. |

Followers |
Only the Adventurer may be accompanied by Followers within
the limits of the A.P. granted for this Act. His Mentor may not
have followers in this Act.

Experience
You may stake only one Experience  card dunng the first Act
of the Adventure. However, there is no limit on the recovery
of experience points.

Outcome
Fatality

If your Adventurer dies during Act I, his Resurrection wrll cost him
at least 3 experience points. This amount is subject to the usual
modifiers. If he doesn't have the points needed, the Adventurer
cannot be brought back to life.

The gods not having noticed him, he doesnt benefit from
their clemency yet !
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Possible conscquenccs ety
If your Adventurer survives but hasn't reached his Objective, apply
the effects of Defeat. Unless noted otherwise, he will have to play

an Act | again until he__s_ucceeds 3

If your Adventurer survives and accomplishes his Objective,
apply the effects of Vlctory During the next Confrontatlon he will
choose an Act Il scenario. The Adventurer is now completely
submerged in the F\dventure and only death or success will get
him out of it. '

Il

The second part of the Adventure is made up of a variable
_number of Act Il scenarios. These are trials that the Adventurer
will have to pass. You may play as many Act Il scenarios as you
wish. The reward for Victory will always be equal to the scenario’s
difficulty, as long as your Adventurer stays alive...

This Act lets the Adventurer gain the experience necessary for him
to tr:umph over his Shadow

You rnay have as many Allles as you wnsh during an Act II

| - Eollowers
- _.._The Adventurer hlS Mentor and h|s Allies may have their own
| FoIloWers & s

R T Ly
iy

i Expcrlencc
~ You may stake up to: three Experience cards during an Act 1.
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Outcome
Fatality
if your Adventurer is dead at the end of the Confrontation,
his Resurrection will cost the amount of experience points equal
to the number following the Victory indicator on the card of
the Act played. This amount may be modified depending on the
‘circumstances in which the Adventurer died.
f the Adventurer can't pay the amount, he can't be brought back
to life. Never will he meet his Shadow.

Possible consequences

The same Act Il may not be played twice“in a row, whether
e Adventurer has succeeded or not. But it may be played again
t a later_time.

For an Adventyrer to move on to Act Ill, the player must
announce Ms wish to do so before depleyment in an Act I
scenario, and he must then succeed in this Act.

This announcement is made after the Approach phase. Some
Adventures follow a logical order, so don't skip any steps !

a2l

ct |l is the most dangerous part of the Adventure. All the
experience that the Adventurer has gained during Act | and then
Act 11 will be needed for him to be triumphant : he will finally
meet his Shadow, menacing and invincible. The Supernatural Gift
Is starting to fade. It is most likely that it will have disappeared
altogether by the end of this encounter...
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Allies and Mecntor
Only his closest of friends may follow the Adventurer in this
ultimate trial : his Mentor, who only will cost half of his global
value. and another Ally at his usual cost in A.P.
- Followers
The Adventurer, his Mentor and his Ally may have their own
Followers. -

| The Shadow
Your opponent must add the Shadow to his own troops. It doesn't
cost him any A.P. Your Adventurer will finally see the face of the
terrifying adversary the gods have placed in his path.

Experience
You may stake up to three Experience cards, plus one per
_additional Character (not counting your Adventurer) .in
your army.

The struggle against the Shadow
Act Il can only succeed if the Adventurer kills his Shadow
himself. If the Shadow is killed by anyone else, then the Act is
automatically a failure. The Adventurer still gains the experience
points or.the Experience cards won during this Confrontatnon
Apply the effects of Defeat

Outcome
Fatallty

If the Adventurer falls facing hls Shadow and dies, but is able
to pay the cost of Resurrecthn. then he returns to Act Il.
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I the Adventurer loses an Experience card during a Recovery test,
then the Shadow automatically wins it and may use it. In case of
multiple losses, randomly determine which card the Shadow wins.

Possible consequences
If Act 11l is a success, the Supernatural Gift is lost. The Adventurer

takes possession of the Elixir that he has so desired, and can start
a new quest... or retire.

If the Adventurer and his Shadow are still alive at the end of
Act Il then the Hero returns to Act Il. Yet the Adventure is far
from over ! His Shadow will be ready for the next time they meet.
The Adventurer doesn’t lose his Supernatural Gift and his Shadow
earns an extra Experience card chosen by the Shadow player.

Is there a life after act III ?

What happens after the final encounter ? Will the Adventurer
retire to a peaceful life with his loved ones ? Can he give up a
life of danger and glory after having lived such adventures ?
Some warriors are capable of this, yet most prefer hitting
the road to look for new quests.

The adventure continues to the gods greatest pleasure,
and they will select a new Shadow to defy the Hero.

Once Act Il isﬁﬁg;(__er. you may decide to keep your Adventurer
and to start a new Adventure. In this case your opponent must
create a new Shadow while taking into account your Adventurer's
evolution. The Elixirs that he possesses only cost him half their
value in A.P. The Shadow's cost must not exceed twice the global
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cost of the Adventurer. It is.possible for an Adventurer to finish
several Adventures, thus gaining strength and experience. But the
more powerful he becomes, the more powerful his Shadows

become too.

The real question is : is an Adventurer’s ultimate Shadow actually
a god incarnate ?




I

Fierce : Fierce fighters are Ins
frenzy seems to prevent it. They are ca

new SIS e o

Authority : a fighter with this Ability may not be a genius at
strategy. but nevertheless has a powerful aura of authority. When
a fighter with Authority is involved in a fray, he chooses in which
way the fights are split and in what order they will be resolved

A fray is a compact group of fighters in base-to-base contact

with each other. The player who has won the Tactical Roll at the
beginning of the round decides if all the fights of the fray at
<take are resolved before or after the other frays. Assuming
there are several frays each with a fighter with Authority, the
player who has won the Tactical Roll decides the order in
which they are resolved. If a same fray opposes enemy
Authorities. then this Ability has no effect.

Dreadful : creatures with the Dreadful Ability are
particularly repulsive or disturbing. Their enemies must

always test their Courage against their Fear, even if they
have previously resisted it or if they have overcome

a superior Fear.

ensitive to pain, their fighting
pable of enduring the

most terrible blows and keep fighting. When a Fierce fighter

is KILLED OUTRIGHT do not remove him from the game.
He is considered Critically wounded and stays on the

Battleground no matter the damage h he end
of the round, when his metabolism finall
Fierce is ineffective against any &

a fighter from the game.
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Flight : Flying creatures have two Movement ratings. The first one
represents  the. ground Movement and follows the normal
Movement rules. The second indicates air Movement and
qepresents the speed with which_the creature can move about
"n the sky. Thefe are three altitude Levels :
Level 0 - on the ground. Normal Movement rules.

Level | - low altitude. The flgurlne ignores all ground types but
must go round obstacles higher than the figurine’s ground
Movement rati‘hg. & !

- Level 2 : high altitude. The figgﬁne ignores _al-'l_'l‘ground types.

A flying figufine begins a game at Level 0. Moving to an adjacent
level takes away 5 cm from the flying creature’s Movement
characteristic, It is possible to go through several Levels in one go,
including after a successful Disengagement. Figurines can only
Engage ‘of Charge one another if they are at the same altitude
Level If @ creature is.aimed at by a-marksman who is one Level
higher or lower than it is, the marksman suffers a -2 penalty
on his die roll"An aim any further in altitude is impossible.
The Incantation of spells and the Calling of miracles follow
~ the same rules. Airborne creatures can target a figurine one Level
lower for a dive. Such a Movement is declared when the creature’s
“card is activated. The airborne creature then Charges its target
in the pormal way, as long as it arrives at the same Level as
its opponent. The Charge penalties and‘?'tﬁe'ru'les related to the
influence of Fear apply normally. In the following Hand-to-Hand
Combat phase, the diving creature’s Initiative, Attack and Strength
are increased by 3 points. These characteristics return to normal
at the end of the round. |
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Bane / X : through a strange gift of destiny or driven by a terrible
hatred, the fighter with this Ability is capable of inflicting an
enormous amount of damage on a particular type of individuals
When he rolls for Damage against his Bane, the Damage is read
one line lower on the Wound Table It is not p055|ble to go lewet
than the last line.

Example : Bane | Acheron, Bane / Fanatlc Bane / Ellte
When a fighter inflicts a Damage Roll on an opponent who is his

Bane and who has the Hard- boﬂed Ab:hty then the two Abilities =
cancel each other out. '

o T
Blood Brother / X : this Ability lllustrates the deep relatlonship d
that can bind two fighters who have time and .again come close
to death together. When one of your Charac.ters has this Ability, ~
he can call upon hIS Blood Brother for a very 1mportant battle.
The global cost in AP of each of them is reduced by 25%
rounded off to the higher integer. This includes all artefacts. spells
and miracles that might be chosen. But if one of the two happens
to die, his Blood Brother subtracts one point: from all his dice rolls

until the end of the game This penalty does not apply to Damage _
Rolls. . Sam e 'y F

Consciousness : a fnghter ‘with the Consciousness Ability.- ﬁ
may have extremely sharp senses, a mysterious gift, or be simply
highly attuned to his environment. “Whatever the case. he can
Charge an enemy he could not see at the begmnmg of h;s move.

He also ignores the effects of the Assassin F\bnlfty and can detect
Scouts who are within Chargmg dlsl;ance



Flight : Flying creatures have two Movement ratings. The first one
represents the ground Movement and follows the normal
Movement rules. The second indicates air Movement and
epresents the speed with which the creature can move about
in the sky. There are three altitude Levels :

- Level 0 - on the ground. Normal Movement rules.

- Level | : low altltude The flgunne ignores all ground types but
must go round obstacles htghefs? than the figurine’s ground
Movement ratmg

- Level 2 : high altitude. The flgqﬁne ignores all ground types.

. A flying figurine begins a game. at Level 0. Moving to an adjacent
level takes ‘away 5 cm from the flying creature’s Movement
characterisic. It is possible tago through several Levels in one go,
including after a- successfu} Disengagement. Figurines can only
Engage ‘or Charge one another if they are at the same altitude
Level Af @ creature is alnaed at by a marksman who is one Level
higher or lower than H: is, the marksman- suffers a -2 penalty
on his die roll" An, aim any further in a{tltude is impossible.
The Incantation of spells and the Calling of miracles follow
the same rules. Airborne creatures can target a figurine one Level
lowe'r for a dhg'-" Such a Movement is declared when the creature's
in the gormal way, as long as it arrives at the same Level as
its epponent. The Charge penalties and the rules related to the
mfluence of Fear apply normally. In the followmg Hand-to-Hand
Combat phase, the diving creature’s. Initiative, Attack and Strength

are increased by 3 points. These charactenstlcs return to normal
at the end of the round. i B : |
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Desperate : a Desperate fighter has nothing to lose, either
because he has already lost everything, or because he has
never had anything. A Desperate fighte&ggoes not know Fear.
Penalties due to the influence of Fear are transformed into
bonuses, and he will never flee. A Desperate figh ef can even
freely Charge or Engage a Fear-inducing figurine. b

Incarnation : a warrior to whom this Ability is given doubles
his value in A.P. But he has now become a Character with all

the advantages this status brings. Any non-Character can be given
this Ability. :

Pariah : a Pariah has long ago forsaken his people, either on
his own initiative or by obligation. Even if he sometimes still
fights alongside his former brothers, being a Pariah prevents him
from taking advantage of the Leadership Ability of ,;ny figurine
that is not itself-a Pariah: == 7~ = ‘R aa&l" o T

Hyperian : Light fills the blood and soul of its children.
the Hyperians. These individuals have been appointed to carry the
Principle of Clarity into the deepegt of Darkness. The Hyperians ; |
are extremely rare and many of them have no idea of the origin
of their strange power. A Hyperian fighter is immune to any form = 1
of Fear. The Hyperians naturally repel creatures with a Fear rating
on their Reference card : these treat the Hyperians’ Courage rate -
-as if it were Fear and-their own Fear as Courage. This rule also
applies to the Living-dead, but not to Constructs. This unique
= faculty cannot be passed on by Leadership. The Cynwill Elves are 3
- instinctively friendly with the Hyperians as if their destinies were
linked. They can ally on any battlefield. 3 |
38
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stateless : Stateless fighters do not belong to any people,
to any god or to any nation... They don’t respect any laws and
only follow their own rules. Their destiny lies elsewhere.
A Stateless fighter can join any army and will adapt so well
to his envionment that he will adopt the Ability most widespread
within his new hosts’ ranks at the beginning of the battle. He can
only acquire the Abilities mentioned in the CONFRONTATION
booklet in this way. For Abilities with variable values (X),
asifor Leadership, Regeneration, Mutagenic or War cry, apply the
valuer X most widespread within the army. The following
Abilities- cannot be acquired through the Stateless Ability
Additional Limb, Colossal, Enormous, Gigantic, War-horse
and Living-dead.”

Toxic / X : there are many ways to kill or to defend oneself
on Aarklash. Many creatures make use of toxic substances
Capable of neutralising their predators... or victims. Each round.
* before the Tactical Roll, you can choose a Toxic warrior for every,
even incomplete, 100 A.P. of warriors-in your army who possess
this“ Ability. The Toxic warriors’ artefacts, spells, miracles
and Experience cards are to be added to this total. The figurines
must be chosen at the beginning of the Movement phase.
Place a D6 next to every chosen figurine. This D6 is called the
Toxic' Die. Once per round. just before making an Aim or Attack
Roll. one of the chosen warriors is able to replace one of
his Aim or Attack dice with his Toxic Die. If the action
accomplished with the Toxic Die causes a Damage Roll, his target
Immediately takes a second Damage Roll with a Strength equal
to X. Living-dead, Constructs and Immortal Beings are immune
to this Ability,

11
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Immunities are magical or natural properties
figurine with this Ability cannot be
to Wounds located in the

Immunity / X :
that protect certain fighters. A
harmed by the attribute X or is immune

part of the body X. |
Examples : Immunity / Fear, Immunity / Fire, Immunity / Head...

Implacable / X : an Implacable fighter who unleashes his fury
will do anything to slaughter his opponents. Such a warriok can
carry out up to X additional Pursuit Movements in the same ro%d

¥ z—

Master Strike / X : the most disciplined and mos‘é?f(
warriors have learned to concentrate all their energy \
split second and deal blows capable of shattering.r
with this Ability can attempt Master Strikes in the
a Character. If one of his Master Strikes hits
Strength is increased by X for the following Damage
for this one.

Personal Enemy / X : the causes that fuel th
on Aarklash are many. But there is one that causes more
than hurricanes do : hate. If a Character deals with his#Pe |
“Enemy and kills him Outright, he automatically Heals all s v
Wounds. He also « steals » an Ability of his choice from
enemy, and can use it until the end of the battle. , e

Hardened : some soldiers have lived so long amidst the battlefields
that war has become their reason to live. Characters who master
_ this Ability consider a 5 as a 6 on any roll of the dice, and can
therefore re-roll them as such. Hardened has no effect on Damage
~Rolls. It cannot be. gained as a Supernatural Gift or as an Elixir.
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Table of

Experiegnce Points

Reminder : the cost of artefacts, spells, miracles and
Experience cards is to be counted in the sum of A.P. if their

owner should be killed.

Losses caused within the enemy’s 10% of A.P. eliminated,
ranks by the Hero himself rounded off higher integer

For each Exceptional Wound inflicted

I point
on an enemy by the Hero himself e
If the He'ro finishgs the Confrontation 2 points
without being wounded
For each Hero killed by your Hero 2 points
Losses caused by the enemy - 5% of A.P. eliminated,
within the Hero's ranks rounded to higher integer
For each Exceptional Wound i
suffered by the Hero - pont
If the Adventurer's Mentor is killed* -3 points
For each of the Adventurer's ;
Allies killed* L pomnt

™ Only applies to Adventure mode.

43

e 2









idden behind a drapery. the Harle watched
the assembly. The room was packea . Tonight,
Skahas. the Alahan Ambassador. was receiving
the various delegations present in Cadwallon.
The reception was at its height.

?Ilfinembers of the city’s high society were gathered in the grand
hall. An assassin could have beheaded Cadwallon in one instant.

But the Harlequin was not the one. He was considered Aarklash's
greatest thief, but also the tutelary protector of the city. There had
always been a Harlequin, and there would always be one. No one,
not-even Duke Den Azhir, the lord of the city. knew his identity.

A young man with a taciturn look, his back to a column, also
watched the assembly. « Rolon, mischievous Rolon. what dirty
trick are you up to now ? » The Harlequins impish eyes, behind

his leather mask. fixedly followed the young thief. The latter
seemed not to be at his first larceny.

The Harlequin drew a tarot deck out of his bag. chose the Star

card and, using a gem. softly called upon its protection. Then,

practically invisible. he left his hiding place to follow in Rolon's
footsteps...

Without even suspecting he was being watched. Rolon went

upstairs, walked discretely into one of the bedrooms and came
out again a few minutes later with a satisfied smile.

One of the maidservants not{_ced the misdeed and gave the alert...
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Jeteran of his people. gathered

| hunt. According-tohim't thlef was wearing
a black mask a coeked hat and a ctoak made o[ paeces o[ cloth
~of various colours a EaRE N Seea ;

..1{’. K R ".".“

The Harlequm had an old score to settle wttfr Darelh
He knew he could not allow htmsef to be. caught otherwwe
the legend of the protector of thieves woald die. He “took
the Fool card, whzspered a few words @f power: and rished

through the window. He jumped from rooftop to rooftopf;
building up speed with each [eap - s

Skahas’s many mdmamen were in hot purswt”: fimongst
the rare civilians who were " fo{[owmg the poltee forces,

young Rolon was by far the most vicious. He: oo had a score
to settle with the Protector o[ Cadwallon, ' -

After a few minutes, the Harlequin, far too fast. had outrun his
- pursuers. This foreseeable escape ended the chase.

Darelh was furious. « We'll meet again, Harlequin. You hear me...
we'll meet again ! » 2.

Unable to resign himself to abandoning. he spht his men into
small groups.

Rolon wanted to join the search.
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| Darelh’s refusal angered Rolon who rushed cflone into the night,
 setting off after the thief. He could see--nommg-__--’lto___:_mor.kmant...

" Suddenly he found Harlequin who was watching him from
a rooftop. holding his deck of cards likg a fan. .

; So little thiéf, we are trying to put the blame on me, aren't
we P» Harlequin's words were soft. Rolon knew however what

1o expect. .
‘Out_of bravado he took aileqtﬁe r_:;bag from his belt and waved
in the Harlequin’s direction. Sl

« Look you, 'thei;---;urbaned' ci'_n_é;_ you're not the one who'll get
the damsel's jewels ! »

He had hardly ﬁriish'ed‘ his sentence when a bright flash ripped
the darkness. When the card hit him. Rolon screamed.
The Alahan soldiers came running.

They found Rolon holding his wrist with his good hand.
At his feet lay his severed right hand and a bag containing
the stolen jewels. There was also a bloodstained tarot card.
It was razor-sharp, Darelh looked at it : it was the card of Justice.




. This age shall be the one
the Ancients choose to designate
their champions. These shall
toil day and night, and they
shall be vanquished by none

but themselves... »
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