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DAIMAGE TABLLI

In CONFRONTATION, when a nexus is inflic ted with (i(mm;w-, the [).mm)'('

Table below is consulted after mHm;; 2d6. The lower of the two results

lets the Damage be localised

RemiNDER: On Damage Rolls a “6” is not rolled again and a result of

| " is not an automatic failure.
|
|

The sum of the 2d6 + the attacker’s STR - the nexus’s RES indicates

the level of damage in the first column. The junction between the cor

responding line and the nexus type indicates the amount of S.P. lost.

DAMAGE TABLE

No effect
"No eFFeict
ISP
-2SP
-3SP
-4 SP

If the result is a double then the damage is exceptional. This type of
damage doesn’t take STR or RES into account and isn’t subject to
modifiers. All effects bound to exceptional wounds are applied in the

normal way. Any double gotten using a sacred weapon inflicts normal
damage.
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R el T CHMBAT GRIUFS

Example: An orc player is [aml with the Scorpion player of the previous
example. He has three cards organised in the deck s follows: warrior G Hidd the tall ferns of the Forest of Diisha, Ophyr observed the col-
! e tall fe a, Opl
rior ran Kal. Since p fve cards he can use his idden in
i <2)‘ l!”"an ,\‘],. S””( h“ “PP()”( i h(“ ,“” “”d\ l ‘ dd”(‘”](”]q 1o fﬂj(l' over hl\ territory. .‘\”“)”x Ih(' |

umn n[S!rO’hm warriors

erched on a troll seemed to be discussing tactics with |

rlgfll to r(’[usaf up to two times (5-3=2).

The ores lost the Tactical Roll so the Scorpions activate their
halberdier card. Expecting some baseness from the Syhars, the orc player
decides to have his warriors wait by skipping his turn for a first time. So the

Scorpion player must draw his second card...

ﬁr.\‘r Dirz | troops a sorcerer p:
a goblm officer.
The Guardian addresse

yllia. The crossbowman ’s sk
The predalor would take care of the troll and then of the rest of the war

staff As for Ophyr, he reserved the sorcerer for himself... And finally the
warriors would‘ﬁnish their masterpiece by sowing panic among the ranks

of the god Rat. After that all they had to do was catch the runaways!

d his brothers in the sign language of the Sons of |

ot at the officer would be the signal to attack. |

If more than two armies are present in the two opposing camps (an
alliance of Lions and Griffins against the living-dead of Acheron, for

example), then only one deck is made for each camp.

ify the movement phase by affecting the ‘
The combat group rules modify t ‘
THE HAn D [IF FATE waythe armies are deployed and moved. Each camp is divided into varied |

d of a “leader.” |
Misan was finishing the scientific calculations while the Master Reaper | squads placed under the command of a ‘

impatiently looked on. The Clairvoyant’s concentrated look on his face
suddenly gave way to one of satisfaction.

“The heavens are fauourable today. Fate and chance should smile upon
us, Dekkar!”

“Normally I'm not superstitious, but very well. You will accompany me

during this battle and we shall see if your science holds true.” +he Cﬂmb(ﬁ (IH’HLIP

The combat group rules are a bit more complex than the two previous ‘
\

options. However, the strategic possibilities they give are many, especially |

if you play in an urban setting or if you enjoy coordinated strikes...

Acombatgroup is made up of two or more miniatures. These fighters can |

be of different types. Each of these grou |
e maximum number of fighters in the combat |

The armies are raised according to the Confrontation rules.
ps must nevertheless include a

The consecutive Approach and Tactical Rolls are made before the
deck is made. Once the Discipline Roll has been made each player may | leader whose rank sets th

keep one of his reference cards and put it aside. The one who won the | group he leads.

When building yourarmies the various combat groups and their compo-

Tactical Roll may keep one additional card. This rule replaces the reserve
in Confrontation. sitions are noted on a piece of paper.

The remaining cards are then placed into a common deck, which is
then shuffled and dealt among the players. Each playerthushasa “hand” | | o C[d ers and number \Y

of cards made up of the various armies present.
Any fighter with a DIS equal to or greater than |, except those of |

|
Ex«mple:A gobh‘n plyer has won the Tactical Roll. Since he has grand “Irregular” or “Creature” rank, can be selected to be leader of a combat |

designs for the Babayagob he decides to place her aside with another card:
goblin with ball and chains. After the cards are dealt he realises that most | the leader’s DIS must

of his army is in the other players’ hands... The Sorceress will nevertheless | of his group.
The maximum number of fighters in a combat group depends on its

group. This affects neither his characteristics nor his A.P. value. However,
be equal to or higher than the one of the members

remain mistress of her destiny!
leader’s rank.
The cards are then played one after the other and taking turns, beginning

with the player who has the highest number of cards in his hand. In case + IRREGULAR/CREATURE:

of a tie the player who won the Tactical Roll acts first. The players are + REGULAR:2
free to look at the cards they have been dealt and to choose the ones « VETERAN/INITIATE/DEVOUT: 4
they activate. Thus they can activate their own troops or force an opponent + SPECIAL/ELITE/ADEPT/ZEALOT: 6

to put his into play. + LIVING LEGEND/MAsTER/DEAN: 8
+ MAJOR ALLY/VIRTUOSO/AVATAR: |0
The cards placed aside at the beginning of the round can be activated @) An Irregular or a Creature cannot be a leader.
instead of a card in one’s hand or even at the same time as a card that
belongs to the player. It is impossible to activate a card set aside at the | A combat group can have only one leader.
same time as an opponent’s card.
Special cases
Example: Our goblin player had to make the best of a tricky situation.
His opponents teamed up and forced him to move his whole army before
theirs. At the last moment he gets a “Strhm knights” card and activates | Whatever their DIS rate, even if they don’t have any, magicians and

Magicians and faithful

the two cards he set aside at the same time! The combined movement of | faithful can become leaders.
the three types of fighters causes a devastating Charge that the Babayagob’s
fiery magic brings to perfection...

’ THE CHRONICLES OF THE WORLD OF
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If a group’s leader has the “| eadership” ability, the maximum number

of fighters his combat group can include is incre
points equal to his DIS rate
If such a leader does not have a DIS rate, then the

{,ghtors in his combat group is increased by a number of points equal to

his Power if he is a magician or to the sum of his Aspects if he is a faithful,

a faithful, then the maximum number of
fighters is increased by a number of points equal to h

If he is neither a magician nor

alf his (,oumgc or
Fear rate, rounded up to the nearest integer,

Mudificalinn uf The DIS rafe during the

?(llll(‘.

Ifthe leader’s DIS rate should happen to be modified (spell, etc.) then

the maximum number of fighters in his group remains the same.,

Ex(ll“[)l“: During a confrontation Hogarth \ll/,l'!\ the effects of the
“Gerebral v\”'u{)‘))/“ \Iw”. His DIS is reduced to 0. All his men remain

under his command and his combat group doesn’t change,
§ [s

Independent fighters

Fighters who aren’t in any combat group are called “independent
fighters.” They cannot be leaders butthey can join various combat groups
during the game (see section on “Modification of combat groups”).

Making the deck

Each combat group depends on its leader’s reference card for its
movements. The deck is therefore made up only of the leaders’ and
independent fighters’ reference cards.

Example : Hogarth the Colossus is a Regular with a DIS of 3 and the
“Leadership” ability. His combat group can thus be made up of a maximum
of six miniatures including him. The Colossus chooses to be accompanied by
three Kelt warriors, a minotaur and a Kelt druid. The six miniatures move
when Hogarth’s card is activated.

His army also includes a Fianna musician and a Fianna totem-bearer. The
musician is accompanied by three Fiannas, and the totem-bearer has been
joined by two fury warriors. Hence the whole army includes 13 miniatures
distributed among three cards.

Deplaying cambal graups

During the Approach, each member of a combat group must be within
10 cm or less of its leader.

| Disappearance uf The leader

If the leader of a combat group should happen to disappear during

| the game, then his group is dissolved and all its members become
| independent fighters. During the following movement phase their

reference cards must be added to the deck, unless they manage to

| join a different group.

ased by a number of |

' Muadificalipn mf cambal GrEUPS

| of their combat groups.

maximum number of |

| [mining a cambal gruup

maximum number of fighters hasn’t already been reached.

A Discipline test is made for the fighter attempting to join the combat
group. Its difficulty is equal to half the distance (rounded up to the higher
integer) between the fighter and the leader of the group he wishes to
join. If they are in base-to-base contact with each other then the test is
automatically passed.

new group.
If it fails, he remains bound to his old group or keeps his status of
independent fighter if this is the case.

Ex(lmple: The Sessairs P/,[ym decides to trytorally a Fianna

was part of 1

unnlmlwnup. One of the Kelt warriors who

‘J(‘(‘H ‘J!”(‘t!, l‘u‘((:)/rlll;'\ maximum number of fignters r
This act is allowed since the Fianna’s DIS is lower

the Fianna is standing 13 cm from Hogarth she mu
test with a ‘!’H” ulty of 7.

Leaving a cambal grmip

Any fighter, except leaders, can freely leave his combat group. No test
is required. His reference card is then added to the deck.

Deplmying fighfers during the game

Fighters deployed on the battlefield during the course of a game due
toan invocation, a resurrection or a game effect such as the “Reinforce-
ment” ability are considered to be independent fighters.

These rules can be combined together. For example, having a
“strategic deck” made up of “combat groups” would simulate the
dilemmas illustrious generals are faced with when watching their
troops from the top of a distant hill...

P

Before each Tactical Roll the players can try to modify the composition

Any ﬁghler may try to join a combat group as long as his DIS rate isn't |
greater than that of the leader of the group he wishes to join and that its |

If the test is passed then the fighter is considered to be part of his

1
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BLESCERERY

0 o has never dreamt of shattering hills using the

mountain-breaker? Of burning down the forests
of the elves? Of entering the inn by smashing the
window instead of using the door? Here is a proposal of rules that
define the “solidity” of an element of the scenery in the world of

CONFRONTATION and RAG'NAROK.

The element represented by the scenery is defined by two things: the
material it is made of and its mass. It is easier to break a wooden door
than a door of metal, for metal is usually more solid than wood. Similarly,
it takes less time to crack a small stone than to saw through the trunk of
a huge tree, for the volume of the wood is much greater.

+ The material the element of the scenery is supposed to be made of
defines its Resilience/RES.
+ Its mass is represented by a certain number of Structure Points/S.P.

The combination of these two factors defines the element of the
scenery’s magnitude when it is targeted by a game effect.

Unless noted otherwise in the material’s or the structure’s description,

all elements of the scenery have the “Inalterable” ability (see below).

RESILIENCE

This characteristic of an element of the scenery is used in the same
way as in CONFRONTATION and RaG’NAROK. lts value is subtracted from the
result of the Damage Rolls it s inflicted with.

The material an element is made of also gives it certain properties (see
Abilities).

Fragile as glass

Windows, stained glass, porcelain and certain minerals (crystal,
quartz, etc.) are as fragile as glass. They are therefore assimilated with

this material.

MATERIAL
Crystal
Thin glass
Thick or reinforced glass

Glass and bars

Thick glass and bars

ABILITIES: Breakable. Vulnerable. Glass can also have the “Transpar-

ent” ability if it is an element made to let light come through.

Leather and brane

Leather and bone also includes hides that cover barbarian huts, hangings,

or even the abominable walls of flesh of the halls of Darkness.

MATERIAL
Fine leather, very light hut

Tanned leather, fragile bone, marauder’s hut

Strengthened leather, normal bone, sedentary hut

Brontops hide, thick bone, chief’s hut

Morbid constructions

not “Flammable.”)

Walls

Wood, cob and brick are used to make walls.

These elements exist in countless sizes and compositions.

MATERIAL

#rozen or rocky earth

Small tree or bale of hay
Grown tree or brittle brick
Venerable tree, brick of low quality

Badly maintained wooden palisade,
wall of regular brick

Wooden palisade of fortified farm

Wooden stockade of small fort,
thick brick wall of good quality

Thick, tarred wooden stockade of a fortress
of the dwarves of the plains of Naél-Tarn

ABiLITIES: Flammable if it is an element made of untransformed wood
| or other material (simple tree, roof of straw, etc.).
’ Elements made of strengthened wood are usually treated against
! incendiary attacks. They are not subject to this ability unless the incendiary

attack’s STR is greater than or equal to twice their RES.

Example : nd her goblin warriors are attacking a
small rounded by a wooden palisade whose RES value
is eg ows a fireball (STR 15) at the barricade.
Th than twice the barricade’s RES (2 x 6 =

12), ther s burning
L ris o (\

. RO E&QRILEICATIOMH

ASSAULTING

AsILITIES: Vulnerable. Flammable. (Elements made only of bone are |

2
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'Melal and stane

Elements of the scenery made of huge rocks or of metal plates are by

L of RES of such elements has
its own value in its “Indestructible” ability.

far the most difficult to destroy. Each leve

MATERIAL

ABILITY

Stone wall of @ house

Indestructible/10

Wall of steel Indestructible/|0

Wall of a fortress _ Indestructible/[2

Wall of pure Alphax Indestructible/I8

STRUCTURE

At first it seems surprising that a simple warrior should be able to destroy
a low wall or chop down a tree with a single lucky blow,

To convince oneself that such a manoeuvre is possible, one must know
that a roll of the die can represent a whole sequence of bl

ows. The ele-
ment of the scenery can also have been badly built or have been dam-
aged in the past, and the impact’s force brings this weakness to light
in a spectacular way. And the strongest of doors easily gives way if it is
violently unhinged.

Seeing that there is an infinite number of elements of the scenery, the
number of S.P. they are given is most often up to the players. Criteria
such as its height, its width and its thickness, in other words its mass,
are obviously primordial. An element of the scenery representing an old
building that is worn by vegetation and time will give in to attacks much
easier than a new one built with revolutionary materials.

Because the creative possibilities of making elements of the scenery
are limitless, it is strongly suggested that before game begin all players
agree on the RES and S.P. values of the elements present on the battle-
field that can be destroyed.

In order to establish a base for comparison, a human warrior in Con-
frontation has 4 “Structure Points” represented by his Wound degrees
(Light Wound, Serious Wound, Critical Wound and Killed Outright). A
dwarven chariot or a goblin mountain-breaker has 8 S.P.

The RACKHAM range of products offers a wide choice of columns,
doors and other items made to decorate your settings and dioramas.

Here are examples of their RES and S.P. These values can change depending

on how these items are represented on the battlefield.

CHLUMNS

: ot
| HERALD - cHLUmM
h HF MERCY HFFEMPFAHIEN

ABiLITY: Indestructible/I0

2
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RULESFORTIFICATION ®

| GUARDIAN HI EFERNITY

[ CHLUMN HF THE DAMNED

MATERIAL: Stone/RES I \

AgiLITY: Indestructible/I0

DESTRUCTIEN HF TH ESEERERY

An element of the scenery can be made up of one or several objects.

n item representing a house, for example, can be made of a single
e an assembly of several removable

A
piece of plaster or resin. It can also b

parts: walls, doors, windows, etc. \
Each element of a setting has its own RES and S.P. values and is removed

2 from the battlefield when it has lost its last S.P. ‘
single piece of plaster or resin is removed |

nggl;fv; Vulnerable

In this case an item made ofa
ssembly can be taken apart piece by piece.
ly unrealistic when one has to

at once while an a

These two rules may seem abrupt and fair
[tar, a barricade or a huge structure at once. Yet it would be

remove an a
abit awkward to preten
and that the fighters can pass through it while the object representing

the castle is made up of a single block of plastic and is therefore still

d, for example, thatawing of a castle has crumbled

standing on the battlefield.
In this case the solution would be to have adjustable elements of the
scenery made up of removable parts (doors, windows, walls, etc.). The
protagonists can then have fun assaulting the scenery...
And Hysrip players can equip themselves with several Fallen Rocks

counters, which can always come in handy.

Lrad-bearing siruchures

Constructions often have elements that support their higher parts,
such as the roof of a tavern that is held up by its walls.

To represent this a skilled player can destroy an element of the scen-
ery by attacking its load-bearing structure. These must be defined by all \
players before starting the game. 1

As soon as half of the load-bearing structures (rounded down to the ‘
lower integer) have been destroyed, the element of the scenery is com-

pletely demolished.

Cullapse

An element of the scenery that has |5 S.P. or more is qualified as being
massive. It truly comes crashing down when it is destroyed.
Ifthis happens to an area covered by a roof, such as a house oratemple,

then all fighters located inside it and more than 5 cm from an exit when
it is destroyed are removed from the battlefield. They are considered
losses, buried beneath the rubble until the end of the battle or even for

all eternity.

‘ THE CHRONICLES OF THE WORLD OF [RACKHAM I




If Incarnation or a similar game mode is being played, then 1d6 is rolled
for every buried fighter. On a result of “I” or “2” the warrior is Killed
outright- On any other result he survives the structure’s collapse and

can therefore continue on with his adventures during the next game

Fighters located on or inside (within 5 cm or less of an exit) a massive
element of the scenery that collapses, as well as fighters standing within
5 cm around it, suffer a Damage Roll of 3 STR equal to the highest RES
of the destroyed element of the scenery.

In any case these ﬁghters automatically fail their Attack, Aim, Power or
Divination tests until the end of the round.

Surviving miniatures that were standing inside are randomly placed
within 5 cm or less of the nearest exit by the player controlling them.
‘ If they were standing on it, they are placed within 5 cm or less of the
E closest edge of the element of the scenery by the player controlling
them. They cannot be placed directly into base-to-base contact with
another miniature.

ABILITIES IF THE SCENERY

BREAKABLE: A fighter can attempt to pass through a Breakable element
of the scenery at his activation during the movement phase. To do so he
must announce a charge against a target located behind the obstacle or
against the obstacle itself. When he comes into contact with the element
of the scenery, the fighter inflicts it with a Damage Roll. If he has equip-
ment that gives him a bonus in STR when charging, then he benefits from
it. If he also has the “Brutish charge” ability, then make two Damage Rolls
instead of one.

Ifthe element of the scenery is destroyed, the fighter can finish his move-
ment. He must nevertheless be able to move through the opening thus

created. If he can’t, then his movement is over.

If he passes through or not, the broken element may cause the fighter
some discomfort (shards of glass, etc.). Roll [d6. On a result of “|” to “3”
nothing happens. On a result of “4” to “6” the fighter suffers a—| penalty in
INI, ATT and DEF until the end of the round.

If the element of the scenery is not broken by the fighter’s impetuous

assault, he is destabilised and covered in ridicule. He suffers a | penalty in

INI, ATT and DEF until the end of the round. These penalties are cumula-

tive with other penalties affecting him. They cannot lower a characteristic
below 0.

INALTERABLE: Unless noted otherwise, an Inalterable structure is
| immunetoall game effects other than shots and attacks in hand-to-hand
combat. If an attack or a shot causes a different effect than the loss of
| S.P., then this effect is ignored and the Damage Roll is resolved in the
| usual way.

When its S.P. reach O or less, an “Inalterable” structure is not consid-
- | ered to be Killed Outright, but rather is Destroyed. This difference is
| important in regard to certain effects that depend on a result of Killed
| Outright (the spectres of Acheron’s Heartrender, the Dirz biopsists’
special capacity, etc.).

INDESTRUCTIBLE/X: Only titans can demolish high walls. Elements
| of the scenery endowed with this ability are immune to Damage Rolls
whose STR is less than or equal to X. This does not mean that they can-
| not be destroyed: it only takes much longer than a single battle to bring

them down.

FLAMMABLE : Flammable elements of the scenery can catch fire if they
suffera Damage Roll caused by a spell made even partially of Fire or by a flaming
weapon (Judgement Blade enchanted by the “Incandescent Chastisement”
spell, etc.). Roll Id6. On a result of “3” or more the scenery catches fire.
A “Gem of Fire” counter is then placed on the element of the scenery; an
additional counter is added after each following Tactical Roll.

The element of the scenery automatically loses as many S.P. as there are
counters before each Tactical Roll. If, after having lost these S.P., the ele-
ment has less than |0 S.P. left, the fire is at its strongest. [d6 must then be
rolled for every fighter standing within 2.5 cm or less of one of its sides (at
altitude Levels 0 and ). One point is subtracted from the result for every S.P.
the element of the scenery still has. Ifthe result on the die is a “I” or if the final
result is less than or equal to |, the fighter suffers a Damage Roll (STR 8).

The fire can spread if another “Flammable” element of the scenery (which
doesn't already have a “Gem of Fire” counter) is nearby. After each Tacti-
cal Roll Id6 is rolled for every “Flammable” element that has so far been
spared by the flames within |0 cm or less of an element of the scenery on
which one or more “Gem of Fire” counters have been placed. On a result
of “5” or “6” it also starts burning. A “Gem of Fire” counter is then placed
on it. An element of the scenery can be subject to several consecutive tests

if it is within 10 cm or less of several elements in flames.

TRANSPARENT: If it is a window or a similar object, a “Transparent”
element does not block the lines of sight of fighters standing within I5
cm or less of it. Beyond this distance the reflections prevent fighters from
correctly seeing through it. Projectiles and fighters cannot pass through it ‘
without it being broken. It is possible to cast a miracle through it. This also |
counts for spells as long as they don’t inflict Damage Rolls on their target.

VuLNERABLE: Vulnerable elements of the scenery are affected in the
normal way by all game effects that cause a Damage Roll (spells, mira-
cles, etc.). If these same game effects have other consequences (such

as penalties), these do not apply.

CHLUMNS

CHLIMN
HE CALAMI+Y

MATERIAL: Stone/RES ||

EQUIFMENT AND SFECIAL RULES

LANDSCAPES: Some elements of the scenery represent landscapes
(hills, mounds, etc.) These can only be destroyed by a single blow. If
they don’t lose all their S.P. after a single attack (no matter how many
Damage Rolls it causes), they don’t lose any S.P.

ARTILLERY: If an element of the scenery suffers a Damage Roll caused by
an item with the “Light artillery” or “Heavy artillery” ability, then multiply
the loss of S.P. by 4. This is also valid for Artillery with zone effect.

5 | '
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é ncendiary equipment

INCENDIARY EQUIPMENT: A fighter can be giveni
and-to-hand combat weapon (torch,

jar of Greek fire, etc.) or his projectile weapon if he has one (burnilng
arrows, etc.). If he wishes to equip himself with both, this would cost him
6 A.P. This equipment lets the fighter try to set “Flammable” elements

{ for 3 A.P. This can be a secondary h

of the scenery ablaze.

EXTINGUISHING A FIRE: There are two ways to put outa fire.
s of 10 cm

+ By calling on a magician. A magician standing within a radiu
so, before

around an “element in flames” may try to put it out. To do
the Tactical Roll he must spend as many Gems of Water as there are
“Gem of Fire” counters on the element on fire and remove the corre-
sponding number of counters, over a span of several rounds if needed.
He can also proceed by spending Gems of Air or Darkness. In this case
every two Gems of Air or of Darkness (or one of each) he spends lets
one “Gem of Fire” counter be removed.

+ By spending some of one’s army points on a fire extinguishing corps
when building one’s army. This corps can take on various shapes: a sud-
den downpour, villagers ready to intervene, etc. This is not represented
on the battlefield. Its efficiency, represented by X, is proportional to the

number of army points invested.

1% OF THE ARMY’S TOTAL VALUE: X = 6
3% OF THE ARMY’S TOTAL VALUE: X = 5

5% OF THE ARMY’S TOTAL VALUE: X = 4
At the end of a round Id6 is rolled for every “burning element of the
scenery.” Ifthe rolls result is less than “X”, nothing happens. Ifthe resultis
greater than or equal to “X,” a “Gem of Fire” counter s removed from the
blazing element and this test is made again. If there are no more “Gem of
Fire” counters left on the element, then the fire has been extinguished.

| SEIME EXAMFPLES
Spliﬁmg meuniains
Aplayer has deployeda Mountain-breaker in her goblin army and wants

to pulverise a smal

are standing.
The hill represented by the element of the scenery is out of earth (RES

( hill on which her opponent’s two dwarf bombardiers

0) and has 18 S.P. It is therefore considered to be massive. Since it is 3

form of the landscape it can only be destroyed by a single attack.

The Aim Rol

shoots a “shell” that causes three Damage Rolls. This is nevertheless

asingle attack.

Inall, the three Damag
The Mountain-breaker being an artillery machine, this amount is multi
plied by 4, thus making a total loss of 24.S.P. The hill is disintegrated in

2 monumental explosion.
ement of the scenery and they were on top of

e Rolls have inflicted the hill with a loss of 6 S.P.

Since it is @ massive el

it. the bombardiers suffer a Damage Roll of STR 0 (the hill’s RES)

representing their promontory's collapse in addition to the damage caused
by the “shell’s” explosion.

The dwarves are placed within a radius of 5 cm from the closest edge of
the hill and facing the direction chosen by the player controlling therr
Their Attack and Aim tests fail automatically until the end of the round

The hill is then removed from the battlefield.

Starfing farest fires

The Gorgon, a necromancer of Acheron, is fighting a pack of Wolfen

entrenched in a forest. She would rather force them to come out than

confront them on their hunting grounds.

In the Wolfen army’s deployment zone there are eight equally sized
templates placed 10 cm from each other. Each of these templates symbolises
an area where trees of respectable height are planted and the vegetation is
thick. Each one hasa RES of 3and 6 S.P.

The Gorgon uses the “Arrows of Hecate” spell during the magic phase
She sends two flaming projectiles flying towards two different groups of

trees. The two templates each lose | S.P. due to the spell’s impact.

Fire” counter is placed on it.
there are “Gem of Fire” counters on it, meaning |. Its S.P. value is reduced to

crossbowman is hidden behind one of the bushes. Id6 is rolled and the result
is “3.” The amount of S.P. the template still has, which is “4” in this case, is
subtracted from this result. The final result is thus —I: the crossbowman is
burnt and suffers a Damage Roll (STR 8).

Oncethe loss of S.P. and any Wounds caused by the fire have been resolved,
each player makes his Tactical Roll.

Immediately after this an additional “Gem of Fire” counter is placed on the
blazing template.

A new test is then made to know if the fire spreads to the “Flammable”
templates located within 10 cm of the burning one that have been spared so
far. Id6 is rolled for each of the three concerned templates: they catch fire
onaresult of “5” or “6.” The results on the dice are “2,” “6” and “6.” So the
fire spreads to the two templates selected last and a “Gem of Fire” counter
is placed on each one of them.

‘ THE CHRONICLES OF THE WORLD OF

“3” or more on a roll of 1d6. One of the templates is set ablaze: a “Gem of ‘
Before the next Tactical Roll the burning template loses as many S.P. as |

4: the fire is at its height and risks burning those who get too near. A Wolfen |

4

| is resolved and the hill is hit. The Mountain-breaker [

The vegetation represented on the templates can catch fire on a result of |

6
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RULESFLYING

’ FLYING

EIGHTERS

These rules replace those described in Incarnatio, R

n for CONFRONTATION
; N e
and in RAG’NAROK.

INERITLIDE LEVELS

Three altitude levels are used to represent the fighters’ position on the
battlefield and in the air.

Leve o: 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 at level 0. This level
is therefore not the surface of the tabletop, but rather the surface of the
elements placed onto it.

LeveL | : This level represents the low altitude flight zone.

LeveL 2 : This level represents the high altitude flight zone.

DEFLLYIMENT

Miniatures with the “Flight” ability must be deployed at level O unless
specified otherwise in the scenario.

ELACING THE MINIATURES

When two miniatures or two Units are at the same position on the bat-

tlefield but at different altitude levels, placing them can become quite
tricky. To solve this problem the following rules must be applied. As soon
as afighter takes off and is at level | or 2 replace his miniature with an Alti-
tude counter (supplied with RAG’NAROK). Mark one side of the counter
to symbolise its front in order to be able to determine the represented

miniature’s field of vision.

In RAG’NAROK a whole Unit is represented by a single counter, no mat-
ter the number of fighters it is made up of. The counter is 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 at levels |
and 2 is simulated on this other surface.

As long as a fighter or Unit remains at level | or 2, all its movements are
made using the counter representing him or it.

MIVING HN THE GREHUND
& AND IN THE AIR

Miniatures with the “Flight” ability have two MOV rates. The first one rep-
resents their movement on the ground and the second one when flying.

Afighter who is moving at level | or 2 or who takes off from level O uses
| his second rate (meaning his “flight speed”).

Movement when flying follows the same rules as moving on the ground !
with a few exceptions. i

* In RAG’NAROK a Unit in flight moves as if it were a single 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 account: the counters
can move around each other freely. This represents the extreme mobility
of troops flying in the air.

+ Whenaflying miniature or Unit charges or engages another one, measure the
distance between the counter representing it and the target. In Ra6’NAROK
it is measured as if all miniatures of the flying Unit were located at the
exact point where the counter is located. This means that if a flying 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 miniature
in the Unit that was charged (providing there is enough space to position
the attacking miniature with their bases touching), yet the formation
distances must still b}a respected.

i
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' Changing alfifude levels

| Moving from one level to the other reduces the flight MOV rate the

| miniature uses by 5. In a same movement phase a miniature can change

: levels only once, no matter in which direction it changes levels.
Example 1: A morbid angel located at level 2 “descends” to level 1. Its

‘ flight Movement rate being 17.5, it becomes 12.5. Hence the morbid angel

| moves to level 1 and can still move a maximum distance of 25 cm.

Example 2: A reaper of Mid-Nor located at level O changes level to fly
offat level 1. His ﬂ:ght Movement rate being 15, it becomes 10. Hence the

reaper moves to level 1 and can still move a maximum distance of 20 cm.

Maving af level 1

At level | the fighters ignore movement penalties bound to the various
types of ground, but they must move around obstacles that are higher
than I5 cm.

Maving af level 2

At level 2 the fighters ignore all obstacles (except other creatures
located at level 2) and movement penalties bound to the various types
of ground.

Landing

Once aflying fighter has landed at level 0 he can no longer use his ground
or flight MOV to move during the movement phase being played. He can,
however, fire or attack in the usual conditions. He can also make a pursuit
movement (in CONFRONTATION) or a thrust movement (in RAG’NAROK) during
the hand-to-hand combat phase, in which case his ground Movement rate is
used. A fighter cannot change levels during a pursuit or thrust movement.

Firing and flight

A fighter can fire at a target located at a level directly above or below
the one he is at. It is impossible to fire at the ground from level 2 and vice
versa. The distance between the marksman and his target is measured on
the ground from the marksman’s base (or the counter representing him) to
the target’s base (or the counter representing it).

When a flghter targets a miniature located at a level different than h ‘G
the aim’s difficulty is increased by 2 points

Spells and miracles are also subject to this rule

A flying fighter never hides another flying fighter and a fighter on the

ground never hides another fighter on the ground if the shot is coming

| from level |.

In Rac’NARoK all miniatures in a flying Unit may fire, whatever their
position in the Unit and the level their target is at (as long as this target is
at the same or an adjacent level).

All miniatures in a flying Unit can be hit when it is targeted, even if the
marksmen are at a higher or lower level than theirs. And all miniatures of
a Unit on the ground can be hit when it is targeted by marksmen located

at level I.

' Hand-te-hand cambat and flight

Combat that takes place at level | or 2 is simulated outside of the battle- |
field on another table. This allows hand-to-hand combat while flying to be
visualised without disturbing the movement of miniatures at level O.

Two miniatures can only be considered to be in contact with each other

‘ if they both are at the same altitude level. ‘

Hand-te-hand cambal while flying

If hand-to-hand combat takes place at level | or 2, then it is the fighters’
flight Movement rate that is used for pursuit or thrust movements. A
fighter cannot change levels during a pursuit or thrust movement

In CONFRONTATION the counter “on the ground” of the battlefield is
used to simulate pursuit movements.

In RAG’NAROK thrust movements are played as usual by moving the mir

Ho

iatures on the table where the aerial combats are simulated

if the Unit disengages or uses its thrust movement to regroup, then t

movement is simulated using the counter on the battlefield.

Dive aﬁcckinq

Afighter located at level | or 2 can dive attack an opponent located at
the level directly below his. This attack is subject to the same rules as a
normal charge.

When a fighter makes a dive attack he gets a +2 bonus in INI, ATT and
STR.

In CONFRONTATION this bonus is only valid against the miniature being
charged. ‘

In RAG’NAROK this bonus is only valid against miniatures in the Unit
being charged.

If, at the end of fray splitting, the charged miniature is no longer
involved in the same combat as the fighter who made the dive attack,
then the latter’s bonus is cancelled.

In CONFRONTATION, if after a pursuit movement made during the same
round this same miniature returns to fight against the fighter who made the
dive attack, the bonus given by the dive attack does not apply. Whatever
happens, this bonus disappears at the end of the round.

2
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RULESDEVOURERS

LAYING THE PACK

- »"'N" ﬁ E E‘ NN T
B EE INELA
efore the game begins, the Wolfen player can choose to
deploy the pack of the Moaning Moon. It is then con

sidered that the “Moaning Moon” attribute is indicated

following rules.

Fighters who already belong to a pack such as the “Red Oaks”
or the “Howling Pack” can ally themselves with the pack of the
Moaning Moon, but they do not benefit from any of the advantages
bound to this pack and must subject themselves to the rule of

Ostracism.
Before the game the Wolfen player can also choose to rally his

sidered that their original pack as printed on their reference cards
is replaced by “Moaning Moon.” These Wolfen lose the capacities
bound to their former pack. (Thus, a Predator of Blood can no longer
fuse with a Sylvan Animae to become an Ultimate Predator.)

In the case of Characters, one considers that he is a different
fighter but endowed with the same characteristics and abilities
a5 the selected Character. He cannot, however, use the magic

obijects, capacities, experience cards, spells or miracles reserved
to this Character.

In no way can an army include a Character and his double bound
to the pack of the Moaning Moon.

miniatures to the pack of the Moaning Moon. In this case it is con- i

on all of this army’s reference cards in order to conform to the |

Vv

[I] 111N

In no way can a Pariah be part of the pack of the Moaning Moon,
though he can ally himself with it following the “Ostracism” rule.

-~

%’

7N

(

\

Y T

L]

Vv

l

4 E*} "
vl

Ostracism: The Wolfen of the Moaning Moon are hostile
towards strangers. They are loath to fighting alongside Lone
wolves or Repentants. And they never call on Mercenaries or Allies

| to help them. Miniatures with the “Pariah” ability as well as those

that belong to a different pack cannot be more than 30% of the
army’s strength in A.P. They aren’t part of the pack of the Moaning
Moon and therefore cannot benefit from any of its advantages.

Miniatures bound to a different pack are considered to be Pariahs
within the pack of the Moaning Moon.

The Enchained: Ellis’s followers will be the first ones to hear
the truth proclaimed by Vile-Tis, thus becoming the Devour-
ers. This being so, the way of life and rites of the warriors of the
Beast owe a lot to this pack. To symbolise this heritage, a player
deploying the pack of the Moaning Moon can recruit miniatures
from the army of Devourers. They are then no longer considered
to be Devourers but rather to be Wolfen, and they get the “Moan

ing Moon” attribute. Only Large sized fighters of “Regular,”
“Irregular” and “Veteran” rank with the “Born killer” ability can

join this pack. No Character or fighter with a “Power” rate or a
Spiral of Faith on his reference card can join this pack.

é
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have developed techniques in the art of the forge that have no

The smiths of Yllia: The craftsmen of the Moaning Moon

reason to be envious of the dwarves’ know-how. Their equipment
is scientifically crafted and plunged into the strange waters of the
Lake of Apparitions.

Characters, warrior-mages and warrior-monks of the Moan
ing Moon can become smiths of Yllia for +5 A.P. (or +10 A.P.
for Characters). This additional cost is not taken into account in
RAG’NAROK when calculating the number of life points and com
bat dice. The smiths of Yllia are the first ones to benefit from their
crafting of metal: STR +| and RES +I.

For every smith of Yllia present in one’s army, the player can
choose one of the pieces of equipment described below and equip
the miniatures of his choice that are part of the pack of the Moaning
Moon. The cost of such equipment is added to the fighter’s value
in A.P., but doesn’t change the number of wound levels and combat
dice he has available in RAG’NAROK. A miniature can benefit from
only one single piece of this equipment, whichever it may be. In
RAG’NAROK all fighters of a same Unit must be equipped in the

| same way.

These pieces of equipment are not artefacts but are rather
considered to be printed on the fighters’ reference cards. The
cost of each piece of equipment is 10 A.P. for regular troops and
15 A.P. for Characters.

+ PROTECTION OF THE GODDESs: DEF + and RES +1.

+ WEAPONS OF SEVERANCE: + Assassin.

+ TALISMAN OF THE MOON: + Vivacity.

+ CHAINS OF ABANDON: + Possessed.

+ CHAINS oF DevAsTATION: + War fury.

+ CHAINS OF RETALIATION: + Counter-Attack.

rRULESDEVOURERS

Soldiers of the mists: Living from pillage and plunder, the
of the Moar Ing Moon are able to profit from cover and the terrair
to get as near as possible to the enemy lines, mete out deatt
then disappear

Every fighter belonging to the pack of the Moaning Moon whose
RES is of 7 or less can ning ke tec TU€
costs him an additional 5 A.P. for a regular trooper or 10 A.P. fo
Character. In RAG’NArok this additional cost doesn't change the

number of Wounds a “\;;mrw can endure
The miniature can then be dep oyed ir the same way as a Scout

but is visible right from the start of the game

RITE OF THE WATERS OF APPARITIONS:
PATHs: Whispers, Lamentations

RANGE: 20 cm.

DifficuLty: 6

DURATION: Instantaneous

TARGET: A Wolfen of the Moaning Moon.
FrReQueNcy: Unlimited

Gewms: | WATER.

INTENSITY: |.

CosT: 4A.P.

The Lake u/ Apparitions around which the Wolfen of the Moanin

ist and winc

)
Moon have settled was a true sanctuary. Bathed inm

Ancients whzspwcd that spirits and elemental creatures slept in these

waters. This supernatural presence gave the waves fabulous powe
that the shamans have channelled using the Rite of the Wat
Apparitions.

Nowadays this place is nothing but death and desolation
madness, those who became the Devourers have soiled thi
place. The spirits died or dz.\appedred. The stones raised ir
honour uprooted themselves to try and flee this sacrilegious place
but the profaners have set them in chains to hold them back as a sigr
of provocation towards their hated mother, Yllia.

Who knows, maybe one daya Wolfen will find the strength and the
will to give this place its sacred character back...

Only the Wolfen of the pack of the Moaning Moon can take part

| in the Rite of the Waters of Apparitions. Before the game begins,
| a fighter can join this rite and drink the lake’s enchanted water at

a cost of 4 A.P. Right after the deployment phase the concerned
Wolfen are marked with a counter. In RAG’NAROK the cost of this
rite changes neither the number of Wounds the Wolfen can endure
nor the number of combat dice he can use. All miniatures of a
same Unit must take part in the rite. A Wolfen can have taken part
in only one rite.

When he is activated, a magician can cast this spell on a Wolfen
who took part in this rite.

If the Incantation is successful, the chosen Wolfen can charge an
enemy fighter who he couldn’t see at the beginning of the round.

When cast on a faithful or a magician, he can aim at ONE target j

in this round onto which he doesn’t have a line of sight, but he |

cannot censure or use Countermagic if he isn’t the target of the |
concerned spell.

A magician cannot cast this spell onto himself.

el
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