WARC

THEMINIATURES COMBAT GAME

;t?\ A ' %b g ,_.{:. ;

s

O

. s
-

AN E



Warcrow was Kazaliev, Roman Kuzmin,
Created by Javier “Maz!” Macias,
Alberto Abal, Jesus Fuster,Francisco Rico, Han
Rodrigo Garcia Carmona, Sakwang, Aitor Sebastian,
Fernando Liste, Gutier Roberto Zoreda
Lusquifios, Silvia Pato,
Carlos Torres Photography
Hugo Rodriguez
Publishing
Corvus Belli S.L. Design Direction
Luis Gonzélez
Lord Commander
Fernando Liste Graphics

Luis Gonzélez, Carlos
Llauger, Jonathan Pardo,

Hugo Rodriguez

Project Management
lago Costa

Setting, Background Box and Logo Design

and Writing Luis Gonzélez, Jonathan
Rodrigo Garcia Carmona, Pardo, Hugo Rodriguez
Silvia Pato

Layout
Loremistress Hugo Rodriguez, Luis

Silvia Pato

Game Development
Direction
Jesus Fuster

Sculpting

Enzo Chaves, Fausto
Gutiérrez, Antonio
Moreira, Aaron Ruiz, Raul
Tavares, Javier Urefia

Development

Alberto Abal, Marcos
Bello, Laura Castro Royo,
Jesus Fuster Miniature Painting
Sergio Luque, David
‘Basilisk’, Carlos
Fernandez, Alejandro
Prieto, Berta Rodriguez
Gutiérrez, Tamer
Widerspan

Translation
Jonathan Hart

Editing

and Copy Editing
Jerry Bonner, Laura
Castro Royo, Jesus FusterAlpha Team.

Rodrigo Garcia Carmona, Kickstarter Campaign
Silvia Pato Cora Diz, Luis Gonzalez,
Sarah Humphrey, Carlos
Llauger, Carlos Morales,
Belén Moreno, Jonathan
Pardo, Hugo Rodriguez

Art Direction
Alberto Abal
y Carlos Torres

SPECIAL THANK S TO THE
ResT oF THE CoRvUS

Concept Design
Alberto Abal, Amir

Allan, Pedro RM BELLI STAFF
Andreo, Claudia Cuen,
Gega Datushvili, Fran Production

Fernandez, Aitor Holgado, Management

Ernesto Irawan, Javier David Anta

“Maz!” Macias, Israel Pato,

Carlos Torres, Javi Urefia, Production

Grégoire Veauléger, José Maria Fernandez,
Roberto Zoreda Daniel Garcia, José Angel
Garcia, Miguel Groba,
Manuel Ivan Lopez,
Roberto Miguez, Jorge
Moral, Belén Paz, José
Manuel Pereira, Sofia
Alberto Abal, Ariel Rey, Diego Rivero, Maria
Anabitarte, Stephanie Del Pilar Rivero, Catalina
Boehm, Gega Datushvili, Rodal, Barbara Santos,
Rocio Espin, Diego José Luis Santos, Jesus
Gisbert, Jihwan Ha, Solifio, Maria Torres,
Bagus Hutomo, Ramazan ManuelValladares,

Cover lllustration
Francisco Rico

Illustration

Gonzalez, Jonathan Pardo

Andrés Villar Adrian (Kyouza) Casado,
Egoitz (ojodeKuervo)
Conte, Gael Corral,
Jorge (Incanus) Cristébal,
Eduardo Brinso, Carlos  Carlos Fernandez, Carlos
Fernandez, Arsenio (Celebnaur) Fernandez,
Garcia, Cristina Gonzéalez,Sergio (Graoman)
Cruz Losada,Aranzazu  Fernandez, David (Zlavin)
Mallo, Esteban Pedrosa, Flores, Eliseo (Copinaki)
Socorro Pena Garcia, Ero (Egape)
Garcia, Ismael (Inmel)
Garcia, José Antonio
(Josanto) Garcia, Ricardo
(Stelacero) Garcia, Juan
Antonio (Vasallus) Gil,
Edgar Gonzalez, Miguel
(Commander_Frost)
Groba, Carlos (Zeps)
N Guerrero, Gaizka
,QAQLW\ %DF N J (eRat-khGn) Isusquiza,
and Development Jack (Calico), Jon
Direction (WiseKensai), Carlos
Gutier Lusquifios (Bostria) Llauger, Juan

N (HellLois) Lois, JP
,QAQLW\ "HY H O R&I4IB2YMeisenburg,
Fran Arjones, Juan Lois, Jorge (Jmgdixcontrol)
Gutier Lusquifos, Moral, Sara Navarro,
lan Wood Nikkie (Novel),Vanessa

R (Major Lunah) Onorato,
,QAQLW\ %DFNJC&KQaKa037) Pérez,
Gutier Lusquifios Jorge (McSudo) Pesudo,
Miguel (Lordgringor)
Robles, Alan (Vanther)
Rodriguez, Juan Alberto
(Damiel) Sanchez, Nayra
(Misstake) Tarazén, Scott
(Fuzzy) Tipsword, Jorge
(Von Drake) Vega

Molds
Alejandro Quinteiro,

Model Cutting
Jose “ The Butcher”
Pedrosa, Anxo Pineiro

Sculpt Department
Antonio Moreira, Jose “
The Butcher” Pedrosa

ITS Management
Juan Lois Rey

Administrative
Management

Maria Araujo, Nuria
Gayoso, Begofa Liste
Production Babies:
Alicia, Anxo, Bran, Luka,
Nora, Suevia, Xian

People Manager
Silvana Martinez

Marketing and
Communication
Direction

Belén Moreno

Warcrow First Edition
July - 2024

ISBN: 978-84-09-60975-8

- LD: PO 204-2024
Marketing and

Communication Warcrow is a registered

Federico Asorey, Cora  trademark of Corvus Belli
Diz, Edgar Gonzalez, S.L. Poligono Industrial
Inma Lage, Carlos LlaugerCastifieiras Nave 19, 36939
Carlos Morales,Vanessa Bueu, Pontevedra. Espafia.
Onorato

All Rights Reserved:

Sales Manager Copyright 2024 Corvus
Manuel Maldonado Belli S.L.
Any Unauthorized

International B2B
Sales Executive
Mar Larrea

Reproduction, Copying,
Transmission Or Stocking
OfThis Book Or Any Part

g Thereof Is An Infringement
Playtesting and OfThe Relevant Copyright
Proofreading _ AndWill Subject The
Adrian (Raghart) Alfonsin, nfringer To Civil And
Francisco (Crave) Criminal Penalties.
Arjones, Daniel (Engorn)

Azkoaga,Adam Bienvenu, pyi fe L f
Beatriz (Kali) Calzo, Printed in Lithuania



Table of Contents

Game SUMMANY.......ccceeeiimimiiiiiiiiiaaae e 298
What do you need to play? ......ccccceeernnnn. 298
Miniatures. Troops and units  .................. 299
Number of models per unit .................. 299
Troop Leader .........coooveveeiiiiiiiiiiiiiiiiiiinnns 299
*DPH SURVOH. ..o 300
&KDUDFWHUV ZLWK WZR.3DDPH
Allied, enemy and neutral units  ......... 303
Units and formation  .........cccccoeeiiiinnnne 303
BasiC CONCEPLS ....vvvveeeieiieeiieiiiiiiiieeeeen 304
How to resolve contradictions ... 304
Distances and measurements .............. 304
Line of Sight (LOS) .....cooeiiiiiiiiiiiie 304
Dice and symbols ..........cccccvvviiiiiiiinnnns 306
Dice POOIS .....vuiiii e 306
Prepare the Game.............cccovvieeieeiieennnnns 308
1. Prepare the gaming table .................. 308
2. Choose the scenario .............ccceeeeee. 309
3. Recruit your company  ..........ccce...... 309
4. Form your command
token reserve (COM)  ....cccoiiiiiiiiiiiieennn, 310
5. Decide who has the initiative .......... 310
6. Prepare the terrain elements ........... 310
7. Choose the deployment zone .......... 310
8. Deploy your units — ........coeeiiiiiiiiiiiinnnee 311
Play the Game ..o 311
Game rounds ..........ccceeveeeeeieeen e 311
Activate @ UNIt ... 314
1 (O) /e .66 04888 B oo oooottaad TV TTTRURTIS 314
A\ 17=1e] € Bnoonooooapeacooconanonnas oo ETEECTRTTTTITR 317
TS S LU 325
\ (CEITE godionoonsossocsmmsans A EHETTEN, U 325
Perform a skill .........ccccooiiiiiiiiiiieee 326
(21571 VS )| oosnostnosooodEbRREEOEHEE R L LR PR ET e 327
R C St e . S o 327
CINETEEIERS  anacocncancssasaaaamseaeaaRacARRRaaaAaERRERa0 327
JOI & Wi econsocamammsseeaoasaaaaeaaamemRAARERERRARE 327
Characters joining a unit ................... 328
Characters leaving their unit ............ 329
Assign damage to units
with Characters .........cccccceeeeeeiiiiiiinnnen. 330

Stress and morale...........coooeeeeeeeeiveeeiinnnnnns 330

Morale (MOR) ......ovviiiiiiiiiiiii e, 330
Effects of Stress  ....oovvvveiiiiiiiiiiiiiiiiiiii 330
Demoralized unit .........coooviiiiiiiiiiiiiiiiiins 331
Flee . 331
Rally a demoralized unit  ...................... 332
REdUCE SIIESS ....evvviiiiiiiiiiiiiiieaee e 332
SOMRMABIHOKENS ... 332
Command sKillS ..........cceiiiiiiiiiiiis 332
$3F2 (5553 aomeenannnansecossnsssaooosasaoaERRaRaaaaaRaamaanB0aaaaas 333
Immunity to a state  ......ccooeeeeiiiiiie, 333
Damage.........ooovviiiiiiiiiii e 334
Heal ... SSi o ama, 334
R GOl e 334
MagiC ool S R 335
The price of magic ........ccocoovviiiiiininennnn. 335
Spellcastersand spells ...................... 335
Casting a spell ..........vveeiiiiiiiiiiiiiiinnnn, 336
Requirements and properties ............... 336
Block a spell ..., 336
Tinge effects ... 337
Active Spells .....ooooviiiiiiiiiiiiiiie 337
Spells with duration — .........cooeevviiiiiinnins 338
Terms and Keywords .........ccccccooeeiiiiniinneen. 339
Rolls, dice and symbols ....................... 339
Shove, attract, place and displace ..... 339
KeyWOords ......cccooieeiiiiiiiii 340
Q=] R oo SIS oot o oocoocaacao T 343
Terrain Element Base ...........ccccccccnnnnn. 343
Unit inside a terrain element .............. 343
Unit within “X” strides from
a terrain element ..........cccccceiiiiiiiiiinnnnn, 343
Unit adjacent to a terrain element .343
Keywords and Terrain elements .......... 344
Basic terrain elements ..., 345
SCENAMOS ..ot 346
ODbJectiVeS ...ccooeeeeieeieeeeeeeeeeeeeeeeeeee 347
Neutral UnitS  ........eevveeiveiiiiiiiiiiiiaeeenn, 347
Take poSitionS ......coooveeiiiiiiiiiiiie 349
Consolidated progress —.........cccceeeeeeee. 349
Fog of death .........oevviiiiiviiiiiiiiiiienn, 350
iNdex ...t RIS SN . 352



¢ RuLEBOOK ¢

gt o 2

Game summary

Warcrowis a miniatures game set in the fantastical
world of Lindwurm. In this setting you control a

small military force made up of warriors, creatures
DQG ZL]DUGV ZKR AJKW VNLUHR
interests of your faction.

Before starting the game, you must select a scenatr|i
to play. Each of th&/arcrowscenarios describes the
conditions and requirements necessary to achieve
victory. Once you have chosen the scenario, prepaire
the gaming table and deploy the indicated terrain
elements: hedges, forests, buildings... Some ofithe
will be very favorable to your faction. Once youvea>
understood all the details of the scenario, choose
your faction and create the company list that best
suits your strategy and victory plans.The game
begins with the deployment of the troops, following
the instructions stipulated in the scenario rules.

Warcrowscenarios have a variable length of game
rounds, which continue until the end-of-game
conditions are met. Each round, you and your
opponent will take alternating turns activating you
XQLWV <RX FDQ PRYH WKHP DU
attack your opponent, cast powerful spells... uptil
achieve the objectives of the scenario.To win, you
must have accumulated more Victory Points (VP)
than your opponent at the end of the game.

What do you
need to play?

In order to start playing Warcrow you will need:

L vTKisindleBook) VXLQJ WKH

» Miniatures from Corvus Belli®/arcrowrange to
represent your units.

+7KH SURAOH FDUGV RI \RXU XQLWYV

» A gaming table of at least 90 cm x 90 cm (3’ x 3).
AlthoughWarcrowcan be played on other sized
surfaces, these are the standard dimensions for the
EDWWOHAHOG

» A complete set oWarcrowdice.

» The two Warcrowdistance templates. It is
recommended that each player have their own.

 The turn counter.

* The tokens and markers.

* Terrain elements like those included in the battle
box.

RXQG WKH EDWWOHAHOG
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Miniatures. Number of
Troops and units models per unit

Every warrior and creature participating in the lat  Each Warcrow box contains exactly the models and %
is represented on the gaming table bynaniature . SURAOH FDUG UHTXLUHG WR IRUP D XQ
In Corvus Bell'aVarcrownU DQJH \RX ZLO O Ah@ne Ysulcanhot join miniatures from two or more
quality miniatures, sculpted in great detail to gho boxes to create a larger unit, with more troops,
the dynamism and tension of combat, the personalityregardless of them being the same type.You must
of the leaders and the equipment they carry. only use the number of models provided by the

boxes.
The rules contained in this manual explain how to fl
PRYH DQG AJKW ZLWK \RXU PLQ WXUHV DV ZHOO DV KRZ
they interact with terrain elements. ITEI)‘OOp ea er

All miniatures must be mounted on tHeases that Your units must have a designated troop leaderlat a
accompany them in the product box.These representtimes. The main function of the unit’s troop leader

the space occupied by the miniature, although their to be the reference point for determining movement, 4
size may vary. Undero circumstances can bases as well as indicating which troops are in formation :

overlap during the course of the game. and what actions the unit is performing.

From now on, we will refer to all individual models Models that make up a solo unit are considered thei )
astroops .Thus, a horse-mounted Hetman of the own troop leader. 3‘“
Hegemony, an Orc Hunter, and a Rock Troll are traop o

Follow the leader
We will call groups made up of one or more troops

units . All troops in the unit must at all times replicatehat 274
their troop leader does. If the leader charges into ‘_‘
The set of units under your control is your combat, the other troops charge against the same O
company , the military force that will face your target. If the leader does not engage in combatwit ,
RSSRQHQW WR DFKLHYH YLFWR the é&hémy\hisri¢ of thenivss hAsHuaiGill eH H ’ {_
“Recruit your company”). DEOH WR GR VR ,| WKH OHDGHU FDQQF
because it is not in range or does not have Line of \A“A\é
6LIJKW /R6 WRZDUGV LW WKH XQL L
some of its troops do have the target within range
and LoS. : p

®

i

:.!{,J'.?E-r 3 & REr
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*DPH SURVOH

(DFK XQLW KDV LWV RZQ JD
which contains the set of values, keywords,
necessary to be able to play with it during

¢ RuLEBOOK ¢

. Name of the unit. e -
2. Cost.This is the army point IQ of the .
unit. (See “Preparing for the game.g:crilit
your company”). ;
3. Attributes 7KHVH GBE
traits of each of the troops tha

unit. /
» MOV (Movement). The “A-B” value pair ' oS
indicates the maximum distance the unit can O Asd Weo your ol

travel when moving normally. The number in
parentheses “(C)" is the charge move
(see\ Charge”).All valueare instrides, O3PS
the unit of measurement ikVarcrow(See O 7id W o ol )
“Distances and measurements”).

»W (Wounds).This value indicates the
maximum amount of damagk ) that each
troop in the unit can suffer.When the total
damage tokens equal this value, a troopus
of combat .When the number of troops.in
a unit decreases to half its initial number, its
combat performance declines. (See “Combat
Panel”).

»WP :LOOSRZHU 7KLV UROO
by colored icons) represents determination,
willpower and mental toughness. It is also the
value that6 S H O @ifitD usEvibidast spells. : 1
(See “Magic”). e

» MOR (Morale). The morale value indicates =
the maximum amount of stress the unit'can
withstand. Whenever the accumulated stress 4. Characteristics AUV W OHe@ndrdsD Q G

exceeds this value, the unit must pass a (second line). Characteristics are descriptive

Willpower test to avoid becoming demoralized. labels (for examplé)warj that are used to

(See “Willpower Test” and “Stress and refer to units that share that characteristic.

Morale”). Thus, a spell could, for example, only affect
»AVB (Availability). This value determines the units with theDwarfcharacteristic. Keywords

PD[LPXP QXPEHU RI XQLWV ZL V¢ tathslihat @lgRodsPedialvited that

you can add to your company, as long as you indicate how the unit behaves (for example,

do not exceed the total cost in army points Scout (See “Keywords”).

agreed upon for the game. 5. Characters can be of two types2 | A FoH U

Suppor{in this example we have &upport
type & KD UD FWHU

Support Character Example




Characters with *DPH SURVOHV WH[W
WZR JDPH SURVOH

7\{H UXOHV DQG HIIHFWV RI WKH
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e chance to play with the standard versidn o enjoyable. For example, the restriction “during you
D. Thus, for instance, with the same minigg  activation” refers to the activation of the unitphyour
DJR \RX PD\ XVH WKH “~+HW RubnQopactvat®as @rHndividual.

» B. Attack .We distinguish between
Xranged attacks (projectile attacks) and
Nmelee attacks. In the case of ranged
attacks, the range in strides at which the
target must be, to be able to shoot, is
) ¢ 7/ i U | indicated. Attacks can have one or more
Ptk —fi4+9 ) switches associated with them. (See
v “Switches”). If the unit has more than one
QO (our srget receives the vinerable sae | attack available to it, it can only use one of
them during its activation. (See “Attack”).
L R e L »C. Defense. This roll represents the
Canetjectie. unit's ability to avoid being damaged by an
9 attack, whether due to its armor, its ability,
or a mixture of both. It may have one or
more switches associated with it. (See
“Switches”).
» ' 0R G L AFh&uhit can add dice
and automatic symbols to its attack and
defense rolls by making extra effort. (See
’ “Attack” and “Stress and morale”).
+g » E. Conquest . This value is taken into

EN InseirinG LeaDERSHIP. No Las
=== All alied wnits may use your VWP instead of theirs.

k

e I:: J:IL_N:H_ No i;g;r rhs._end of an amw:lu'nn afc:; alfied ur'|1ir : aCCOUI:]t \N_hen dISpUtlng C(_)ntr(_)l Of
|5 aamlfgeinlta s 1 to its conquest value to dispute the contro the ObJeCt|VeS Of a scenario Wlth your

) opponent. (See “Scenarios”).
@ % (1 wpirds £ arc Bhoockis (k). 8. The following may be available to a
@f "NG&OW#ALLSUND_IR MY COMMD" unlt
O MBI SIS you chelcs from your defensa rolfs » WISkills of their own they can perform
(See “Activate a unit”).
» ¢Spel|s to cast during their activation

6. Number ofcommand tokens that the unit (See “Magic”).

contributes to your company at the start of » SPassive skills. Integral effects, always

the game. (See “Command tokens”). active and available to the unit.

. Combat panel. Shows the unit’s attack and » ©@Command skills. These abilities
defense valueduring combat, as well as its do not require any action to apply
ability to take objectives. their effects, only the expenditure of a

»A. Members . Units made up of multiple FRPPDQG WRNHQ DQG WK
models have two entries on their combat panel. requirements. (See “Command tokens”).
Depending on the number of troops remaining, In the case of units with more than one

their attack and defense rolls, as well as their troop, their abilities are always available,

PRGLAHUV PD\ EH GLIIHUHQW 7 ixoHnahter Yhé/niHin@andd miniatures that

represents the performance of the unit while form it.

the majority of its troops are still standing, and 9. *DPH SURGCh@atteRih unit .

the second is used when its number of troops These are the valueand abilities that

drops by half. (See “Damage. Heal and repair”). the & KD U BriRg¥ td the unit he joins.
(See “Characters”).
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Allied, enemy Units and Alies
and neutral units formation and “other allies”

%\ GHAQLWLRQ D XQLW L\
All units of your company, controlled  All troops in a unit, whenever possible, ally of itself. When the

by you, areallies of each other. All must be in formation.Troops are in text of an effect, action, or
units controlled by your opponent are formation with their unit if: passive ability of your unit
enemies of all your units. indicates that it affects “an
» They are at most 2 strides from their allied unit,” “allied units,”
In some scenarios it is possible for troop leader. or “your allies,” it includes
neutral units to be deployed or » They have Line of Sight (LoS) towardthe unit itself. However, if
DSSHDU ZKLFK KDYH WK kheiUtrd®@ @adei)seA Qe of the text indicates that it
but do not belong to any side.The rules Sight”). affects “other allied units”
on their use are described in their or “other allies”, your unit

SURAOH RU WKH VFHQDULR LWVHOI 1HXWUDO isexcluded.
units are neither allies nor enemies of

yours, so you cannot target them with

your attacks, abilities, or spells unless

they have the+ R V kE#ywOr#l Learn

more about them in the “Scenarios”

chapter.

,Q WKH H[DPSOH RQ WKH OHIW DOO WKH WURRSV LQ WKH %ODFN /HIJILRQ %XFNOHUPHQ X
DUH VWULGHV RU OHVV IURP WKHLU WURRS OHDGHU DQG KDYH /LQH RI 6LJKW WRZDUG)
ULJKW %XFNOHUPDQ $ LV QRW LQ IRUPDWLRQ VLQFH DOWKRXJK VKH LV VWULGHV IURF
HOHPHQW WKDW EORFNV KHU /LQH RI 6LIKW WRZDUGV KLP

Broken formation When you activate a unit with a
broken formation, you can only
As soon as at least one of the troops perform the move action with the

in your unit is more than 2 strides troops that are further than 2 strides

from the troop leader or no longer from the leader, until all its troops are

has LoS towards them, we say thatthe EDFN LQ IRUPDWLRQ ,I| WKH AUVW PRYH
formation is broken. DFWLRQ LV VXIAFLHQW WKHQ \RX FDQ WKHQ

declare any other action as usual. (See

“Activate a unit” and “Attack”). If this

AUVW PRYHPHQW LV QRW HQRXJK \RXU
second action must be moving again.”

Troops in a unit cannot break formation voluntarilfyit is impossible for a
troop to be in formation, they must be positioned @lose as possible to the
troop leader.

303



One stride is equivalent to
the radius of an infantry
base (15 mm).

Basic concepts

HOW tO I‘eSOI\/e Long template
contradictions

This template is used to measure

In the event that two or more long distances, such as the range
rules contradict each other, of ranged weapons or spells. It is
apply the following contradiction also used to perform movements
resolution guide ordered from of more than 5 strides.

highest to lowest priority:

1. If arule indicates that an effect

cannot be applied (written in You can measure the distance
bold), then this prohibition takes between game elements at
precedence over everything else. any time and for any reason.

2. The scenario rules take

SUHFHGHQFH RYHU XQLW JDPH SURAOHV
and the rules in this manual.

3. 8QLW JDPH SURAOHV WDNH .

precedence over the rules in this Llne Of S|ght (LOS)

manual.
A unit'sLine of Sight (LoS)

. represents everything it can see on the
Distances and EDWWOHAHOG
measurements Your unit has LoS to another unit if
Distances inVarcroware expressed in  your troop leader can draw a straight
strides . line between its base and the base of

at least half of the other unit’s troops
Two templates are used iWarcrow (rounded up).This line is not valid if it
to measure distances: the short passes through any game element that
template and the long template. All blocks the Line of Sight (for example,

measurements between two game the models of other units or a building).
HOHPHQWY DUH PDGH RQ WKH EDWWOHAHOG
from base to base, in the case of When calculating LoS, keep in mind
miniatures, or using the edge of their that:
base in the case of a terrain element.

* A unit always has LoS towards itself.

Short template * The troops that make up a unit

This template is do not block the LoS to their

used to measure companions.

short distances * Other units (friendly, enemy and
comfortably and neutral) block LoS.

to resolve the » Miniatures have a 360° angle of
movement of units. vision, so you can trace LoS from any
(See “Move”). point on their base.

* The lines that join the center of the
bases of the troops of the same unit
block the LoS towards other game
elements.

* Terrain features with the “Block LoS”
keyword prevent the tracing of a LoS
through them. (See “Terrain”)

304



* When calculating the LoS to a unit, Your unit has LoS to a terrain element
the troops that make it up do not if your troop leader can draw a straight
block the LoS to other members of line from any point on their base to any
the same unit. For example, when  point on the terrain element’s base.
tracing LoS over an Orc Hunter unit,
those in front do not block the LoS
to those behind. You and your opponent can check

LoS at any time to prevent actions
from being declared against targets
you don’t have LoS to.

Evoker

Orc Hunter

%ODFN /HIJLRQ

%XFNOHUPHQ Alb
orc

JURVWAUH +HUDOG

7KH )URVWAUH +HUDOG KDV /R6 WR WKH %ODFN /HIJLRQ %XFNOHUPHQ XQLW $OWKRXJK W
NH\ZRUG KH KDV /R6 WR WKH 2UF +XQWHU XQLW DV KH FDQ GUDZ D VWUDLJKW OLQH WR
OHDG WURRS GRHV QRW EORFN /R6 WR WKH 2UF +XQWHU EHKLQG LW +H KDV QR /R6 WR
%ODFN /HIJILRQ %XFNOHUPHQ XQLW EORFNV KLV /R6 $QG KH DOVR GRHVY QRW KDYH /R6 W
GUDZLQJ /R6 WRZDUGV KLP WKH VSDFH EHWZHHQ WKH %XFNOHUPHQ XQLW SUHYHQWV L\



Offensive and

defensive dice
Redw , orangeq , and
yellow@ are the three
offensive dice . All three
colors of offensive dice
offer the opportunity to roll
1 symbols, which represent
successful results, either
in an attack or in an ability
check.

Green@ , blue® , and black
7 are thedefensive dice.
These dice hav8 symbols
which represent successful
defense results.

Speciab symbols offer the
chance for your troops

to activate special abilities
or other interactions (See
“Switches”).

The hollow versions
246 of the symbols are
only valid under certain
conditions, like Switches
(See “Switches”).

In Warcrowwe distinguish
between two types of rolls:
when only you roll the dice
(simple roll ) and when
you and your opponent
roll the dice at the same
time with the intention

the outcome of your rolls
(Face to Face roll ).

Dice and symbols

Warcrowuses a series of eight-sided
dice, differentiated by color, which
contain the following symbols:

1 - Success 2 -Hollow
Success
4 - Hollow
3 - Block Block
. 6 - Hollow
5 - Special Special

These are thaVarcrowdice and the

symbols that can be obtained on them:

& AVAVAVAVY
& ANAVAVGAVY
& AVAVAAY
@[:'i.'ﬁ.[j! i . i

& AVAVAVAVY

Dice pools

Some attributes or valuesuch as the
attack and defense values of units are

represented by a dice pool that you
gather and roll. For examplgq

means you must roll two orange dice

and one blue dice.

Automatic symbols may appear
next to these icons, which you will

have to add to the result obtained. For
RI PXWXDOO\ LQAexdmutagQl) means you must roll an

orange die and add & to the result.

You cannot roll more than 3
dice of the same color under any
circumstances.
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Simple roll

In a simple roll only you participate.
Follow these steps to resolve it:

1. Gather your dice pool. If

a rule or effect allows you to

add more dice or forces you to

remove some of them, do so

now.

Roll the dice.

3. Addautomatic symbols if any
require adding.

4. Switches. In this step you can
spend any number of symbols
obtained on your dice to activate
the switches that your roll has
available. (See “Switches”).

5. Resolution .The symbols that
you have not spent in your
switches are the ones that you
AQDOO\ JHW LQ \RXU UROO
at least onel among them, we
say that you weresuccessful or
that theroll was successful.

N

Willpower test (WP)

AWP (Willpower) test  is a simple
roll that uses your unit's WP value.
We say youpass the test if you get
at least onel . Otherwise, we say you
have failed the test.

Some rules or effects may indicate
that more than onel is necessary

to pass a Willpower test, for example,
Intimidating (See “Keywords,
Intimidating”).



Face to Face roll

In a Face to Face roll, you and your

their roll to apply any number of
switches they have available for this
roll. Their opponent will then have

opponent participate at the same time, the same opportunity to apply their

so that your rolls affect one another.
Follow these steps to resolve it:

1. Gather your respective dice
pools. If any rule or effect allows you
to add more dice or forces you to
remove them, do so now.

2. Roll the dice at the same time.
3. Add theautomatic symbols to
your rolls if there are any to add.

4. Switches.The player with

the current Activation can spend
whatever symbols they want from

$OERUF VSBQGR KQARWEBDJIR DO W R IHQYBWKH 2IAFHU WKH
6LQFH 'UDJR KDV QR VZLWFKHV ZH DGYDQFH WR WKH UHV )
DQG '3®»JRUDJR-V EORFNV FDQFHO WZR RI| $OHRd F -V \therice vivbehalfobtRe/ LQJs KLP WR

of 111
$OERUF-V XQFDQFHOOHG

switches. (See “Switches”).

5. Resolution . Cancel as many
from your opponent's roll as there
are 3 left in your roll. And vice versa,
your opponent cancels as mahyof
your roll as3 remain in theirs.You
and your opponent can then apply
the effects that are activated by the
symbols that remain in your rolls.

After the resolution, the
attacker may also take
damage, not just the

defender.

Sometimes you will have to
resolve Face to Face rolls
“against the system.” For
example, combat against a

$OERUF DWWDFNV 'UDJR 7KH $QYLO UHVXOWLQJ LQ D )DF Hneura)pR M Wgik@WhenHwZHHQ $OE
GHIHQVH UROO 7KH\ ERWK UROO WKHLU GLFH JHWWLQJ zr@@gw%%a/s
i By

system.

K. RZtRis lefseV KH H[DPSC

AL

WXV
RI WKH )DFH \



Prepare the Game

We recommend that, as

far as possible, you have

enough space on the

table to accommodate

WKH EDWWOHAHOG DV ZHOO DV
WKLY UXOHV PDQXDO SURAOH
cards, dice, markers, tokens,

turn counter, and even

the miniatures that will

abandon the gaming table as

casualties.

Before starting to play, you need to
make the following preparations in the

order shown:

PwnNE

reserve.

©No v

Deploy your units.

Prepare the gaming table.
Choose the scenario.
Recruityour company.
Form your command tokens

Decide who has the initiative.
Prepare the terrain elements.
Choose the deployment zone.

2QFH AQLVKHG

AUVW URXQG

1. Prepare the
gaming table

7KH AUVW WKLQJ \RX QHHG WR
of WarcrowLV D AUP VXUIDFH RQ ZKI|
to arrange all the game elements, which

we call thegaming table .You must

G H A Q HE DWK W Quploh H, @ltich

is the area in which the game will take

place.The standard size for playing

Warcrowis 90cm x 90cm (3’ x 3’).

, | WKH WDEOH LV ODUJHU WKDC
\RX PXVW FOHDUO\ GHAQH WKH

\RX FDQWRNAWW BB HV@D BWEIHVKHG VL]H

6HH ~*D P youxRUQeG Yhat that has standard

308

measurements. If you don't have one,
you can use colored tape, thread,
string, books, boxes... or even draw the
boundaries (assuming it is possible to
do so on the surface you use to play).



2. Choose the scenario

Agree with your opponent to choose a scenario from
those proposed within this rules manual, or among

Choose faction

7KH AUVW WKLQJ \RX KDYH WR GR LV V

one has its own style of play and offers different

WKRVH WKDW ZH ZLOO SXEOLVK t6ols tolachidv&RWEtomKr-earH Adehadi® Choose

Warcrow website: https://warcrow.com/resources/
warcrow

All scenarios contain the information necessary to
FRQAJXUH XQLW GHSOR\PHQW ]R
terrain elements and, most importantly, the victaagd
end-of-game conditions. In the “Scenarios” sectibn

the one that best suits your play style or whose
aesthetics you have fallen in love with. After all,
assembling and painting miniatures is an essential
part of this hobby, so we recommend that you
hbloge theKddtiohSharmostFisUxii aRpeals ta.yo

Select a commander

WKLV PDQXDO \RX ZLOO AQG DOO WKLV GHWDLOHG LQIRUPDWLRQ

It is essential that you and your opponent have
a good understanding of the rules and victory
conditions of the scenario. If necessary, clarify i
advance any doubts about the application of the
rules of your units to anticipate discussions that
could break the good atmosphere and rhythm of
the game.

3. Recruit your company

Once the characteristics of the scenario are known,
it is time to recruit the units that will make upoyr
company. Always keep in mind the characteristics of
the scenario and what strategy you plan to folloov t
achieve victory.

Agree on the size of the game

You and your opponent must agree on the number
of army points available to recruit your companies.
In the case of atandard Warcrowgame, this will

be 250 points .When you have enough experience
in the game you may want to try playing at more or
less points.

All scenarios published in this manual are designed
to be played at 250 points. In the event that you
agree on another amount for the game, we advise
you to adapt the duration of turns per round of the
scenario.
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From among all the differen& K D U Dvithihid U V
type 2 | A RrHybur faction, you must select one
and appoint them as commander of your company.
(See “Characters”). Some Characters have the
+LJK &R RIREaQdEstic, which means that

if you include one of them in your company, they
automatically become your commander.

You cannot add two or more & KD U vilW H U V
+LJK & R RdPyBuRddmpany.

Deduct the cost of your commander from the total
army points available to recruit your company.

Add the rest of the units

Once your commander is selected, you can add
as many units as you want by paying their cost
in army points, as long as you meet the following
requirements:

* The sum of all unit costs in your company must be
equal to or less than the agreed upon total army
points for the game (250 points for the standard
game).

* You cannot include more copies of the same unit
in your company than its availability value (AVB).

You don't need to spend exactly the total army
points. For example, for a 250 point game, you can
create a company with a total cost of 240 points.



Command tokens allow 4 FOrm yOUF 6 Prepare the

o o aoiien owers COMMand token terrain elements
effects that can sometimes [€SE€IVEe (COM) Whoever does not have the
unbalance the outcome of initiative must decide who will start

a battle.You will have to Add up the total COM (Command) E\ SODFLQJ WKH AUVW WHUUDL
manage them wisely, since, value of all the units you have recruited DQ\ SRLQW RQ WKH EDWWOHAH!

once spent, you will not into your company. Take as many your opponent must place at least one
recover them unless the command tokens as the total you have of them.You will then alternate and
effects of one of your units  obtained and group them together. continue placing terrain elements until
or the scenario allow it. This is known as your command token there is a satisfactory amount or you
(See “Command tokens”).  reserve. have placed all the available ones.
. Distance between

5. Decide who terrain features
Number haS the |n|t|at|Ve Arrange the terrain elements so that
of terrain elements In this step you must the resulting scenario is practicable for
We can'’t give strict rules decide together with both companies. Creating dead ends or
about how many terrain your opponent who overlapping elements can detract from
elements to deploy on will start the game your gaming experience.This is why
WKH EDWWOHAHOG DQG Wik HdsBession of the terrain elements should be spaced at
characteristics, because we initiative token : least 2 strides apart, with the exception
don’t want to limit your of walls and hedges. However, it isn't
imagination when creating « If you have initiative, a problem if you and your opponent
your own or using those you will decide who agree to take on these types of

you already have at home. VWDUWYV E\ GHSOR\LQ xhallkhgdsU AUVW XQLW
Following are some tips in RQWR WKH EDWWOHAHOG DQG ZKR VWDUWYV
this regard that can serve as by activating each turn of the round It is also advisable not to place terrain

D JXLGH LQ \RXU Aidylay. IDPHV elements less than 5 strides from the
« If you do not have the initiative, you scenario objectives, since these are
* Place at least two will decide who starts by placing the points where most of the miniatures
terrain elements AUVW WHUUDLQ HOH P W) gathi2Q&eeVStenariest). D

whose bases have an deployment area.
area equivalent to a

square 7 to 10 strides To determine who will have the 7 Choose the
a side, that affect initiative, do the following:
movement or Line of deployment Zone
Sight. For example: » Gatherq 0 into your hand. Whoever doesnot have the
forests, hills, a lake or  « Add up separately the total COM initiative must select the deployment
ruins. (command) value of all your units. If area they will use to place their units
* Place up to two you have more total COM thanyour RQ WKH EDWWOHAHOG <RXU RS
buildings or up to four opponent, addy to your roll. use the deployment zone you discard.
small structures. * Resolve a Face to Face roll. Whoever
* Place up to four obtains the mostlL decides whether
hedges, barricades or to keep the initiative token or give it
walls. to their rival. In case of a tie, repeat

the roll until someone gets moré .
In the “Terrain” chapter you
ZLOO AQG PRUH LQIRUPDWLRQ
RQ KRZ WR GHAQH \RXU
terrain elements and the
recommended dimensions.
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8. Deploy
your units

Whoever has the initiative must
decide which side deploys one of its

Play the Game

7KH EDWWOHAHOG LV S
objectives are clear, and you have
recruited the company that will achieve

XQLWV AUVW <RX DQG WRLY. IR SiBeRQrblGhe/dibeX V W

take turns deploying one unit at a time
until all have been deployed.

To deploy a unit, place all its models
within the boundaries of your
deployment zone.That is, all their
bases must be completely within your
deployment zone and the boundaries

A game olWarcrowtakes place over

a series ofjame rounds (or simply
rounds), divided into turns in which you
and your opponent alternate activating

your units.

The game will end when you or

UHSDUHG WKH

RI WKH EDWWOHAHOG $0uDoppdnéhRnEeet theviatolyH X Q L W

must be in formation. (See “Units and
formation”).

Special deployment

Some units, such a6 F Raqwv V

$ P E XV &anl deploy at different
times during the game.We explain
in detail how these types of units
are deployed in the “Keywords”
chapter.

Turn counter

The turn counter has 10 numbered
positions that correspond to one
game turn each.The central dial
indicates the position of the current
game turn.

requirements or have played the
maximum number of rounds indicated
by the scenario.

Game rounds

Each round consists of the following
phases:

« Start of the round
 Turns phase
* End of the round

We use this counter to know when
the round ends, when possible
scenario events take place, how long
spell effects last, and when broken
units can rally. All of these effects
are each represented by a token
that you place on the turn counter
when the rules tell you to do so.
When you have to place a token on
a position which already contains
another, place it on top, forming a
stack.The only exception is the “End
of the round” token, which is always
placed in the last position (at the
bottom), since it is the only one that
must be managed at the end of the
game turn.
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“Round” and “turn” are two
different concepts. A round
consists of several turns.



Start of the round Game turns

First, place the “End of round” token on the turn Each game turn has the following structure:
counter in the position indicated by the scenario

rules. For example, if the scenario indicates thath 1. Start of turn. Effects that activate “at the

round consists of 4 turns, place the “End of round” start of the turn” are applied.

WRNHQ LQ SRVLWLRQ I LW LV W KGombahy AVactiviat¥s e &t its\whiksd J D P H
place the turn marker pointing to position 1. 3. Company B activates one of its units.

4. End of turn. Effects that activate “at the
end of the turn” are applied.
“End of round” token
Activation tokens
This token indicates in which turn the

current round will end, after player ‘KHQ \RXU XQLW DFWLYDWHYV IRU
activations and the resolution of time during the current game round,
events or effects. Its position is SODFH DQ DFWLYDWLRQ WRNHQ |
determined at the beginning of the card. If your unit activates more times

game by the scenario. (See “Scenarios”). during the same round, it will become

stressed, which may even end up demoralizing it and
IRUFLQJ LW WR AHH 6HH "6WUHVV DQG P
Next, all those effects that indicate that they &pp
“at the beginning of the round” take place. Eade&f
must be applied and resolved in order, one aftee th
RWKHU <RX PXVW AUVW DSSO\ WHeH yvuraddybud apRortehi haFevegole@ G
then resolve the effects of both companies. If yjmd  your activations, check the turn counter for any
your opponent have effects to apply, whoever has unresolved effects and advance the turn counter
the initiative decides which side executes alltodit marker one position. If one of the effects indicate
HITHFWV AUVW <RX GHWHUP L Q HoyhK tirrRcou@ter is the EAdof RdntRtoken, ¢h
effects are applied. current round ends. (See “End of the round”). Iftho
resolve another game turn.
Check effects of the tinge
In this step, each unit that has at least one tihgesn
LQ LWV SURAOH PXVW FUHDWH D R&#ssQJH UROO IURP WKH WLQJH

tokens it has. If you get at least oB6ewhen you roll, If you have already activated all the units
you must face the effects of the tinge. Consult the \RX KDYH RQ WKH EDWWOHAHOG \RX
WLQJH HIIHFWV WDEOH DQG VW Dthevddti@afioZ af \&/uhit\at kebist Athtd/, WyduR Z
apply, in ascending order, the effects of as mamysr opponent also passes, advance the marker on
as the amount of tinge your unit has. (See “Magic. the turn counter to the position where the “End
Effects of the tinge”). of Round” token is located (activating all effects
in its path). Treat this game turn as the last of
Turns phase the current round.
Each round consists of a numbergdme turns in If your opponent does not pass, you will once
which you and your opponent will alternate activefi again have the opportunity to activate a unit or

\RXU XQLWV ,I LW LV WKH AUVW paxsb@thB heX¥ gameltnX QG ZKRHYHU

KDV LQLWLDWLYH PXVW GHFLGH ZKR DFWLYDWHV D XQLW AUVW

and who activates second. This activation order

will remain until the end of the round.The number  Events

of turns is indicated by the position of the “Endl o In this step you must check if events are activated

5RXQGUu WRNHQ RQ WKH WXUQ RiRXuin\Wwodrter,as Well asRnandge acive effects

resolving the game turn in which this token is fdun demoralized units. Check if there are any tokens in

the round ends. (See “Turn counter”). the current position, resolve or activate their efits,
and remove them (except the “End of Round” token).
If there is more than one token forming a stackpgp
their effects one after the other, starting with ¢htop
one, and remove them until the position is empty or
only the “End of the round” token remains.
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Whenever a turn ends, do the following:

Resolve one by one the effects indicated by theetwkin the current position (the one indicated Hyet
dial of the turn counter).

If the “End of Round” token is in the current posih, always resolve it last. Apply all the stepsheaf
“End of the round” phase to solve it. If the regaments to conclude the game are not met, a new rdun
begins.

Advance the dial one position. If it is in positib@, that means moving it to position 1.

End of the round
Event tokens
In this phase all those effects that apply “at ¢imel of
The scenario may indicate that at the round” take place. Each effect must be appdied

the end of some turns, events resolved in order, one after the other. First yopgly the
will be triggered.To manage them,  scenario effects and then the effects of both comes
we will use event tokens.These are resolved.
are placed in the turn counter
position indicated by the scenario and, when If you and your opponent have effects to apply, eder
activated, the associated event takes effect (see has the initiative decides which side executesfaheir
“Scenarios”). HIITHFWV AUVW <RX GHWHUPLQH WKH RUG

effects are applied.

Once all the effects that occur “at the end of theund”
have been resolved, execute the following stepsrdfer:

Get your Victory Points

You will earn Victory Points (VP) by taking objees

RU IXOAOOLQJ VFHQDULR UHTXLUHPHQ
total VP at this point and check if you have acaiv

victory to end the game. (See “Scenarios”).

Reduce stress
Reduce stress onon-demoralized units in your

company. (See “Stress and morale”).
JRU H[DPSOH WKH VFHQDULR WHOOV XV WKDW RQ WKH VL[WK WXUQ WKH

SRVLWLRO "RI WKH WXUQ FRXQWHU s WFUpkedierdhe SUss A1 Wks hat didnot
UHPRYH WKH HYHQW WRNHQ DQG DSS O \astikaterdutirgwhe toQued_yDaenniaginmgm ek
VFHQDULR XQGHU WKH KHDGLQJ "5DLQuevels. They do not have an activation token on
WKHLU SURAOH
Demoralized unit tokens * Then, reduce the stress of the units that were
activated by 1 level (they have an activation tgken
Each of these tokens on the turn
counter corresponds to a unit No one gets left behind
that is demoralized.When you Whoever has the initiative must decide who performs
resolve this token, the associated WKLV VWHS AUVW $00 XQLWV RQ WKH E
XQLW ZLOO DWWHPSW WR UDO®DRHW PY\DWWIHHD WIBRQQWRNHQ RQ WKHLL
(See “Stress and morale. Demoralized unit”). the move action once (see “Activate a unit. Mover)
\ Rest if they meet these requirements:

* They are not demoralized
» They are not engaged in combat.

Remove your activation tokens
Remove activation tokens from all your units.
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The marker does not reset
to the initial position at
the end of a round, but
continues to advance
clockwise.

Change of initiative End Of the game

If you have fewer Victory Points (VP)
than your opponent, you will have the When you or your opponent meet the

initiative during the next round. In requirements that end the scenario, or
the event of a tie, the initiative token  when the maximum number of rounds
changes hands. indicated have been played, the game
ends.The side that has accumulated the
Advance the “End of the round” most Victory Points will be the winner.
token In case of a tie, the scenario will tell

If the requirements to conclude the you how to resolve it, if possible.
game are not met, a new round begins.

Advance the piece as many positions

as the scenario indicates in turns per

round, and the game continues.

Activate a unit

When you declare one of your units Move
activated, place an activation token on

LWV SURAOH ,I LWV D OlJptdodn tiks\astiod, Qo @usk G
your unit gets stressed instead. (See attention to the two “A-B” valuesof
“Stress and morale”). the movement attribute (MOV) of

your unit. Each of these two numbers
represents a distance, measured in

You can declare up to two actions strides, that your unit can travel in any

that your unit will perform during its  order you want. For example, if your

activation. Choose between: XQLW KDV 029 \RX FDQ PRYH
3 strides and then 2 strides or the

» A.Two simple actions. Any RWKHU zZD\ DURXQG AUVW VW

combination of the following as long 3 strides.
as at least one is move (you can

perform the move action twice): It is not mandatory that you complete
»Move each distance completely. In the
» Attack example, MOV 3-2, you can move up to
»Perform a skill 3 strides and then up to 2 strides (and
»Cast a spell vice versa).The distance you do not

* B.A singlé Long action : FRYHU GXULQJ WKH AUVW GLVW

» \ Assault saved for the next one.
» \ Charge
» \ Rest

»A\ Long action described in
\RXU SURAOH

\ Long action

These actions, always preceded by Units can have skills or even

the \ icon, consume all of your spells with theé icon. In this
unit’s activation, so thegannot be case, executing the ability or
combined with any other action. casting the spell uses up all of the

unit’s activation.
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Templates To perform movements of
more than 5 strides, you

To move your unit, place the short template touchithe edge of the base. Make must use the long template.

sure you are using the side corresponding to thedp movement.You can move In the same way as with

from zero strides to the end of the selected distan the short template, place
the base touching the edge.
Then, move the miniature
until it is right at the end of
the distance.

Alborc has

MOV 3-2 (10).
When he
charges, he may
move up to 10

strides.
$OERUF KDV 029 7R PRYH VWULGHV $OERUF FDQ WUDYHO WKH HQWLUH GLVWDQFH
VHFRQG FDVH

Notice that

movement
The unit must be able to travel in a straight liwihout obstacles.That is, is from the
its base must be able to move without collidingwihe base of an enemy “front” part
unit, a neutral unit or the base of a terrain elentéhat prevents movement to the “back”
(,PSDVIVDEOH part of the

base. Bear

in mind that

the amount

of movement

indicated is not the total
amount that your unit travels,
since this distance is the one
you interpose between the
initial position and the end of
your movement.To calculate
the total distance you have to
add the diameter of the base
itself (marked on the long
template).



Units composed of several troops

To move a unit consisting of two or more troops,
follow these steps:

» Move the troop leader.
* Place the other troops of the unit in formation

(maximum 2 strides from the troop leader and with Orc Hunters

line of sight towards them).

Skin Changers

Drago the Anvil
Alborc

&DVH $ 'UDJR FDQ PRYH WKURXJK WKH 2UF +XQW
+XQWHU RQ WKH ULJKW LV QRW LQ IRUPDWLRQ
&DVH % 'UDJR FDQ PRYH EHWZHHQ WKH 2UF +XQ\
FKDQJHUV EHFDXVH WKH\ DUH WZR GLIITHUHQW X¢
&DVH & 'UDJR FDQQRW PRYH WKURXJK WKH 6NLQ
DUH LQ IRUPDWLRQ DQG KH FDQQRW FURVV WKH
&DVH ' 'UDJR FDQQRW PRYH EHWZHHQ $OERUF D
EHFDXVH KLV EDVH GRHV QRW AW

Engage in combat

7KH %ODFN /HILRQ %XFNOHUPHQ XQLw YORNR isengageqinegmiad withhadggemy unit
PRYHV AUVW 2QFH KLV PRYHPHQW LV RRreac/EMatlessKoneof isvireopevis i Haseviashk

WURRSYVY PRYH LQWR IRUPDWLRQ

If your troop leader ends their movement on
one of the troops in their unit, withdraw the

contact with one or more troops of the enemy unit.

8QOHVV LQGLFDWHG LQ LWV SURAOH W
engaged in combat can perform are:

WURRS AUVW UHVROYH WKH WURRS OHDGHU:V PRYHPHQW

and then place the withdrawn troop back into
formation with the others.

Remember that:

* Your unit can perform the move action and not
advance (travel distance 0).

* Your unit can move through any terrain element
that does not have the P S D VRéywe1@.Heep in
mind that other keywords can reduce your unit’s
movement ability. (See “Terrain. Keywords”).

* Your unitcannot end its movement on terrain

features with the, P S D VRéywe1@. KBee “Terrain.

Keywords”).

* Your unitcannot end its movement in contact
with other units. The only way to come into
contact with an enemy unit is through the
\ Assault and\ Charge actions. (See “Assault”
and “Charge”).

* Your unitcannot pass through the troops that
form a unit (as long as their members are in
formation).

* Attack the enemy unit it is engaged with.

» Move to disengage.

* Cast a spell, only if the spell is targeted agatimst
caster themself or the enemy unit with which they
are engaged.

Opportunity attack

If you declare the move action with a unit that is
engaged in combat, the enemy unit will have a chanc
to stress itself to make anpportunity attack

against your unibefore you move.

In the case that your opponent decides to make

the opportunity attack, resolve a Face to Face roll

between your defense roll and your opponent’s

attack roll. This is not considered as an Attackia,

VR \RX ZLOO QRW EH DEOH WR DSSO\ P|
rolls or activate any switches available to yowryo

opponent will receive as much damage as there are

successes left on your roll and vice versa, yout un

will receive as much damage as there are successes

left on your opponent’s roll.
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Once you have resolved the Face to Face roll, your
unit will make the movement you declared, unless,
during the Face to Face roll, your unit's positioas
changed (for example, it has been displaced).dh th
case you must continue moving but you can modify
your trajectory.

Keep in mind that this opportunity attack does
not initiate any combat, so there is no winning or
defeated unit. (See “Attacking melee”).

The enemy unitannot make an opportunity
attack if it is demoralized or if it is engaged, in
turn, with another unit other than the one that
is moving.

Attack

7KH 2UF +XQWHUV XQLW GHFODUHY D PRYH WR G
/HILRQ %XFNOHUPHQ XQLW $V WKHVH DUH LQ W.
WKH\ FDQQRW PDNH DQ RSSRUWXQLW\ DWWDFN [
2UFV PRYH DZD\ IUHHO\

6ZLWFKHY DUH DYDLODEOH LQ \RXU XQ

following format:
$00 XQLWV KDYH DW OHDVW RQH DWWDFN LQ WKHLU SURAOH

1. Type.Attacks can be of two types: ranged
attacks (projectile attacks) or melee
attacks.

2. Range. Distance within which the target of
your ranged attack must be.

3. Attack dice pool .These are the dice you
must roll when you make the attack (they may
be accompanied by automatic symbols).

4. 0R G L Amubunit can be stressed to add the

You can activate the same switch multiple times,
as long as you have enough symbols to spend
each time.

It is essential that you spend the symbols
indicated as aequirement (1) to activate the
switch and apply iteffects (2). Spent symbols
will no longer be available for further switches

PRGLAHU YDOXH WR WKH UR O Oarkvl Qot\deuat BuwikgRHABHH \L RVGtXpWIL R Q

(See “Face to Face roll. Step 1"). Keep in mind
that your unit must be able to be stressed, that
is, have less stress than its MOR value.

5. Switches. Offer the possibility of spending
some of the symbols obtained in the attack
roll to apply various effects

Switches

Every time you make a roll, you will get a seriés o
symbols to which are added the automatic symbols
that your roll may have. Switches give you the ad®an
to spend some of the symbols to apply various
effects before resolving the roll.
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the roll.

You don't have to be able to apply the effect
of a switch to activate it. For example, you can
activate a switch with an effect that heals you
1L even if you don’t have arly to heal.

The switch can apply different effects when
activated. In this case, apply each effect in the
order they are described. For example:“Remove
a3 from your target and add to your roll”

Even if your opponent has not obtained &y

to cancel, you can add to your roll.



Melee attack
Units that are stressed beyond their MOR value
In order for your unit to make a melee attack agstin ~ must pass a WP test at the end of the activation
an enemy unit, your unit must be engaged incombat WR DYRLG EHFRPLQJ GHPRUDOL]JHG DC
with it. When you attack a unit in melee we saytha  “Stress and morale”).
acombat begins. Until the end of the action, your
unit is theattacking unit and the enemy unit is the

defending unit. Push back the defeated unit
Combat If your unit has won the combat and is still enghge
Follow these steps to resolve the combat: you can push back the enemy unit to force it to

abandon its position. If you want to push back the
1. Your unit must perform positioning maneuvers enemy unit, your opponent will have the option
if any of its troops are not engaged in combat. to prevent this by stressing his unit, to do this h
(See section “Positioning maneuvers”). must be eligible to stress his unit. (See “Stresd a
2. 6HOHFW D PHOHH DWWDFN |URdPal&RXU XQLW SURAOH
3. All troops in your unit participate in the attack,

just as all troops in the enemy unit defend. The pushed back unit must make a move using only
4. Your opponent makes the defense roll LWV AUVW 029 YDOXH LQ DQ\ GLUHFWLF
indicated on their combat panel based on places as much distance as possible between #sdilf
the number of troops in their unit. If the the winning unit.
unit includes a Character, it may add dice
or automatic symbols to the roll. (See PURSUE THE PUSHED BACK UNIT
“Characters”). At this point they must declare If you have pushed back the defeated unit, you can
whether their unit is stressed to add their SXUVXH LW E\ PRYLQJ \RXU AUVW 029 Y
PRGLAHU WR WKH GHIHQVH UdRrecton, dverReXdagiRgsits (diQkatQf your troop
decides not to do this, theywon't be able to leader manages to reach base-to-base contact with
change their mind later. any of its troops (you are not considered to have
5. Gather your attack dice pool.Take the dice charged).

indicated on your unit's combat panel based

on the number of troops currently in it. If

your unit includes a& K D U, Eheywhieyladd Push back and pursuit movements do not

dice or automatic symbols to the roll. (See provoke opportunity attacks .

“Characters”). Declare now if your unit is

VWUHVVHG WR DGG WKH PRGLAHU WR LWV DWWDFN UROO
6. Resolve a Face to Face roll between your Destroyed unit additional movement

attack roll and your opponent’s defense roll. If you have completely eliminated the enemy unit,
7. Your opponent receives as much damagd as  your unit can perform the move action once for free

remains on your roll and vice versa, your unit (it does not count as an activation).

receives as much damagelagemains on your

opponent’s roll. End of combat
At the end of combat, if your unit is engaged with
Combat result the unit targeted by your attack, it must carry out

7R GHWHUPLQH ZKR ZRQ WKH A pesiioniRdRrRaBddiieis ifvilry ldf iw fRodpDade not
GDPDJH LQALFWHG E\ HDFK VL Gedgaged. (See “Positioning maneuvers”).

., \RXU XQLW KDV LQALFWHG PRUH GDPDJH DW OHDVW
we say that it hasvon the combat or that it is
the winning unit .
« If your unit has suffered more damage (at leds},1
it haslost the combat or is the defeated unit .
Also, your unit is stressed at the end of activatio
* If both units have suffered the same amount of
damage, there is no winner or loser and both units
remain in contention.
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Positioning maneuvers must place it in contact with your troop leader

All troops in your unit are required to assist thei or, failing that, with any other troop in your unit
companions when your unit attacks a target. These  as close as possible to any enemy troop of the
maneuvers represent the efforts of the attacking defending unit.
unit trying to gain ground on the defending unit. T .l LWLV QRW SRVVLEOH WR IXOAOO D
perform positioning maneuvers, your unit must be place the troop as close to your troop leader as
engaged in combat. Follow these steps: possible.
« Starting with your troop leader, you must place Positioning maneuvers do not generate
unengaged troops in your unit in contact with at opportunity attacks.

least one enemy troop. Remember that they must
always be in formation. In order to adapt to each
situation and maintain your unit’s formation, you
can exchange your troop leader for any troop
engaged with the enemy.

« If it is impossible for you to engage a troop
in combat (because it does not have space or
because in doing so you break formation), you
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([bPSOH RI D PHOHH DWWDEFN

W LV WKH WXUQ RI WKH +HJHPRQ\ Rl (PEHU@I1IWEKKHUKHIORONWH RICRIQ\WH SV KMKH HXQG\W HWW F
%XFNOHUPHQ XQLW DFWLYDWHY DQG S Q@ UWPRHWIK KK @ BDRRIFRMNUK FWok R QNDIHDURVAOY W IQH 0 O\
2UF +XQWHUV XQLW VWDUWLQJ D FRPE®WF NEGRVY KW R QUM O W WDV N6 P Q GHGW KHH.RIX Q G
YDORWY %ODFN /HILRQ %XFNOHUPHQ D@gH 2¥O6WHKAQWHYUV wRWKPABW \UHIPGYH D PLQLDYV

FUHDWH WKHLU UROOV UROO WKH GLFHRyRW_Y ¥RB8H WLPH DQG REWDLQ WKH VI\PEROV
VKRZQ LQ WKH JUDSK

7KH +XQWHUV GHFLGH WR DFWLYDWH WKHHUM®BI8FKk VR WKH\ BgelklerrRienr! WKHLU
3 WRIDBR WKHLU UROO 7KH %XFNOHUPHQ _RQ WKHLU HQG_GRQ.W KDYH
VIPEROV WR DFWLYDWH DQ\ RI WKHLU VvzL3lFcHvCASUALEYvH DunldkH viPEROV

WKDW UHPDLQ DIWHU WKH VZWLFKHY VW I-?%OXFNHUPHQ DUH WKH XQLW WKDW ZLQV WKH F|

VWUHVV DW WKH HQG RI WKH DFWLYDWLRQ 6LQFH W

Hunters Bucklermen FRPEDW ZLWK WKH +XQWHUV WKH\ GHFLGH WR SXVK
DEDQGRQ WKHLU SRVLWLRQ 7KH RUFV GRQ-W ZDQW

143355 111115 DFWLYDWLRQ VR WKH\ DFFHSW EHLQJ SXVKHG EDFN
7KH 2UF +XQWHUV KDYH 029 VR WKHYKRHRWHRRIVO K GEIYUDRZIDW KBRBOWKN /HILRQ %XFNOH!I

%ODFN /HILRQ %XFNOHUPHQ XQLW ZKRFRREDKWD ¥ HWW KMKR SRUIFR/QZ RW I KHW RRYHPUIQW VR W

QRW WR SXUVXH WKH RUFV 7KH +HJHPR@W GldDIFGIH W RREX U X KKHOW K HHOQXQ W HWWDO BN SFWLRC

PRYH VWULGHV WKH\ KDYH 029 WRZ PRGM BHMHMIAIRQ EXW LW ZRXOGQ-W DOORZ WKHP WF
DJDLQ VR WKH\ GHFLGH WR HQG WKHLU DFWLYDWLR
VWUHVVHG IURP KDYLQJ EHHQ GHIHDWHG LQ FRPED\
WKHLU 025 YDOXH WKH\ PXVW SDVV D :3 WHVW RU E
PXVW AHH
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If you eliminate one of the enemy units your
unit is engaged with, you cannot use the
destroyed unit additional movement, if your
own unit prevails engaged in combat.

Multiple combats

In the event that your unit is engaged with more
than one enemy unit, you must choose one of them
as the target of your attack and resolve it in the
normal way. After resolution, your opponent can
make an opportune attack with the rest of their
units that are engaged with yours, as long as #rey
only engaged with your unit.

Additionally, if your unit is engaged with more tha
one enemy unit, its performance will be penalized.
When you gather your attack or defense roll, you
must cancel one die or automatic symbol for each

HQHP\ XQLW HQJDJHG ZLWK \RX DERYH WKH AUVW <RX

can decide which dice or symbols you cangét. U

HQHP\ XQLWYV

H[DPSOH LI \RXU XQLW LV ORFNHG ZLWK
PXVW FDQFHO GLFH RU DXWRPDWLF V\PEROV IURP \RXU UROO

When defending against opportunity attacks
launched by units you are engaged with during
a multiple combat, you must also cancel one die
or automatic symbol for each enemy unit above
WKH AUVw
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Ranged Attacks ([DPSOH RI D UDQJHG DWWDFN

In order for your unit to perform a ranged attack Evoker
against an enemy unit, you must meet the following
requirements:
Orc Hunters
* Your unitcannot be engaged in combat. Alborc
* Your unit must have LoS to the target unit.
* The target unit must be within range of your unit’s
ranged attack.
Black Legion
Bucklermen
Remember that your unit has LoS to another
unit if your troop leader can draw a straight
line between their base and the base of at least
half of the opposing unit’s troops (rounded up).
(See “Line of Sight”).

Drago

'UDJR ZzZDQWV WR PDNH D UDQJHG DWWDFN ZLWK |
D UDQJH RI VWULGHV 7KH (YRNHU LV RXW RI1 UD
WDUJHWHG +H GRHV QRW KDYH /R6 WR WKH 2UF
. . .. RQO\ WUDFH /R6 WR RQH RI WKHP $OERUF LV L
UntlltheendOftheaCthﬂ,yOUrUnltlSthe KSP VR 'UDJR GHFODUQHV D UDQJHG DWWDFN DJQD

attacking unit and the enemy unit is theefending
unit. Follow these steps to resolve the attack:

1. Your opponent gathers his defense roll. If the
unit includes a& K D U, d may Bidd dice and
automatic symbols to the roll. (See
“Characters”). At this point your opponent
must declare whether they wish to stress their
XQLW WR DGG WKH PRGLAHU WR WKH GHIHQVH UROO ,I
your opponent decides not to do so, they
won't be able to change their mind later.

The defending unit can only use the defensive
dice (green, blue and black) and the automatic
symbols3 , 4 ; other dice and automatic symbols
are ignored.

2. Form your ranged attack roll. If your unit

includes a& K D U, theywrhei hdd dice

and automatic symbols to the roll. (See

“Characters”). Declare at this time whether

you want to stress your unit to add the

PRGLAHU WR LWV UDQJHG DWWDFN UROO
3. Make a Face to Face roll between your ranged

attack roll and your opponent’s defense roll.

The unit defending from a ranged attazdanot
activate its switches; the attacking unit, howewan.

4. Youropponenttakesasmuchdamagdas 7KH\ ERWK IRUP WKHLU UDQJHG DWWDFN DQG GH
remains in vour roll 'UDJR KDV QR VZLWFKB VWV IDRFBOESRRXW RUPORRUF -V
y ’ 7KH DWWDFN HQGYV ZLWKRXW FRQVHTXHQFHYV
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Range distance between the bases of your troop leader and
All ranged attacks, as well as some actions antisspe the nearest troop of the target unit.

indicate a range at which the target must be.When

checking the distance between your unit and anotherlf the target is a terrain element, measure the

game element, always measure the distance from  shortest distance between your troop leader and the
your unit’s troop leader . base of the terrain element.

If the target element is a unit, measure the shaette

You can use either
template to measure
the distance.

7KH 2UF +XQWHUV XQLW LV ORFDWHG VWULGHY IURP WKH %ODFN /HILRQ %XFN

Target “within X strides” Adjacent

When it is indicated that the target of an effecust A game element is adjacent to another if the

be “within X strides”, the distance must be between distance between them is 0.

0 and X strides.
A unit isadjacent to a terrain element if its troop
leader’s base is in contact with the element’s base

'UDJR-V UDQJHG DWWDFN KDV UDQJH VR KLV WDUJHW PXVW EH ZLWKLQ
VWULGHYVY DzD\ 7KH (YRNHU LV RXW RI UDQJH LQ WKH AUVW FDVH EXW LV
ZLWKLQ VWULGHYV DZD\ LQ WKH QH[W
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Cover * Block LoS (for example, a miniature or a

When your unit is the target of a ranged attack, it building). Your unit is in cover if the element blks
FDQ EHQHA iflitiRaejacent to a game LoS to at least half of your unit’s troops (rounded
element (another unit or a terrain element) witheh up).

& R'Y H kéyword. Additionally, another condition » Doesn't block LoS (for example, a fence or

must be met depending on whether the game hedge).Your unit is in cover if when you draw LoS
element blocks LoS or not: to at least half of your troops (rounding up) it fa

to pass through the element.

& RY H.The ‘D’ value indicates the dice or

automatic symbols that your unit adds to its defens

roll against the ranged attack.
, I \RXU XQLW FDQ EHQHAW IURP PXOW
values, you should choose one.

'UDJR 7KH $QYLO KDV /R6 WR WKH 2UF +XQWHUV XQLW LQ DOO WKUHH, @OF\DH\H $QWIDNWHV $
RUFV EHQHAW IURP FRYHU VLQFH WKH\ DUH DGMDFHQW WR WKH WHUUDLQ HOHPHQW DQ
UHDFK KDOI RI WKH XQLW:-V WURRSV ,Q FDVH % WKH IRUHVW %ORFNV /R6 VR '"UDJR RQC
WKH\ EHQHAW IURP FRYHU ,Q FDVH & 'UDJR PXVW WUDFH /R6 WKURXJK WKH WHUUDLQ H
DGMDFHQW WR WKH WHUUDLQ HOHPHQW EHFDXVH WKHLU WURRS OHDGHU LV QRW WKHU



Ranged attack on a combat 1. Move.Your unit’s troop leader
You can make a ranged attack againstan must be able to move, using

enemy unit that is engaged in combat the unit’s two MOV values,
with a friendly unit. In this case, you must  until engaged in combat with
consider your own unit to be a game the target unit. Otherwise, you
element that provides& R YH Lbnly in will not be able to perform this
this case, following the LoS and Cover action. Move the troop leader
rules. Additionally, the friendly unit will and place the other troops in
become stressed at the end of the your unit into formation. (See
activation. “Move”).

Remember that the lines joining

the center of the allied unit’s troop This step 1 move is an exception
bases block the LoS to the enemy to the rule that a unit executing a
unit’s troops. “Move” cannot engage another.

It is not necessary for your unit

Damage to have LoS to the enemy unit at
the start of the action in order to
When your unittakes damage or is assault it.

caused or dealt X amount of damage
by something, place that same amount
; RI GDPDJH WRNHQV RQ LWV SURAOH

If the number of tokens equals or 2. Attack the target unit in melee.
exceeds its Wounds (W) value, a troop Your unit starts a combat

is takenout of combat . Remove the with the enemy unit that is
PRGHO IURP WKH EDWW O Hésbh@Ghyta@plying alRiR Y H
as many damage tokens equal to W rules described in “Attacking in

IURP LWV SURAOH 5HSHDWel#¢KLY SURFHVYV
until there are fewer damage tokens

OHIW RQ LWV SURAOH \A)\Kcﬁahange YDOXH

When removing miniatures from a  This action allows your unit to move

Your unit must be able to
engage using its movement
after applying the effects of
terrain elements it must pass
through.

unit, follow this order: in a straight line to engage an enemy
unit and attack.When you declare it,
 Troops you must select a target enemy unit  This step 1 move is an
« Troop leader that you have LoS to.This long action isexception to the rule that

made up of two simple actions that youa unit executing a “Move”

6 X S Scanb4 ¥moved instead of must execute in the following order:

a troop. (See “Characters”).
1. Move.Your unit’s troop leader
must be able to move in a

cannot engage another.

Some units can activate
their own effects when
charging or when they are

charging movement, until engaged the target of a charge.

\ Assau It straight line, using the unit’s
This action allows your unit to move in combat with the target unit.
to engage an enemy unit and attack. Otherwise, you will not be able
When you declare it, you must select to perform this action. Move

a target enemy unit. This long action is the troop leader and place the
made up of two simple actions that you  other troops in the unit into
must execute one after the other in formation. At this point your unit
this order: is considered tchave charged.
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2. Attack the target unit in melee.

Note that \ Charge Your unit starts a combat with For having charged, your unit can
requires LoS, whil& the enemy unit that is resolved by re-roll its attack roll.
Assault does no applying all the rules described in

“Attacking in melee”

Hold and shoot In case of applying hold and shoot,
follow these steps:

The moment your opponent

declares a charge against a unit of < Place an activation token on the

yours with a ranged attack (and XQLW-V SURAOH

you verify that it is feasible), you * Make a ranged attack against the

can declare that you apply this rule enemy unit before it moves.Your

only if: unit must meet all the requirements
to attack at range, except range, as

« Your unit has not been activated yet the shot is considered to occur at

during the current round (it does any time during the chargers path.
not have an activation token on its (See “Attacking at Range”).
SURAOH * Once the ranged attack is resolved,

« Your unit has LoS towards the the enemy unit continues with its
enemy unit. charge action.

Your unitcannot activate the switches from its attack roll when
holding and shooting.

*The most common
requirements are:

« 7D U\WHReWIt is .
indicated that the ~ P€rform a skill
ability targets another
unit or a terrain <RXU XQLW PXVW KDYH DW OHDVW RQH VNLOO LQ LWV !
element, your unit
must always have Skills are presented in the following format:
LoS unless otherwise
indicated by the term . .
1R /R6
e 7L P OkeXbility can
indicate when it can be .
used or express how
often it is available, for 1. Name . If the name is preceded 3. Effects.This text describes the

example,“once per by (\ ) it means that the ability is rules that must be applied once

round” or “once per a long action which consumes all the skill requirements, if any,

game.” of the unit’s activation. have been met (range, target, or
2. Requirements (optional) that successful roll).

you must meet to be able to
perform the skill angproperties
that indicate how it functions.
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Cast a spell \ Rest

Units with the 6 S H O Gdywovdtiavéithe ability to  When your unit performs this action, you can use as

cast spells. Go to the “Magic” chapter of this mahu many of the following options as you like:

to learn everything about spellcasting.
* Eliminate all of the unit’s stress.
*5HPRYH DQ\ VWDWH IURP \RXU SURAO!
« Perform a move using only your second MOV value.

Even if it has already been activated during this
round, your unit does not become stressed by
performing this action.

Your unitcannot \ Rest if it is demoralized or
engaged in combat.

Examples:

Characters

*-RLQ ,@h®Chedrddter can join a unit with

Characters are single miniature units that feature the the , Q | D €En&vadteristic.
&KDUDHWHRWG LQ WKHLU SURAOH 'HSHIQWE L DU RTGM@NdEr \¢an only join a
strength of their leadership or their role in yowompany, unit of “Orc Hunters”.

we distinguish betwee | A F Hlobdv6 X SSRU W V *-RLQ ,QIDQmhelhambtél Da@ din a unit
that has the, Q | D &htVAD\U En@ratteristics.
2IVFHUV DQG 6 XSSRUWYV *-RLQ ,QIDQWUYhe ghdr@ctdr _ 6 FR XW
can join a unit that has the Q | D ghuv*lK\H Q W
The type of Character a unit is is indicated by an characteristics; or a unit with th&coukeyword.
LFRQ RQ LWV SURAOH
A unit cannot include more than one Character.
2IAFHU Support

,Q DGGLWLRQ WR AJKWLQJ LQGIChaie gitccoromand NH DQ\ XQLW

Characters can join allied units to lead them, i

their capabilities, or give them unique abilities. 2 | A RypeJ& K D U uEavhetioally become the
troop leader of the unit they join.

Join a unit

Characters with the ability to join a unit have it

LQGLFDWHG LQ WKHLU SURADOH XVLQJ WKH NH\ZRUG
where “X” can be the name of a unit, a characteidst

a keyword or several groups of them separated by

lines. (|"). In the latter case, the target unitust

have all the keywords or characteristics, or be reaim

as at least one of the groups.

Characters who do not have the R R
keyword cannot join any unit in any way.
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« Damage tokens. The Character keeps their

Characters GDPDJH WRNHQV RQ WKHLU RZQ SURA
joining a Unit to a unit they will t_)e ignored. Dama_lge_ tokens_ _
are only be taken into account again if the unit is
You can join a& K D U 0 B whilddiring deployment destroyed or the & K D U &bntidhdlit.
or during its activation. « Stress tokens. Compare the stress level between
the & K D U &nB WeHudit and leave the higher of
A. Join during deployment the two on the unit.

* State tokens. Place the& K D U Btata/tbkieng
When you are going to deploy you& K D U,Bdiedf H U on the unit. Since you can only have one token
one of your units that is already deployed (that meets of each state, remove any repeated states. (See
the requirements of its keyword Ran@ in which “States”).
there is no other & K D U)kovilddldre to your « Effects tokens. If the & K D U BaB #yHriumber
opponent that your & K D U B joiviintd the unit. Then of effects tokens assigned to them (for example,
place the& KD U RRWWKH EDWWOHAHOG LRHIRQWYDWLKRQ DUH WUDQVIHUUHG WR
with the unit (you can reposition troops to make « Activation token. Remove the activation token
room for them and ensure the unit is in formation). fromthe 8 KDUDFWHU

Remember that if the& K D U B 6fWel2l AFHU Character JDPH SURVOH LQ XQLWYV
type they become the troop leader, so the unit’s

troops must have LoS towards them and be When a & K D U BaB iédla unit, you must use
within 2 strides. their* & KDUDRWSHQULWu JDPH SURAOH 7KH
make use of the valudhat the & K D U 8hBrés Kfds
If you want to deploy your& K D U With \&/ trhit) H[DPSOH LQ WKH FDVH RI 2IAFHUV WK

that is deployed at another time in the game (for
exampleScoutind $ P E X ViKtk) you must reserve To manage this union more comfortably, we have
them hidden and deploy them at the same timeyou GHVLJQHG WKH FDUGV ZLWK WKH JDPH
deploy the unit. you can place the& K D U EaFiWndés the unit card,

DQG WKHUHIRUH KDYH ERWK SURAOHV
B. Join during activation

During activation, your& K D U &ahR Hd unit (that When these values
meets the requirements of its Rke@vord) as long are absolute, they will
as: replace those of the
unit, while if they are
* There are no other & K D U DnRivE Hini. vV PRGLAHUV WKH\ DUH
* The unit is not demoralized. preceded by “+") they
are added to those of
If these requirements are met, declare to your the unit (even if it has no
opponent that the & K D U B joiirtg the unit. The value). Remember that
only action your & K D U €ahR @éHbim is move (you when modifying a roll
FDQ PRYH WZLFH DQG WKH\ PXVW AQLVK WK H Lybubaniét_rglDnwire R Q
in formation with their new unit (having LoS and than 3 dice of the same
being 2 strides from the troop leader). color, so ignore all dice
of a color that exceed
At the end of their activation, in the case of an that amount.

2 | A B & K D U auFowiatidally becomes the

troop leader, so you can exchange their positiorttwi

the previous troop leader of the unit so that ale

troops are in formation with the& KD U.DFWH U
Combat

Damage, stress, states and other tokens

If your &« KDUBBPWHURNHQV RQ WK H L & KSUURPEAM pb® Rithihi¢iHunit in combat,

following for each type of token: SURYLGLQJ WKHLU FRUUHVSRQGLQJ PR
if they have them.
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Characters & K D U DnRéntHlUKEywords of the
as members of a unit unit they join since, for all intents
and purposes, you play with the unit's
2| A Ryp& K D U Uit Bisltaother SURAOH Z&K D UIBVWdLHED
member of the unit when determining in it.
the number of troops participating in
a combat (attacking and defending), as Skills, Passive Skills, and Spells
well as to quantify the unit’s conquest The unit can use the skills, command
value (although th IAFHU & K D UdBifis\ypakklve skills and spells present in
can modify it). WKH "&KDUDFWHU LQ XQLWu SURAOH DV LI WKH
were its own, since it is the unit that
activates and performs the actions.
6 X S S RiunEt\¢ount towards the
number of troops in the unit.

$OWKRXIJK WKHUH DUH RQO\ WZR +XQWHUV O RIW FIHU V&KIBD XMAWHYOERUF FRXQWYV DV RQH
VR WKH XQLW ZLOO XVH WKH DRIWDEMN SGHIA®N A PQG FRQTXHVW YDOXHV
Whena & KD Ubdvidg HU
a unit, the unit regains
the original valuesf its
attributes. If its stress

Characters Damage, Stress, level exceeds its original
i i i states and other tokens MOR, take a WP test. If
leaving their unit Yo o et et i
To have your & K D U Bdvd\teldunit, ,I WKH XQLW KDV WRNHQ@QWVisBe@orali#éy aBdJRAOH GR
follow these steps: the following for each type of token: PXVW AHH LPPHGLDWHO\

“Stress and morale. Flee”).
* Declare to your opponent that your  « Damage tokens. The unit keeps all

& K D U B F&VikbUuhe unit. damage tokens.Th& K D U énlyW H Bemember, every time

* Your & K D U &aR pétbm the keeps the damage tokens they had a & K D U Bdvd¥ thélr
move action up to two times (this before joining the unit. unit (or is removed from
movement does not generate * Stress tokens. The & KD U D F W Htbke game because they
opportunity attacks) receives the same level of stress as are eliminated), you must

* Your & K D U BaE Béehlactivated, the unit. designate a new leader
so place an Activation token on their < State tokens. Place the same state troop for the unit.
SURAOH tokens on your & K D U 8sRhY thit

« If the Character is ar2 | A Fydlcan has.
place the unit’s troop leader in the » Effects tokens. The unit keeps all
position the & K D U Wds Wi kbhat effect tokens.
all other troops are in formation.
& K D U z&nwbHIERVe and join
a unit (and vice versa) during the
same activation.
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Assign damage to Characters and destroyed units
units with  Characters wh _
en all the troops of a unit are taken out of

2IAFHU & KiiathieRpsvtieflainit are the last  combat, deal the remaining damage to tReK D U.D FW H U
to suffer damage, since they are the troop leader.  Since the unit has been destroyed, t8eK D UB ROV H U
longer part of it. Before removing the unit fromeh

Support& K D U Dhateid pavt of a unit can be EDWWOHAHOG SHUIRUP WKH IROORZLQ.
eliminated like any other troop.When the damage
suffered equals the unit's W (Wounds) value, yon ca < Separate theF KDUDBWHXQLW SURAOH FDUG)
remove the 6 X S S R U W isskeBd.bDaRiaoddd « Transfer the corresponding tokens from the unit

to the & K D U &skndidatdd in the “Damage,

Stress, Status, and Other Tokens” section.

Once these steps are completed, you can remove all
of the unit’s gaming elements from the game.

Stress and morale Morale (MOR)

Stress in Warcrow represents the tension of combat,  Your unit's MOR value indicates the maximum
physical fatigue and mental exhaustion to whichryou level of stress it can handle before its nerves

troops are subjected. are put to the test. If at the end of the current
activation your unit has a stress level higher than
A unit is stressed if: its MOR, it must pass a WP test to avoid becoming
demoralized. Following this, you will have to
* Its activation ends and it was already activated remove all the stress tokens exceeding
previously during the current round. (See “Activate  the MOR value.
a unit”).

*+,W XVHV LWV PRGLAHU RQ WKH IE/#NDFN U GHIHQVH UROO
(See “Attack”). eCtS 0] StreSS

* It loses in melee. (See “Combat result”).

* It decides not to be pushed back at the end of As long as your unit’s stress equals its MOR, you
D AJKW LQ ZKL(S&e lPwshivaxk tieR VW can only activate it to perform the Rest action
defeated unif). (see\ Rest").
* The effects of a skill, passive skill, attack,|spel
switch cause stress. If your unit has as much stress as its MOR, you
* In the case of & S H O @ifitDxd/akbid danceling a cannot voluntarily stress it, so yogannot
spell that remains active. (See “Magic”). apply any effects or rules that require it to

be stressed. For example, stress it to add a

30DFH VWUHVV WRNHQ RQ WKH XPRW®LWKBWRAO HWHWD BRVWDFN BW GHIHQ
suffers from stress.The stress tokens are numbered it so that it is not pushed back at the end of a
to indicate thelevel of stress (or total stress) the combat.
unit has using a single token.

If at any time your unit is stressed above its MOR

value, it must pass a WP test at the end of the

current activation or else it will belemoralized

DQG PXVW AHH

Increase and reduce stress levels
When is indicated for a unit to reduce its stressibtract 1 from its current stress level.

When a unit is indicated to be stressed by X leyaldd X to its stress level.When a unit is
indicated to reduce X stress levels, subtract Xrfrdts current level (a unit’'s stress cannot
fall below zero).
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Demoralized Unit The moment your unit becomes demoralized, do the

following:
If your unit is stressed beyond its MOR value, you
must perform a WP test at the end of the current * Place a demoralized unit token (small) on their
activation. If you do not pass it, your unit will SURAOH
becomedemoralized DQG PXVW AHH L P PHake theitdir@sponding broken unit token (large,
(See “Flee”). with the same number) and place it on the turn

counter two positions ahead of the current turn.

7KH %ODFN /HILRQ %XFNOHUPHQ XQLW LV VWUHVVHG DW WKH HQG RI LWV DFWLYDWLRQ
WHVW LQ ZKLFK WKHWVE8RNVERWsREWODHQPH@\ XQLW EHFRPHYVY GHPRUDOL]JHG $V LW LV WXUC
RQ WKH WXUQ FRXQWHU DQG DQRWKHU RQ WKHLU SURAOH ERWK ZLWK WKH VDPH QXPE}
WR UDOO\ 7KH H[FHVV VWUHVYV D VWUHVV WRNHQ LV WKHQ UHPRYHG

Demoralized Unit Tokens

If your unit is demoralized:
These counters have a unique

* It cannot be activated in any way. numbering system to easily identify

* It cannot stress itself in any way am@nnot units that are demoralized. They
reduce its stress. come in pairs with the same

* It cannot control objectives (we consider its number: a smaller one that is assigned to the
conquest value null). unit and a larger one that is placed on the turn

*,| LW SDUWLFLSDWHV LQ FRPE D 8buritaNsazweG@wiatiZeh ofvwhich iV H U
the result. (See “Melee Attack”). the unit will try to rally.

Flee

I \RXU XQLW AHHV \RX PXVW LPPHGLDWHO\ PRYH LW XVLQJ
both of its MOV valuesowards your deployment

zone, following the shortest possible path and, if

is already there, move it towards the nearest edge

RI WKH EDWWOHAHOG :KHQ D AHHLQJ XQLW FRPHV LQWR
FRQWDFW ZLWK RQH Rl WKH EDWWOHAHOG HGJHV UHPRYH LW
The unit will count as eliminated for all purposes.

For a unit to be considered to have entered your

deployment zone, all its troops must have bases

completely within the zone’s limits. It is enougin f

RQH Rl WKHP WR WRXFK WKH E R BleeHridvérendoes roDy@nevaietad H O G
IRU WKH XQLW WR OHDYH WKH E DpyoNuDity Attack.G
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It is possible for a broken
unit to make more than one
rally test in the same round
if, having failed a test and
after advancing the broken
unit counter, the token
remains positioned before
the “End of Turn Token.

Rally a
demoralized unit

When the turn counter marker
activates your unit’s broken unit token,
you must make a WP check to rally:

* A. If you pass the test:

»Your unit is no longer
demoralized. Remove the broken
unit tokens from the turn counter

DQG WKHLU JDPH SU

»Reduce the unit’s stress level to
its MOR value minus 1.

»You can perform the move action
once.

* B. If you don't pass the test:

»Advance the demoralized unit
token two positions on the turn
counter.

»<RXU XQLW AHHV

If an effect or rule allows you to
automatically rally a unit (even
before the broken unit marker
activates), follow the steps as if it
had passed the WP test. (See “A. If
you pass the test”).

Reduce stress

At the end of each round, reduce the
stress of each of your stressed units
that arenot demoralized . (See “End
of the round”).

* First reduce a maximum of 2 stress
levels of units that were not activated
during the round (they do not have
an activation token).

* Then, reduce the stress of the units
that were activated by 1.
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Command
tokens

Command tokens
represent the leadership
capacity of some units in
your company.

Your command reserve is formed at
the start of the game by adding the
®@N\Dofall units in your company and
taking that number of command tokens.

Command tokens allow your units to
activate their command abilities.

Command skills

To perform these skills you do not
have to take any action.You just need
to meet the requirements and spend a
command token.

Spent command tokens are not

recovered (unless the effects of

one of your units or the scenario
allow it).

If you and your opponent want to

use command skills at the same time,

whoever has Initiative decides who

spends their command tokens and

DSSOLHV WKHLU VNLOOV AUVW



States Your unit can only have one token of the same state
If you receive a state you already have, do notela

States are represented by their respective a new token.

tokens.When your unit suffers a state, place the

FRUUHVSRQGLQJ WRNHQ RQ LW \Whs&sd Bré thestaiek, therdfié ety carse WitkeH

state apply immediately and last until it is remidve  they should be applied and when they are removed:

Frightened .Your unit must re-roll all of its successful Vigitiwer Tests (maximum once per test).
Remove this state when you pass a willpower test.

Slowed . Your unit cannot use its second movement valu®{lwhen performing the move

and assault actions.Additionally, you must sub#atrides from your charge movement (up to a
minimum value of 0). For example, if your unit ham/ement 3-2 (9), it can only move 3 and can only
move 5 when it charges.

Remove this state at the end of the activation inieta your unit performs the action move or assault.

Disarmed .Your unit must cancel one die from its attackIin which it has obtained at
least onel . In the case of multiple dice, your opponent witloose which one.You must
apply this effect after rolling the dice (with plbssible repetitions), but just before starting
the Switches step.

Remove this state at the end of the activation ihigh you have applied its effects (if you
have not been able to cancel any dice, the statoissidered to remain active).

Vulnerable .Your unit must cancel one die from its defensdlsan which it has rolled at
least one3 . In the case of multiple dice, your opponent witioose which one.You must
apply this effect after rolling the dice (with ptbssible repetitions), but just before starting
the Switches step.

Remove this state at the end of the activation ihigh you have applied its effects (if you
have not been able to cancel any dice, the statoissidered to remain active).

Even if, due to a switch, you receive the unarmed |mmun|ty tO a State

and vulnerable states, they will not take effectilun

the next attack or defense roll you make. If younit  If your unit receives a condition to which it is

has the Elite keyword, you must apply the unarmed LPPXQH GR QRW SODFH WKH WRNHQ R(
and vulnerable effects before replacing the hollow ignore its effects completely.

symbols. (See “Terms and keywords. Elite”).




Damage Heal

Your units can take damage from an  If an effect allows you to “heal X
attack, as well as from the effects from a unit, remove a maximum
of an ability, passive ability, spell, or number of damage tokens from it as
terrain element.When your unitakes  indicated by ‘X'.
damage orisdealt or LQALKWHG
amount of damage by something, place
that same X amount of damage tokens Recovel‘

RQ \RXU XQLW:V SURAOH :KHQ WKH WRWDO RI
tokens is equal to or greater than the If an effect allows you to “recover
value of your Wounds attribute (W), X troops” from a unit, take as many
one of your troops will be takemut models that are out of combat as

Remember that2 | A Ryipd) of combat . Immediately remove the indicated by X and place them on the
& K D U G thwavds PRGHO IURP WKH EDWWEBWMOOGHAYGGUH@ RREHPDWLRQ Z
the total number oftroops |IURP LWV JDPH SURAOH DV PDQ\ GDPDJH

in their unit. tokens as its W value. A unit cannot recover troops
above its starting number (should
A unit isdestroyed when the last the unit have a& K D U piRad, HoJ
troop that composed it is out of not include them in the counting).

combat. Remember that the Character

that joined it does not count. Remove

all tokens and markers that the unit has
DVVLIJQHG WR LWV SURAOH

Units made up of multiple models have

two entries on their combat panel. The

AUVW UHSUHVHQWYV WKH SHUIRUPDQFH RI
the unit when it has all or most of its

troops, and the second represents the

combat capacity of the unit when its

number of troops drops by half.

Remember that2 | A Ryp&J& KDUDFWHU V
count towards the total number of
troops in their unit.

'KHQ WKH 2UF +XQWHUV XQLW
KDV RU PRUH WURRSV LW ZLO
WKH DWWDFN UROO GHIHQVH U
FRQTXHVW YDOXH RI WKH AUVW
LWV FRPEDW SDQHO 'KHQ W
QXPEHU RI WURRSV LQ LW GHFL
RU LW ZLOO XVH WKH FRUUH
YDOIXHRPY WKH VHFRQG HQWU\
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Magic

The price of magic

Spellcasters
and spells

Units with the 6 S H O GQdy®ovdtidye
In Warcrowusing magical forces comesthe ability to manipulate magical energy

at a high cost. Only those who have
an iron will and years of study can
manipulate it without suffering serious

to cast the spells listed on their game In Warcrowtinge is
SURAOH

represented bytinge
tokens , which affect

consequences. Magic negatively affectdf your unit only has the6 S H O O F D Wéihpelicasting and the

those who use it intensely and/or for a keyword, it can only cast the spells
GHVFULEHG LQ LWV JDPH SURAOH

long time. It causes them to lose their
minds, and even causes mutations and

6SHOQ@MDVWHU

physical changes in their body, which Spells have the following format:

are known in Lindwurm as thenge .

Those who venture to use magic in

any of its many forms must confront
the adversity and darkness inherent
in it with their knowledge and mental 1.
integrity.

Tinge

Tinge is the negative effect of the 2.
intensive practice of magic. It manifests
itself physically by a cracking of the

skin with accompanying dark spots

and suppurations that expand over the 3.
ERG\
degeneration that accompanies the 4.
abuse of such powers.

Name of the spell. If the name
is preceded by\( ) it means that
casting the spell is a long action
that consumes all of the unit’s
activation.

Requirements that you must
comply with to be able to cast
the spell and itproperties
indicating how it works.

Effects which must be applied if

D UHAHFWLRQ RI W Kthk $¥INiBE 8UBBSRUIIL F D O

Alterations .The 6 SH O @iftD VW H U
can alter the characteristics of

the spell, adding as many black

dice to the tinge roll as indicated

by each alteration. (See “Casting

a Spell”).
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Casting a spell

Requirements

In order to apply the effects of a spell, yo&S H O O F%r\]/% p[lopertles

unit must be successful with a Face to Face roll
between its WP and the tinge roll that is created
from the amount of tinge it has.

Follow these steps to cast a spell:

1. Select one of your spells and declare that you
are casting it.

2. Decide if you are going to alter the spell’s
properties, and then declare what alterations
you will apply.

Alter a spell

Spells can offer differemtterations , which are

These are the requirements and properties that are
involved with spells:

* $ X W R PH2 ¥pEIFdoes not require a Willpower roll,

is always cast successfully, aadnot be blocked.
6HH "%ORFNLQJ D VSHOOQu

« 7D UThd ®pell requires selecting a target on which
its effects are applied.Your unit must have Loght®
target unless otherwise indicated by the terinrR /R 6

« 7DUJHW ZL WYdlLc@n seledt ahly Glit\farget
that is within a maximum distance of ‘X’ stridesrir
your 6 S H O QritDrMa/iskequiivalent to saying that
the spell has ‘range X strides’.

*« 1R /R spell can affect a target that is in range
whether the 6 S H O QriitDas\Mié Gf Sight to it or
not.

PRGLAFDWLRQV WR WKHLU HIIHMBMPRD RQTERMRISEHCIN adive oncRikhas

can select as many alterations as you wish for
the same casting, a maximum of once each.

3. Check that all requirements for casting
the spell are met, taking into account any
properties altered during the previous step (for
example, the spell might have more range). If
any requirement is not met, you witlot be

able to cast the spell, so you will have to select

another one or perform a different action.

4. Create yourtinge roll. Take one7 for
each tinge token your6 S H O @ikithhasw H U
Additionally, each selected alteration adds as

been successfully cast. (See “Active Spells”).
« ' X U D Wihk Bp@ll's effects are applied for a number of
turns after being cast. (See “Spells with duratjon”

Unless noted in the requirements as No LoS, all
spells that affect a target require th @ SHOOFDVWHU
unit to have LoS to it.

Block a spell

When your opponent declares they are casting a
spell, and resolves the Face to Face roll between

many7 DV LWV FRVW LQGLFDW His WPKaht thngeviall, youGarFtiy to block the

of the tinge roll will be7 , the next 3 dice will
be® , and the last 3 will b® .You cannot roll
more than 9 dice on a tinge roll.

5. Resolve a Face to Face roll between the WP
value of your6 S H O @ifitaivdvihEl fihge roll
(your opponent rolls the dice).As with any
Face to Face roll, th8 obtained on the tinge
roll will cancel thel you roll on your WP
roll.

6. Your 6 S H O @mhitzadhWweEee a tinge token
in exchange for addingla to its WP roll (only
once per roll).

7. |If after the resolution you keep at least ode
on your roll, apply the spell’s effects taking into
account any altered properties.

8. For each4 rolled on the tinge roll, your
6 S H O QihitDecaésdne tinge token.

9. If at least ones was rolled on the tinge roll,
the effects of the tinge will manifest at the end
of the activation. (See “Tinge Effects”).

attempt if you have at leaston6 SH O @mtD VW H U
within 20 strides of the casting enemy. Blocking a
spell is resolved before determining if the spell i
successfully cast and applying the spell’s eff&as.
“Casting a Spell, Step 8”).

You cannot attempt to block a spell more than
once or with more than one unit.

To block the spell you must follow these steps:

* Stress your6 SH O @iitD VWH U

» Choose how many black dice to roll, from 1 to 3.

* For each3 you roll, you cancel oné from your
opponent’s WP roll.

 For each4 you obtain, your6 S H O @itV W H U
receive a tinge token.
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« If you roll at least oné and your 6 SH O @hitD VW H U
has at least one tinge token, the effects of thegt
will manifest at the end of the activation. (See
“Tinge Effects”).

Remember that you cannot voluntarily become
stressed if your stress level is equal to your MOR.
If this is the case yooannot block a spell.

Tinge effects

When at least onés is rolled in the tinge roll, your6 S H O @iftDrividfece the consequences of the tinge.
&RQVXOW WKH IROORZLQJ WDEOH DQG VWDUWLQJ ZLWK WKH AUVW UR
rows as the amount of tinge your unit has. For exge) if your unit has 3 tinge tokens you must apiplgy

effects of rows 1, 2 and 3 in order.

Tinge effects table

TINGE

1 The unit is stressed

2 All units within 5 strides of this unit must pas¥\é test or receive the Frightened state.

3 The unit receives 1 tinge token.

4 The unit gains, Q WLP (_1_03 DAW ur@sIwithin 8 strides must pass a WP checdkh at
least 21 or receive the Frightened state.

5+ The unit is destroyed. All units withi_n 2 stridgsulst pass a WP test with at leasti2 or
they suffer 1L for every two troops in the unit (rounded up).

Check the effects of the tinge at Active Spe”S

the start of the round
Some spells remain active.The saB& H O @iiitD V W H U

At the beginning of each round, units that have  cannot keep more than one spell active at a time.
DW OHDVW RQH WLQJH WRNH QAL &tiW Kpdllddn 8dvBldn@iHy BaxogMd at any

make a tinge roll based on the tinge tokens time.When you cast a spell that remains activacpl
they have. If they obtain at least ofighey an effect token on your6 S H O @ifitD Spélltdnd its

must face the effects of the tinge as described FRUUHVSRQGLQJ SDLU RQ WKH WDUJHYV
in the previous entry.



Effects tokens Spells with duration

The effect tokens are numbered on Some spells indicate their duration in turns.When
one side to make it easier to associate you cast a spell with a duration, place an effeken
them with spells that share the same on the turn counter, as many places ahead of the
numbering. current turn as the duration of the spell. Thenapk
LWV FRUUHVSRQGLQJ SDLU RQ WKH SU|
on the spell card itself if it does not require arget.
A spell that remains active is immediately cancéted
the following situations: When the turn in which the effect token is placed
ends, remove it along with its corresponding pair.
* Whenever you voluntarily choose to cancel it.
* When you declare the casting of another spell A spell with a duration is not the same as a spell
that remains active with the sam@ S H O O F D V W Hthlat remains active.
unit, any active spell that they have already cast
automatically canceled.

« When the 6 S H O Qifitis\devridralized or Spells in combat
eliminated.

*When the 6 S H O @ihitlp&tidiidd any action You can cast spells against an enemy unit that is
other than moving or resting. In this case, you engaged in combat with a friendly unit. If the pel

can prevent the cancellation of the active spell requires your 6 S H O @mhitDovharél oS to the
by stressing your6 S H O @ifitatMivg eind of its target, calculate the LoS following the rules désed
activation. in the “Line of Sight” section.
*When the 6 S H O ifitlaked &hi amount of
damage. In the case of not being taken out of
the game due to damage, you can prevent the
cancellation of the active spell by stressing your
6 S H O QiR \eNd Eflthe current activation.

When the spell that remains active is canceled,

remove the effect token from you6 SHOOFDVWHU -V

SURAOH DQG LWV FRUUHVSRQGLQJ SDUWQHU IURP WKH
WDUJHW: .V SURAOH

7KH (YRNHU FDVWV WKH 6SLULW RI WKH 7KHUPDSOHXUXV VSHOO RQ WKH 2UF +XQWHUV X
QXPEHUHG ZLWK D° p DUH XVHG ZKLFK FRUUHVSRQG WR WKH VSHOO QXPEHU 2QH JRHYV
FRXQWHU 6LQFH WKH VSHOO ODVWV WXUQV WKH HIIHFWV WRNHQ LV SODFHG WKUHH S
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Terms and keywords

Below are the details of the most common game teramsl keywords used in this manual and in the game

SURAOHYV

Rolls, dice
and symbols
Cancel a die

When a rule allows you to cancel
a die from a roll, select the
desired die from all those rolled
and remove it before proceeding
to the switches step. All symbols
rolled on the selected die are
completely ignored, as if it had
not been rolled.

Cancel a symbol

When a rule allows you to cancel
a symbol from a roll, select

the one you want from all the
symbols obtained when rolling
the dice (including automatic
symbols) before proceeding to
the switches step.The selected
symbol should be ignored as if it
had not been obtained.

Repeat a die

When a rule or effect allows you
to reroll a die from your roll, you
can reroll any die you want.You
will need to do this after rolling

Repeat a roll

A rule or effect can allow or

force you to reroll a roll. In that
case, roll all the dice again, before
advancing to the switches step.

)L[ D GLH

This move allows the target
unit to engage in combat (it
is not considered to have
charged).

:KHQ DQ HIIHFW DOORZV \RX WR "A[

a die”, before rolling your dice,
you may select one of your die
sides.You then roll the rest of
your dice pool and calculate the
result, using the chosen face on
\RXU A[HG GLH DV LI
rolled that face naturally.

Shove, attract,
place and

displace

The effects of some of your unit’s
actions, switches, spells, abilities,
and passive abilities can shove,

attract, position, and displace a
target unit.

Shove (X)

WKH GLFH IRU WKH A Uheé\drgét uithhust@igance

before advancing to the switches
step.

When a rule or effect forces you
to reroll a die, you must reroll

a die that meets the indicated
requirements.

itself from your unit by making
a movement of X strides in the
direction that joins the center
of the opponent’s troop leaders
base to the center of your troop

WKDW GLH KDG

7KH %ODFN /HILRQ %XFNOHUPHQ X

WKH 2UF +XQWHUV

Attract (X)

The target unit must approach
your unit by making a movement
of X strides in the direction that
joins the center of the opponents
troop leaders base to the center
of your troop leaders base.This
movement does not cause an
opportunity attack.

If the target unit comes into
contact with aunit or an

, P S DV #aih@IEment while
moving, it will stop its movement
right at that point.

If the targeted unit gets in
touch with your unit, they will

leaders base.This movement does be engaged in combat (but

not cause an opportunity attack.

If the target unit comes into
contact with a unit or an

, P S DV ¥aih@lement while
moving, it will stop its movement
right at that point.
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Displace (X) Keywords

The unit you displace must make These are the keywords used in

a straight movement of X strides WKH SURAOHYV

in the direction you indicate.

The effects of Terrain elements Aim

cannot affect this move (except  Your unit can re-roll its ranged

, P S D V)Vibi€foMement does  attack rolls. The target unit of

not cause an opportunity attack.  your ranged attackannot
EHQHAWRYRP '

7KH %ODFN /HJLRQ %XFNOI—!WB?—P %péﬁcvggglﬁlWHbFW

WKH 2UF +XQWHUV omes | ontact with a unit Ambusher
or an Impassable terrain element, $ P E X VKt whit in hiding,
Place (X) stop its movement right at that ready to move into action once
,QGLFDWH D SRLQW R@QnWKH EDWW O H AH O Gthe battle has already started,
X strides from your unit’s troop striking by surprise. If you want,
leader.Whoever controls the You can displace a unit to you can keep your$ P E X it U
target unit must take their engage it in combat (it is not secret and not deploy them until
troop leader and place it on the considered to have charged). after you have started the game.
designated point.You must then
place the rest of the target unit’s You can activate yous PE XV KHU
troops into formation with it. unit during your turn instead of
activating another unit, as if your
The placed unit does not provoke $PEXVEKHUN RQ WKH EDWWOL
opportune attacks. In this case, do the following:
Remember that yowannot *'HSOR\ LW RQ WKH EDWWOF
place models on top of other 7KH %ODFN /HILRQ %XFNOHUP tar;é/(ézowtl |_y\9$ODFH
models, and yoeannot place WKH 2UF +XQWHUV e%loy ent area.You can
aunitonan,P S DV paihO H deploy it engaged in combat
feature. Collide with an enemy unit. It is
When a shoved, attracted or considered to have charged,
displaced unit stops its movement but the enemy unitannot
by coming into contact with an KROG DQG AUH
You can place the target , P S DV kipaih@lement, we say »$Q\ZKHUH RQ WKH EDWW(
unit engaged in combat that theycollide . except your opponent’s
with another unit (it is not deployment zone, and as
considered to have charged). long as no enemy units
within 10 strides have Line
of Sight to it.

* Then activate it.

7KH %ODFN /HILRQ % XFNOHUPHQ XQLW SODFH
WKH 2UF +XQWHUV



Cover (D)
Units adjacent to this unit

Intimidating (N)

When this unit engages in

DOOLHG RU QRW F D nibat,Ghel énémy UiR Must

cover against a ranged attack.
(See “Attacking at a distance.
Cover”).The ‘D’ value indicates
the automatic dice or symbols
that adjacent units add to their
defense roll.

Dispel (D)

When this unit is targeted by a
spell it can attempt to block it.
The ‘D’ value indicates the dice

perform a WP test in which they
must obtain at least as madyas
indicated by ‘N’ to avoid stress.
For every unobtained , they’ll
have to gain stress.

JRU H[DPSOH LI D XQLW ZLW
,QWLPLGDWLQJ EHFRPHV
E\ FKDUJLQJ DQ HQHP\ XQLW
HQHP\ XQLWLRR®\L WHW 8

FKHFN LW ZLOO EH VWUHVV

/DG\ 7pOLD LV DFWLYDWHGOIDEIIJJtDI’IEiIHiSWbOdSDhal]_rQLﬂSt\NKI-GRHVQ W JHW Z0.@\O EHFRPH

SPEXVKHU XQLW UXOHV 7HKgd

EDWWOHAHOG LV FRUUHFW

H WKH (.YR'N
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QHLWKHU XQLW KDV /R6 WR /D

Berserker rage

anponce or with more
than one unit.

Elite

<RXU XQLW E brQtselQ A LBe the dice have been rolled

to add a symbol of your choice to
an attack, defense, or willpower
roll. You must do this after rolling
the dice and before advancing to
the switches step.

You cannot deal damage if it
means eliminating the unit. This
damage is not taken into account
when resolving a combat.

Bloodlust (X)

If your unit is not engaged in
combat when activated, it is
forced to\ Charge an enemy

unit indicated by ‘X', whenever
possible.X’ can be the name of a
unit, a keyword or groups of them
separated by lines (“|"). If no ‘X’
YDOXH LV VSHFLAHG
\ Charge the nearest enemy unit.

If your unit charges due to its
% O R Rt@Gad ¥evral all of its
attack rolls while engaged with
the enemy unit (not just while
charging).

At the beginning of its activation,
your unit can ignore the effects
of % O R RiGil@heé ¥ndf of its
activation by passing a WP test.

(rerolls included) and before
advancing to the switches step,
your unit may replace ar® with
1,any4 with 3, and any6 with
5.

This effect applies to any rolls
your unit makes.

Fearless

Your unit ignores the effects of

, QW L P ar@ B Wm@né to the
frightened status.

Golem

« Your unit ignores the effects of
,QWLP.LGDWLQJ

* Your unit is immune to the
effects of the frightened state.

WoiLuviit Xa@riotA\beP X V W
demoralized. If you are stressed
above your MOR value, you
ignore the excess stress.

Immovable
Your unitcannot be attracted,
shoved, placed, displaced, or

pushed back unless you want it to.
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Large

 / D Uuhlts can move through
units that are not/ D UThe
unit you move through must
pass a WP test to avoid stress.
In addition, the unit through
which it has moved must Face
to Face roll its defense against
as manyl as there are troops
in said unit (up to a maximum
of 3) and will suffer as much
damage a% not canceled.

* Even if engaged in combat, your
unit can charge a different unit
if it has LoS to it and can move
to engage.This charge move will
provoke an opportune attack.

* Only other / D Uuhits and
terrain elements with the LoS
Block keyword can block LoS
to / D Uuhits.

* /D Uuhts are, PPRY.DEOH

Manned

* Your unit ignores the effects of
,QWLP.LGDWLQJ

* It only becomes stressed when
activated more than once
during the same round.



Preferred terrain (E) Raging * You can deploy youScouunit

Your unit can ignore the effects of Your unit addsl to its attack anywhere in your deployment
any keywords on terrain elements rolls when it charges. zone (it cannot be deployed
indicated by ‘E’, which can indicate engaged in combat).
one type of terrain element,one  Scout * You can deploy youScout
keyword, or several groups of Scoutnits can deploy right unit adjacent to one of the
them separated by lines (“["). after all other units on both EDWWOHAHOG HGJHV DV O
VLGHV KDYH AQLVKHG de HoSehtenyoQrbpponent’s
For example, preferred terrain In this way, they represent that deployment zone and no enemy
(Forest, Rugged | Lake) would they are advance guards that units within 12 strides have
allow your unit to ignore the have recognized the terrain or Line of Sight to it.
effects of any keywords from all  the enemy and choose the best
forests with the Rugged keyword  position. If you decide to deploy it once
or from all lakes. the game has started, you must
If your opponent also haScout activate it immediately and
Additionally, if your unit is units, whoever has the initiative =~ consume one of the two actions

adjacent to the terrain element decides who deploys one of their for its activation. Thus, it will only
at the start of its activation,add 2 ScoutXQLWV AUVW <R X 2 @uB toRridrm one action
VWULGHV WR LWV AU vpporeztInustalierbite Di@lGou that is not long.

its charge movement. have deployed all of them.

For example, if your unit has You can also keep youBcoutnit
MOV 4-3 (10), it will have MOV secret and deploy it once the

6-3 (12) during the activation that game has started. The restrictions
begins adjacent to its preferred to deploy it are as follows:

terrain.



Terrain

Terrain elements represent the landscape, a terrain element of your own construction is that
VWUXFWXUHV HWF WKDW DUH $d&dieWwtaRihg\h& ghnie 3o anhe your idpaet Q G
with which units can interact. DJUHH RQ WKH HOHPHQW:V NH\ZRUGYV V

should be interacted with during the battle.
You are free to use any terrain elements you want.
complete set of scenery is provided in tNéarcrow
starter box. The most important rule when including

Terrain Element Base

Although not necessary, it the purposes of measuring the consist of a single structure,

is highly recommended that distance to it. but is composed of several (for
terrain elements be mounted example, three trees forming a
RQ D EDVH WKDW F kh thee\ofhbAsingi Nt to use forest), it is important that you
the area where their effects a base (for example, a building), agree with your opponent how
are applied, to facilitate the structure itself must be used to determine its boundaries (for
gameplay when a unit is as a reference (for example,the  example, by drawing a straight
inside the element and for walls). If the element does not line between its components ).

Unit adjacent to

Unitinside a terrain element
a terrain element A it isad | "
unit isadjacent to a terrain element if its troop

A unit isinside a terrain element if its troop leader leader’s base is in contact with the element’s b#se
is entirely within the area bounded by the element’ is also considered adjacent if the base is paytail
base. completely within the terrain element.

Unit within “X” strides
from a terrain element

A unit is withinX strides from a terrain element

if the distance between the base of its troop leade
and the base of the element is between 0 and X
strides.

The units that are inside the element are also
within X strides (they are considered to be at 0
strides, so the X value does not matter).

7KH 2UF +XQWHUV XQLW WKH (YRNHU DQG $0OER
IRUHVW 7KH 6NLQFKDQJHU XQLW LV QRW VLQFH
LV QRW LQ FRQWDFW ZLWK WKH EDVH RI WKH WH
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Keywords and Terrain elements

Each terrain feature can have one or more of thédwing keywords:

Block LoS

The element blocks all Lines of
Sight drawn through it, as well
as LoS drawn from within it and
those drawn into it. Unless a
terrain feature has this keyword,
it is never considered to block
LoS.

Terrain features do not block
LoS unless they have the Block
LoS keyword.

Cover (D)
Units adjacent to this terrain

Lethal (X : D)

8QLWYV GHAQHG E\ T;-
adjacent to this element at the
beginning of their activation,

suffer a melee attack with a‘D’

roll. The terrain elementannot

take damage and will not push
back units.

“X” can be the name of a unit,

a characteristic, a keyword, or
several groups of them separated
by lines (“|"). (See examples in
“Characters. Join a unit”). If no

;- YDOXH LV VSHFLA
applicable to all units.

IHDWXUH FDQ EHQH AWRUJJER(R)

cover from a ranged attack.
(See “Attacking at a distance.
Cover”).The ‘D’ value indicates
the automatic dice or symbols
that adjacent units add to their
defense roll.

Impassable

Units cannot move through
this terrain feature or end

their movement on it. If an
element gains the Impassable
characteristic during battle (for
example, as a result of a spell),
units within it must move to
become adjacent.

8QLWYV GHAQHG E\ T;-
slowed state at any moment

they are adjacent to the terrain
element during their activation.

In addition, these unitsannot
declare charge if the charge
movement would take the unit
adjacent to the terrain element at
any point of its trajectory.

“X” can be the name of a unit,

a characteristic, a keyword, or
several groups of them separated
by lines (“|"). (See examples in
“Characters. Join a unit”). If no

;- YDOXH LV VSHFLA
applicable to all units.
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Sinister (X)

8DKMPK ®HAQHG E\ ;-

within 4 strides of this element
at the start of their activation
must pass a WP test or become
stressed.

“X” can be the name of a unit,

a characteristic, a keyword, or
several groups of them separated
by lines (“|"). (See examples in
“Characters. Join a unit”). If no
;-
applicable to all units.

HG WKH HIIHFW LV
Trap

This terrain feature has been
created by a unit using a skill or
spheHl Briits tad cavi Kekhove traps
can remove this terrain element

WKDW

YDOXH LV VSHFLAHG WKt}

IURP WKH EDWWOHAHOG

HG WKH HIIHFW LV



Basic terrain elements

Below we offer you a list of the basic elements &yWarcrongame.We recommend using the characteristics

and dimensions indicated, but you are free to use $cenery you want and assign the keywords that be

GHAQH LW 5HPHPEHU WKDW WKH PRVW LPSRUWDQW WKLQJ LV WKDW E
to interact with each element before starting tharge.

Terrain element Keywords
Base between 4 and 13 strides
Fence/ Barricade Cover(? ) long and no more than 1 stride
wide.
Wall Cover@® ) Base between 4 and 13 strides long

and no more than 1 stride wide.

Base with a surface equivalent to

Small structure Block LoS, Covel ), Impassable a square measuring between 4 and
7 strides a side.

Base with a surface equivalent to

Building Block LoS, Covef ), Impassable a square measuring between 7 and
10 strides a side.

Base with a surface equivalent to

Light forest Block LoS, Covel ) a square measuring between 7 and
10 strides a side.

Base with a surface equivalent to
a square measuring between 7 and
10 strides a side.

Rugged (Cavalry, Golem), Block LoS,

Dense forest Cover@® )

Base between 4 and 13 strides long

River Rugged and no more than 7 strides wide.

Base with a surface equivalent to
Lake Impassable a square measuring between 7 and
10 strides a side.

Base with a surface equivalent to
Ruins Rugged, Covel( ) a square measuring between 7 and
10 strides a side.

Base with a surface equivalent to
Rugged terrain Rugged a square measuring between 7 and
10 strides a side.

Hedges, barricades and walls Buildings

These are terrain features with a height equal to o Skirmishes itWarcrowtake place in border areas

less than half the height of a humanoid model. or away from large towns, so the most common
buildings may be farms, mills, inns, watchtowers or

Small structures hermitages.

These are small constructions or individual elensent
that are especially relevant. For example: a well,
fountain, a statue, a store or an ancient tree.
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Forests Rivers and lakes Rugged terrain

The easiest way to represent a Although the base of this type This type of terrain includes all

forest terrain feature is to place of terrain represents the limits WASHV RI DUHDV RI WKH EDW
two or three model trees on a where water begins and ends,the WKDW PDNH LW GLIAFXOW IR
base. If you also create a small entire element applies the rules  to advance on it, such as, for

EDVH IRU HDFK W U H Hof\tRkeyno Ao urwnitdaey example, a scree or a quagmire.
at the base of the forest, you can not need to be completely “in

remove them so that they do deep water” to apply the5 X JJIJH G
not disturb or take up space if terrain effects, nor does it need
there are many units in the forest to be placed on the edge of an
interacting with each other. ,PSDVMREOH

You can also place the trees so Ruins

that the line joining their bases

GHAQHV WKH DUHD ZRlisUype \b0f keHain makes it

forest effects should be applied. GLIAFXOW IRU XQLWYV WR DGYDQFH 7KH
However, we do not recommend  ruins may be the remains of a

this system because it is more building or structure belonging to
cumbersome when interacting the ancient Empire of Gae Assail.
with the terrain element. They could also be the remains of

D QDWXUDO GLVDVWHU VXFK DV D AUH RU
an earthquake.

Scenarios

Armies inWarcrowrepresent small forces or Preparation
warbands that the lords and leaders of Lindwurm  This section provides instructions using an image t
JDWKHU IRU VSHFLAF SXUSRVHVGHAQHKRXKK GRISOROPHRWLPRQHY DQG L
SOD\ D EDWWOH LQ ZKLFK ERW Kyod ktidd/pldcé kKnwevéi@ ke owtkeHutd L Y D O
is annihilated, it is much more interesting and fun FRXQWHU DQG WKH XVH RI VSHFLAF VF
to have objectives, since they give meaning to the
role of your units and the company you compose to Initiative
obtain victory. The scenario can determine which side has the
initiative, so it will not be necessary to resoltlee
The scenarios provide the context that puts your AIWK VWHS Rl JDPH SUHSDUDWLRQ 6H
FRPSDQ\ DQG WKDW RI \RXU ULWBN@)LQ D FRQALFWLQJ
VLWXDWLRQ DV ZHOO DV WKH VSHFLAF UXOHV IRU SOD\LQJ WKH
victory conditions and the end-of-game conditions. Rounds
In this point it is indicated how many game turns
It is important that both you and your opponent make up each round.
understand the rules and how to obtain Victory
Points for the selected scenario. If necessaryifgla Scoring
in advance any doubts about the application of the This section explains when and how Victory Points

rules of your units to anticipate discussions that (VP) are earned..
could break the rhythm and good atmosphere of the
game. End of the game

The scenario is played until one of the armies nseet
All scenarios have the following structure in the requirements that end the scenario, or until
common, with all the information necessary to play the maximum number of rounds indicated has been
them: played.

The rules of the scenario may include other section
with differing instructions and explain which rules
are necessary to play it.
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Objectives

The scenarios often involve confrontations between
companies for control of important strategic points

Conquest markers

When you control an objective, place a conquest

RQ WKH EDWWOHAHOG 7KHVH VWhakéV ¢hitloFths Same slvr &R thatdiyauw

value constitute the objectives, and are represehte

deployment zone.

RQ WKH EDWWOHAHOG E\ PDUNHUV ZLWK WKH GLDPHWHU RI DQ

infantry base (2 strides).

Objectives are terrain features with the keywords
, P S D Vand %O R Faltho&g® each scenario can
include different ones.

Control an objective

All objectives start free from the control of both
sides at the start of the scenario. When one of

your units ends its activation within 3 strides anf
objective, you take control of it.You then place a
conquest marker with your color on the objective to
indicate it is under your control.

Colored objectives

In some scenarios, objectives are deployed
with the same color as one of the deployment
zones.This means that they are the company
with that color’'s own objectives , it does not,
however, mean that they begin under that
company'’s control.

For example, if you select deployment zone

A in the “Take positions” scenario, the color

red corresponds to you.The objectives in red
represent strategic points for your company,

but that does not mean that you start off with
them controlled. You must take them with one of
your units and then mark them using a conquest
marker of the same color (red).

If both you and your opponent have at least onetuni
within 3 strides of an objective, you must add up
the conquest value of your units.Whoever has the
highest value will control the objective. In theeew

of a tie, the objective maintains the conquest neark
it had, if any.

Once you have control of an objective, you do not
need to keep any units within 3 strides of it; lfliv

remain under your control as long as your opponent

does not take it away from you.

7KH %ODFN /HIJLRQ %XFNOHUPHQ XQLW AQLVKH
FRQWURO RI WKH REMHFWLYH VLQFH LW LV \
KDV SUHYLRXVO\ FODLPHG LW SODFH D FRQTXHE
FRORU WKDW LGHQWLAHV WKH +HJHPRQ\ LQ WK

Neutral units

In some scenarios it is possible thautral units
ZLWK WKHLU RZQ SURAOH WKDW GR QR
may appear or be deployed .

7KHLU JDPLQJ SURAOH LV YHU\ VLPLOD
unit, with the addition of an initiative attribut@NI)

and a table to interpret its behavior when it is

activated:

« Initiative (INI).When the neutral unit is deployed,
place an event token in the turn counter position
indicated by the scenario. If none is indicatedcpl
it as many positions ahead as the INI value.When
this event token is activated, the neutral unit is
activated, applying its behavior. Once its actorati
is complete, the event card advances as many
positions as its INI.

* Behaviour . This consists of a table that indicates
what objective the unit will take and what actions
it will perform, whether it has an objective or not
In the case of random behavior, a dice roll may be
set to determine what the neutral unit will do.

Neutral units are neither allies nor enemies of ysu
S0 you cannot target them with your attacks, alei,
or spells unless they have the R V kigywOrél
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Hostile neutral units Hostile units alwaypush back when they win combat
and will alwaygursue units they push back.They will
When a K R Vnaulré thit is activated, it is very not refuse to be pushed back if they are defeated.
likely that it will attack a unit belonging to your
company or that of your opponent. In this case, 7KH JDPLQJ SURAOH RI WKHVH XQLWV P
resolve the attack as if it were an action that ook previous paragraph and indicate other rules thatsinu
your units takes.Whoever is not the target of the  apply.
attack must make the rolls on behalf of tHtRVWLOH
unit.

(I[DPSOH RI D KRVWLOH QHXWUDO XQLW

6 1 2

osti

wqq 1 877 wq

$W WKH HQG RI WKH AUVW WXUQ WKH VFHQDULR GHSOR\V DQG DFWLYDWHYV D OyUQPDI
RUDQJH GLH LV UROGH P Q® MRPHHWY 3DWRUF ZKR KDV PRUH 025 WKDQ WKH %ODFN
KLP ,I WKHUH KDG RQO\ EHHQ RQH XQLW ZLWKLQ VWULGHV , ZRXOG KDYH WDUJHWH
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Take positions Consolidated progress

Preparation Preparation

30DFH REMHFWLYH PDUNHUV RIDWKH ERBNMHFMAHGIGPDILWK WKRQ WKH

colors shown in the diagram. colors shown in the diagram.

Rounds Rounds

Each round lasts fob turns. Each round lasts fds turns.

Scoring Scoring

At the end of each round, you obtain: At the end of each round, you obtain:

» 1 VP for each objective you control with your « 1 VP if you control the central objective
opponent’s color. * 1 VP if you control your opponent’s objective (1)

* 1 VP if your opponent doesn’t control any of the * 2VPs if you control your opponent’s objective (2)
objectives of your color. « 1 VP if your opponent controls neither of your

objectives (1 and 2)
End of the game
End of the game
The game ends at the end of round 3 or when one
RI WKH FRPSDQLHV KDV QR XQ L W& géns evtsrRiQharerd-bf EoDnd/ o Ovithénkb@eG
RI WKH FRPSDQLHV KDV QR XQLWYV OHI!
If you have more Victory Points than your opponent

at the end of the game, you win. If you and your If you have more Victory Points than your opponent
opponent have the same number of Victory Points, at the end of the game, you win. If you and your
the result will be a tie. opponent have the same number of Victory Points,

the result will be a tie.
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Fog of death Event
When the event is activated do the following:

* Displace all Fog markers Displace 10 strides in the
direction of the conquest marker.

« All units within 8 strides of any of the Fog marker
must resolve a “Fog Effects” roll for each Fog
marker within 8 strides of them.Whoever has the
initiative decides which side resolves all theillso
AUVW

» Advance the event token 3 positions on the turn
counter.

Arcane artefact

Company units in control of the objective, whichear
within 3 strides of it, can perform the action:

Preparation Controlenergy . 7/DNH D :3 WHVW I \RX VXFFF}
WKH FRQTXHVW PDUNHU LQ WKH GHVLU
Place an objective marker in the center of the HDFKREWDLQHG

EDWWOHAHOG DV VKRZQ LQ WKH GLDJUDP 7KLV PDUNHU

represents an ancient and powerful arcane artifact Conquest marker

capable of manipulating the fog that surrounds the

companies. The conquest marker must always show the color of
the side that controls the objective.

7KH SOD\HU ZKR GHSOR\V AUVW PXVW SODFH D FRQTXHVW

marker (showing its color) adjacent to the obje@iv At the end of each turn, whoever controls the

marker.This marker indicates which side contrdiet artifact (target) can move the conquest marker 2

artifact at all times, so it begins under the canitof strides in any direction.This marker caever end

WKH AUVW FRPSDQ\ WR GHSOR\on units or terrain elements.

Place the four Fog markers each in one corner @ th
EDWWOHAHOG DV VKRZQ LQ WKH GLDJUDP

Place an event token on position 3 of the turn
counter.

Rounds

Each round lasts fot turns.
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Fog effects

When the event is activated, units within 8 stridefsa Fog marker must roff and apply the effects from the
following table according to the result obtainechit$ must resolve as many rolls as there are Fogkers
within 8 strides.

Result Effect

The unit must face to face roll its defense rolhagst as mang as there are troops in it and

1 suffers as much damagelasot canceled.

The unit must face to face roll its defense roll2zal for each troop that is part of it and

15 suffers as much damagelasot canceled.
The unit must face to face roll its defense rolhagst as mang as there are troops in it and
16 suffers as much damagelasot canceled.
The unit is stressed.
The unit must face to face roll its defense rollZt11 and takes as much damagelasot
25
canceled.
The unit must face to face roll its defense rollZt1111  and takes as much damagelas
5 not canceled.
The unit becomes stressed
6 'LVRULHQWHG 7KH XQLW PXVW PDNH D PRYH XVLQJ LWV AUVW
by its opponent.
Scoring End of the game
You gain 1 VP if you control the artifact (obje&)v
and a Fog marker comes into contact with the The game ends at the end of round 3 or when one
conquest marker. In this case, remove the Fog RI WKH FRPSDQLHV KDV QR XQLWV OHI

marker from the game.
If you have more Victory Points than your opponent

At the end of each round, you get: at the end of the game, you win. If you and your
opponent have the same number of Victory Points,
» 2VPs if you control the artifact (objective) the result will be a tie.
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N (o110 1 0, SPTT 327.. spell..ccocoveieii 335,337
Large.....cccvvieeiieiiieiiieiiiies 341.. active spell................. 337,338
Manned..........ccccceveeeeennnns 341. alterations............cccvvveeeen. 335
Preferred terrain................ 342 effectS. i, 335
Raging.........ccccoeeeeii 342..  NAMEe......eeeveiiiiiiiiii 335
SCOUL...uviiiiiiiieiiee e 342.. requirements..........cccceueees 335
Spellcaster.......ooevvveennnens 335 spell, alter. Se also, cast.a....336
spell, block a.................. 336, 337
L spell, format............c...ccec.e. 335.
Line of Sight (LoS)........ 304,322 spell,casta......cccccccun.. 321,336
alteraspell.........ccceooeeen. 336
M spell, requirements
MagiC......oooeeeiieeieee 335... and properties..........ceeeeeennn. 336
miniature, model........... 299,304 spells with duration.............. 338
MOVE.....uueaannn, 314,315,316 spellsin combat................... 338
States........coevvvvvvveeviiiiiiiiniinns 333...
N immunity to a state............ 333
No one gets left behind........ 313 state tokens................ 328,329
Stress and morale................ 330
O effects of stress................. 330
opportunity attack......... 316,317 increase and reduce
out of combat.......... 325,330,334 stresslevels.........ccccvveeeee. 330
Morale (MOR)................... 330
P push back the
PASS...cci i 312... defeated unit.............. 318,330
place (X).....euvvremmmmnnennnnns 340.. suffer stress............... 330, 337
Play the Game.................... 311 stress token................ 328, 330
positioning maneuvers. switches.............ue..s 306, 307, 317
See also Attack (action): switches, face to face roll..307
Attack in melee..................... 319 switches, simple roll.......... 306
symbols.........cccevveeininns 306, 339
R automatic symbols......306, 317
rally a demoralized unit........ 332
recover a troop........c..ccue..... 334 T
repeata roll..................o 339 Terrain elements........... 310, 343
repeatadie........ccceeeeeeee.. 339 adjacent unit..................... 343
RESE..eeiiiieeiiiieee 327 basic terrain elements......... 345
forests......ccoovvinnnen 345, 346
S buildings........c.ccoevevenenn. 345
SCENANiOS.....ccvvveeieeeeeeee e 346.. small structures.............. 345
conquest marker........ 347,350 rivers and lakes....... 345, 346
colored objectives.............. 347 FUINS. .. 345, 346
objectives......ccooevvieeiieennnn. 341. hedges, barricades
objective, control an.......... 347 andwalls.............oooeee. 345
select scenario.................. 309 Rugged terrain........ 345, 346

353

distance between

terrain elements................ 310
keywords..............uevvviennnnes 344.
Rugged (X).....ccovvvvviennnnn 344
Sinister (X)....coovveeeieeennn. 344
prepare terrain elements...310
terrain element base.......... 343
unitinside..........ccceeeeeeevnnnee. 343
unit within X strides............ 343
TINQE. e, 335,.336
check the effects
of the tinge................ 312,337
effectS..iieiiiiie, 337..
tinge roll.........cccceeeeiiiinnnnn. 336.
[{(0]0] ¢ IR 299,.303
troop leader................... 299, 316
UMS. 311,312
turn phase..........coceeeeeeeen. 312
turn counter......... 311,312,313
U
unit. See also
Characters:
join a unit......... 300, 301, 309, 311
allied, enemy and
neutral units...................... 303
damage to units
with Characters................. 330

demoralized unit.

See also Stress and moral@31
demoralized

unit token.........c.......... 313,331
destroyed unit. See also

Attack (action)....318,321, 330,334

formation...............ccoeeee. 303.
neutral unit................. 303, 347
behavior..........cccoocvevens 347.
hostile..........ccoooeevvveeen. 348.
initiative (INI).................. 347
Fally.oeeeee e, 332
unit, deploy................. 311,328

unit, movement....300, 314, 315
unit, movement
with troops....................... 316

\%

Victory points (VP)..298, 349, 351
get victory points........ 313,314

vulnerable. See also States..333

W
Willpower (WP) test.............. 306
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