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THE LOREMASTER COMPENDIUM:- 
For the use with HEX-TERRAIN
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"IMMAGINATION IS THE FUEL, 

THAT ALLOWS IDEAS AND DREAMS 

TO ENTER THE MUNDANE WORLD,

WHERE REALITY IS MERELY AN ILLUSION."

     Johnethan R Catts 2001
Dreamed of and scribed by;
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History of the Loremaster
Taken from the ‘History of The Maji’ as part of the Loremaster Chronicles

Stored in the College of Arcane Arts, The Grand University, Hurri.
Originally, this was a single, private collection that belonged to the elderly Hurrian Magi, Njohi Elomretac. Wishing to share the wealth of his literature, he formed a society of intellectuals who gathered to read study and discuss this knowledge of mankind. Irret and Winspra, his colleagues and friends, promised to keep the collection safe and the group together after his death. Not only was this promise kept, but in the following years the ranks of this group swelled to many times its original size as more individuals came to believe in the ideals of the Magi, Elomretac. 

Later, this collection was moved to a safer location, a fortified Keep in the Kingdom of Hurri, near the adjoining borders of the countries of Suguda and Mukhara. Members of this group added their own books to the main collection and this in turn became a library of knowledge and wonderment in its own right. Over the last three centuries, this group has garnered much respect from the Hurrian community with the members themselves being known as great Liberians earning the name of the Lore Masters. Now as the years have passed, it has become a more formal establishment where it has now become something of a public institution and a college of learning including the study of magic. 
The Lore Masters are quite often also called the Keepers of Knowledge, for it is this knowledge that is their quest and their commodity. Based in Corbora, it remains over one hundred members strong; this academic group has a single goal: to collect, preserve and make available to the world all knowledge, for a price. As a result of this philosophy and practice all the knowledge that they have accumulated has come to be referred to in abstract terms as "The Lore". 
When organizing this information, all knowledge is either obtained in the form of scrolls or books or converted to this form by the Lore Masters. Then when all information pertaining to these books is catalogued, these books are organized and indexed according to subject and cross referenced against a cost for the access to this knowledge by others
Their endless search for knowledge takes many forms: the Lore Masters are always willing to purchase books and pay for accurate accounts from travellers; however, the Lore Masters often go to greater lengths to acquire their Lore. They commonly employ powerful divination magic to answer questions to which answers are not easily obtained. They attend seminars and debates in other cities to gather the latest views and theories on the great mysteries of the world. But often, the Lore Masters will send out representatives on long journeys in order to obtain specific information or verify questionable knowledge. 
It has also been known however that on rare occasions, the Lore Masters will plan major quests and several of the Masters themselves will go, accompanied by the Keep Guardians to obtain rare knowledge and artefacts.
It was on one such journey that one of the Lore Masters greatest acquisitions was found, a dust covered, brown- leather bound book amongst the memorabilia and diaries from a middle class family in the Teragustan province of Rouen, the Compendium Militaria. These artefacts were in fact the belongings of the legendary  Agrola Rogus, a general and military tactician, whose service enabled the Teragustan Kingdom to embark on what is now one of the largest empires ever known, calling itself The Imperium of Teragusta, the family, his descendants of many generations. 

The Lore Masters translated, amended and added to this, other military doctrines from other parts of the world. The completed works becoming that which was to be the foundation of teachings not only in the renowned Teragustan Military Academy, but other military colleges and schools the world over. 

The following pages are a translation of this work into your own tongue which was originally entitled ‘The Compendium of the Arts and Science’ of Warfare’, but in respect to the many intellectuals, custodians and Lore Masters who worked upon this military accomplishment, it was shortened to simply ‘The Loremaster Compendium’.
Loremaster; game concepts

With the ability to move as quickly and realistically as the light cavalry of the Mongols or a flight of eleven war-eagles, to fire weapons with the effect of the longbow of medieval England or the guns of the Dwarfs of Karak-Dun. To move in step with the solid regiments of The Roman Legions, or the pikemen of the Drasnian or Macedonian phalanx, or to move with the uncertain relentlessness of the Undead hordes of the Liechmasters. To face feudal halberdier against musket armed Orc; glider borne 'snipers' and steam tanks against the Eleven aerials, massed ranks of lancers, crossbow and Imperial magi.
More importantly, to enjoy the game, as master, general or strategist, with the ability to incorporate any existing figures, based within a single set of rules. Incorporating the fantasy army of your imagination, a combination of pseudo-historical and fantasy figures, or if preferred, to take two historical armies and recreate a known battle or scenario.   
The gaming system operates on a single width and depth of base with occasional depth variables with the battle field comprised of areas of hexagonal sections. There is no need for the use of ruled measurements for either troop movement or missile ranges, as these are incorporated in the hex’ game components. The game is designed to be between six and ten moves long, varying in length due to 'army' size, options to include fantasy elements such as 'aerials' and magic and advanced options such as ammunition supply. 

Troop types can be the same as found within the majority of existing 'classical' sets of rules, although new types and options are available and classified within a structured but simplistic troop classifications. Using this premise, an attempt has been made in this set of rules to 'slot' these historical, fictional or fantasy figures into these rules' troop type options. This is left to the reader, adapting existing figures or choosing figure types to suit ones 'personal character or compatibility'. The 'costing' and basing of troops are dealt with in their own section but the ratio of figures, whilst suggestions are given, are totally up to the individual, as long as the bases sizes are the same and the figures reflect the type they represent. 
TROOP - BASE COST

	Basic base cost; Foot, Irregular , D class = unenthusiastic, one hand weapon, Shieldless.= 1 cost point

	Class upgrade
	Additional

points cost
	Description


	Examples

	Upgrade to regular
	2
	All trained armies, does not have to include standing armies
	All skirmish order troops are un-armoured only.

All UD [un-dead] bases are classed as irregular except 

UD. A who have option to upgrade  to regular status

	D class 

   + UD.D class
	0
	Regular newly or poorly trained, unwilling or irregular unskilled in fighting, recently Undead (falling apart), zombies.
	

	C + UD.C class
	2
	Average trained or warrior class, skeletal warriors,  ghouls
	

	B + UD.B class
	4
	Veteran trained or  superior irregular warriors, elite Undead, 
	

	A + UD.A class
	6
	Elite regular guards, fanatical irregulars. Wraiths, 
	

	Armour upgrade

	

	Armoured
	2
	Chain-mail, breast-plate, hardened leather or scale armour
	The heaviest any troop in Order can be armoured

	Heavy armoured
	4
	Full chain-mail coat, mail with partial plate
	Troops in this category of armour can only be in Close Order

	Plate armoured
	6
	Full plate armour cover entire body
	

	Shield
	1
	Counts shielded to front and left flank
	

	Pavise
	2
	Counts as soft cover, only shielded to the front if in melee
	

	Weapon upgrade; combat

	

	Pike. Thrusting spear, Spear, Lance, 
	3
	The effect is the same regardless of the length of the weapon, but the length determines the ranks able to use the weapon, thus it is the rank effect upon the enemy that determines the outcome.
	Pikes only used by CO INF

TS only used by CO & OR

SP can be used by all

L be used by all CAV

	Two Handed Weapon, Heavy Throwing Weapon, Heavy Lance, 
	5
	The Heavy Throwing Weapon, either pilume, or throwing axe is the ‘first round of combat only’ weapon, after it is ‘one handed weapon’ and used by infantry only

Two handed weapon is long handled axe, halberd or giant sword and can be used by any troops.

Troops using 2HW in combat are unable to count shielded but count shielded for being shot against
	HTW can be used by INF only.

HL Heavy Lance is used by the ‘knight’ equivalent only 



	Weapon upgrade;  distance
	

	Dart, javelin, sling, pistol bow, 
	        1
	Dart and javelin can used by used by both infantry and cavalry

Sling can only be used by skirmishing infantry

Pistol bow only used by cavalry or aerials 
	

	Short bow, hand gun, 
	2
	Short bow and hand gun can be used by infantry and cavalry
	

	Long bow, cross bow, Arquebus, repeating musket
	4
	All can only be used be infantry, except the crossbow and Arquebus which can be used by cavalry also.
	

	musket
	6
	Used by infantry only
	

	Light artillery, rocket launcher, mortar 
	8
	Bolt, gun-powder or other method of ‘anti-personnel’ or troop support weapons.
	Only light artillary able to fire at any Ariel

	Medium artillery, mortar
	10
	Stone, Heavy bolt or gun-powder support weapon
	

	Heavy artillery, flame cannon
	12
	Stone, gun-powder or other heavy support weapon

Flame siphon or inflammable/corrosive anti-personnel weapon
	

	Big Fella’s, Beasts and War Wagons


	

	Skirmish war wagon
	5
	 Used by regular or  irregular warriors, agile, usually with distance weapon
	

	Medium war wagon
	10
	Large wagon; animal or self-powered, can have up to one base of either infantry (which can disembark), or light artillery bases, can  up-grade to have up to heavy armour
	

	Heavy war wagon
	15
	Large vehicle, animal or self-powered can upgrade to have up to two infantry (which can disembark), or one medium artillery base and one infantry base, can upgrade up to plate armour.
	

	Big Fella
	06
	Troll, ogre, small giant, elemental, large demonic creatures

Can have armour upgrade to Heavy Armour
	

	Big Beast
	10
	Land dragon, mammoth, elephant,

Can have armour upgrades 

Can have armour upgrade to Plate Armour

Capable of carrying up to one base of infantry or light artillery
	

	Extra Large weapon for either BB or BF
	05
	Giant club, sword or axe

Battering ram or any other combat weapon 
	

	Ariel


	

	Skirmish Ariel
	5
	Winged man, single manned glider or small powered engine aircraft. 

Flying carpet, or small winged Big Fella or Beast such as Pegasus or Griffon
	Cannot carry flame cannons

Cannot be shot at by Medium or Heavy Artillary



	Medium Ariel
	10
	Big ‘winged’ Fella, Capable of fighting independently of any rider.

Winged Big Beast, Hot air balloon or larger engine powered aircraft.

Capable of carrying up to one base of infantry or light artillery.

Can be up graded to Armoured
	

	Heavy Ariel
	15
	Large balloon or airship, dragon or similar winged Big Beast.

Capable of carrying up to two infantry bases, or up to two light or  one medium artillery bases and one infantry base

Can be upgraded to Heavy Armour
	

	Mounted
	
	

	Horse
	3
	Used for all un-armoured cavalry, includes any mounted beast that can carry one or two riders.
	

	Horse Armour
	2
	Metallic, chain, leather, hide or scale armour


	


COMMAND AND MAGI BASE COST AND SIZES

	Basic base cost; Foot or mounted on horse. 

	Command class upgrade
	Points cost
	Description
	Examples



	Poor command ability

D Class
	20
	Unenthusiastic, inexperienced or afraid
	If any non-combatant command base is  contacted by enemy in charge movement this counts as being  automatically destroyed/killed  



	Average command ability 

C Class
	30
	Some experience 
	

	High command ability

B Class
	50
	Above average experience, enthusiastic
	

	Upgrade command to combat ability
	Command ability + base cost of  troop type
	All command bases (above) are deemed to be ‘non-combatant. Those not usually in direct combat. 

To upgrade to combat grade add point cost equal to the type of figure represented
	Represented by small round based figure, based upon a 20-30 mm diameter, or small diorama 

Average Command [25] + Combat Ability Armoured OR-CAV, L, Shd [12] = [37].

Combat bases on base equal to that of that represented e.g. OR cavalry = 40m  by 30 mm

	Upgrade command to magi ability
	+ base cost of magi 
	An upgrade command base to have magi ability cannot also have combat ability.
	Average command also with acolyte magi status count as 25+25 points cost = 50 PC

	Upgrade to mount command on Beast, War Wagon or Aerial 
	+ cost of upgrade 
	Can be carried by any base that allows a minimum of one infantry base to be carried.

Cannot be included as part of artillery base.
	Act as part of a flight of Griffons, rider on mammoth or as part of the passengers of a large airship.

	Magi class upgrade
	Point cost
	Description
	Examples



	Initiate ability
	20
	Continuing to learn magic
	-1 to Magi dice variables (D12) 

Only able to hold one magic card in their hand

Unable to use artefacts

	Acolyte ability
	30
	Lesser magi not yet familiar with addition options of magic
	Only able to use one magic card per move

-1 to artefact effects 

	Sorcerer ability 
	50
	Competent magi, familiar with all magic and some additional magic variables and artefacts
	+ 1to Magi dice variables (D12)

Able to use artefact effects

Only able to use one magic card per move

	Supreme magi  
	65
	Competent with all magic, most additional magic variables and all magical artefacts
	+ 1to Magi dice variables (D12)

+ 1to artefact effects 

Can take one extra magic card once only in game Can use two cards for one single move only.

Must use the appropriate OP’s to use magic.

	Specialist

Necromantic

War

Disease

Druidic  
	60
60

60

60
	Competent magi, familiar with all magic and relevant specialist additional magic variables and artefacts.
	+ 1to Magi dice variables (D12)

Only able to use one magic card per move

Can use two cards for one single move only.

Must use the appropriate OP’s to use magic.

Able to access ‘specialist’ OP’s depending upon specialism.


TROOP / BASE SIZES.
	TROOP TYPE
	Base size

All 40mm width
Base depth

6mm 15mm
	TROOP TYPE DEFINITIONS
	Number of figures per base

6mm          10-15mm

	CO Infantry
	30
	30
	Close combat melee troops, good in open ground or defending obstacles
	28-32
	6-8

	OR Infantry
	30
	30
	Troops able to move through difficult terrain without problem
	20
	5-6

	UD Infantry
	30
	30
	Undead troops, held together by magic or necromantic willpower
	20-30
	6-8

	SK  Infantry
	40 diameter
	40
	Skirmish troops, able to delay melee troops but not beet them in combat
	10
	2-4

	CO Cavalry
	30
	30
	Knee to knee mounted troops like cataphracti
	16
	4

	OR Cavalry
	30
	30
	Majority of all mounted melee troops


	10
	3

	UD Cavalry
	30
	30
	Undead mounted troops held together by magic or necromantic willpower
	10
	3

	SK Cavalry
	40 

diameter
	40
	Skirmish troops, able to delay melee troops but not bet them in combat
	02-05
	1-2

	Heavy Aerial 
	50+
	50+
	Large balloon or airship, large dragon or similar winged Big Beast.
	01-02
	1

	Medium Aerial
	40
	40-50
	Big ‘winged’ Fella or small winged Beast such as Pegasus or Griffon which is capable of fighting independently of any rider.  Hot air balloon or larger engine powered aircraft.
	01-03
	1-2

	Skirmish Aerial
	40 

diameter
	40
	Skirmish troops, able to delay melee troops but not beat them in combat
	02-05
	1-3

	Heavy War Wagon
	40+
	40+
	Large vehicle which can be either animal or self-powered.
	01-03
	1

	Medium War Wagon
	30
	30-40
	Large wagon; animal or self-powered
	02-05
	1

	Skirmish war Wagon
	40 
diameter
	40
	Chariot usually pulled by horses or small animals
	02
	1-2

	Light artillery and  mortar, rocket launcher, , flame cannon
	30
	30
	Small bolt or powder-type anti-personal weapon

Small powder powered mortar or rocket that can fire over troop bases.  
	2
	1

	Medium artillery and mortar
	30
	30-40
	Medium powder or catapult powered weapon 
	1-2
	1

	Heavy artillery and mortar
	40
	40+
	Large powder, catapult, trebuchet or mortar weapon 
	1
	1

	Big Beast
	40-60
	40-90
	Land dragon, mammoth, elephant or other such animal or demon figure
	1
	1

	Big Fella
	30
	30-40
	Troll, ogre, small giant, elemental, or demonic creatures
	2-5
	1-3


Terrain factors
	Terrain  

module 

type
	Disordering ability
	Description
	Points cost, per hex module
	Number of bases  per  hex module 
	NOTES

	Built up areas
	Y
	1-2 x terrain modules = a village or farmstead, offering soft or hard cover

2-4 x terrain modules joined together = small town offering hard cover
5+ x terrain modules joined together = large town or small city offering hard cover. 
(6+ terrain modules can have medium or heavy walls and towers)

All Disorders most troops
	Soft

Cover
  15
Hard

Cover

  20
Per hex
	2 Infantry  or Cavalry

per hex
All others only 1 per hex
	If any town or city has waterways those hexes counts waterway cost and rules as well

	Road way
	N
	Either made of earth in country or town; or stone in town or city

If earth, can be susceptible to optional weather conditions
	10
Per hex
	n/a
	Adds +1 or +2 to movement

	Broken ground or 

Sand Dune 
	Y
	Heath and scrubland. Bushes and occasional trees offering soft cover or,

Undulating sand dunes with occasional bushes
	10
Per hex
	3
	See page 10 for movement restrictions for different troop types

	Light woodland
	Y
	Trees and bushes far enough apart to allow restricted movement for most troop bases, disorders most troops.

Counts as soft cover
	15
Per hex
	2
	

	Heavy woodland
	Y
	Majority trees with some thick bushes. Allows restricted movement to select troops only, disorders most troops.

Counts as soft cover
	20

Per hex
	1
	

	Soft cover
	N
	Line of bushes with occasional trees, wooden fences or

 Combination of any of the above.
	05
Per hex
	n/a
	

	Heavy cover
	Y
	Brick or stonewall, or earth packed embankment. Walls of buildings 
	10
Per hex
	n/a
	

	Hill


	N
	Gentle sloped hill that allows restricted movement for some troop bases. 

.

Cliff slope stops any movement by any troops.
	15
Per hex
+05
Per hex side with cliff       

	Cliff face on the  Hill
	Y
	
	

	Marshland
	Y
	Mixture of minor water-ways and dry land, mixed with soft wet lands and minor scrubs and bushes

Allows restricted movement for most troop bases, disorders most troops.
	15
Per hex
	2
	See page 10 for movement restrictions for different troop types

	Minor waterway
	Y
	Shallow water, allows restricted movement for most troop bases
	10
Per hex
	n/a
	

	Major waterway
	Y
	Deep water, stops movement for most troop bases
	20
Per hex
	n/a
	

	Open area
	N
	Grassland or any open space, nothing more can be placed on this area
	05
Per hex
	4
	

	Inaccessible terrain
	n/a
	High rocks, very close trees or bush, deep marsh or bog any form of terrain that completely covers the hex/area 
	20
Per hex
	Nil
	NO  bases can enter but Ariel’s CAN fly over


Bases are ONLY able to enter terrain if allowed to do so according to the movement chart, and may be subject to movement and firing deductions.
Any Ariel’s are able to fly OVER any type of terrain, but are unable to land upon it or enter it.
Placing Terrain modules

1. For usual gaming; 150 points of terrain features are placed upon their set up area or middle sections of the board, each player taking it in turns to place a terrain feature until all the point allotted features are used.

2. Each player may remove one terrain piece from their half of the battlefield area ‘if they so wish’. This may be a piece that either he or she or the opposing player may have originally placed.

3. Additional terrain, as paid for and included in their army list may be placed prior to placing any troop bases.

Playing and using terrain modules 

4. Note that only the maximum number of troop bases shown may enter the specified terrain.

5.  Any troop base that has to retire due to enemy action, when there are a maximum of bases already occupying the terrain block, must retire out of the terrain with its base still contacting the terrain, immediately away from the enemy. The spaces left may be filled by enemy bases following up if able to do so.
City defences and walls etc.

	Terrain type
	Strength Points (SP)
	Description
	Size(s)

In hex modules.
	Number of bases  per terrain block  
	Points cost, additional to terrain set-up *

	Medium wall
	
	Able to be scaled by ladders and siege towers 

Able to hold 2 x infantry or defensive weapons such as oil/sand
	2
	
	

	Heavy wall
	
	Able to be scaled by siege towers only

Able to hold 2 x infantry, defensive weapons or light artillery
	2
	
	

	Medium tower
	
	Able to hold 1 x infantry, defensive weapons or light artillery
	1
	
	

	Heavy tower
	
	Able to hold 1 x infantry, defensive weapons or light or medium artillery
	1
	
	

	Corner tower
	
	Able to hold 1 x infantry, defensive weapons or light or medium artillery
	1
	
	

	Gate House
	
	Able to hold 1 x infantry, defensive weapons or light, medium or heavy artillery
	1
	
	

	Draw bridge
	
	Acts as wooden bridge attached to Gate House only, will cover the width of the moat, either wet or dry.

Can be portable (drawn up) which acts as hard cover.
	1
	
	

	Stone Bridge
	
	Can cover a stream or river, counts as hard cover if fired at from the side/flank, not from front or rear.
	1
	
	

	Wood Bridge
	
	Can cover a stream or river, counts as soft cover if fired at from the side/flank, not from front or rear
	1
	
	

	Additional portcullis 
	
	Adds 10 strength points to gate house


	1
	
	

	Dry moat
	
	Acts as heavy wood terrain for movement without cover bonus. 

Adds  10 strength points to wall when unfilled
	2
	
	

	Water filled moat
	
	Counts as River terrain + does not allow any troop to enter unless with boat or moat is filled 

Adds 10 strength points to wall when unfilled
	2
	
	


Game Dynamics and explanation.
	
	Game phase
	Action Description 
	Explanation a for each 

Game Round (GR).

	1
	Place game terrain pieces, then both armies including any terrain included as part of the army lists.  
	1.1. Role form each ‘division’ of the respective armies dices to determine order-points for movement, majic and firing orders.

1.2. Two magic cards are chosen at the beginning of the game, once one card is used it is replaced at the beginning of the next round.
	Dice used as follows;

poor general      =   D6

average general  =  D8

superior general =   D10
If the command figure is ‘killed off’ routes or any friendly bases move further than 4 hexes from the command figure, all order-points count as double.


	2
	The side with the highest OP total chooses to move one of his divisions first or to allow opponent to move,
All divisions take alternate moves until completed
	2. Both sides determine troop movement; these include any rout and evade moves which take place first at no OP cost.
Skirmishing troops

Charges are declared
	2a. All routing and Evading bases are moved first at no OP expenditure.

2b. Deduct one order-point for any unit(s) occupying a single hex for movement.
2c. Skirmish CAV and WWg can move partial distance (1-4 hexes), fire, and then complete any move to full distance.
2d. If a unit has declared a charge but is unable to reach enemy; it has the choice of expending 1 Order Point to reach the enemy, or wait until after the shooting phase to complete the charge at no extra OP’s
2e. Any troops interpenetrating do so now. No movement is allowed by the interpenetrated troops, but they can fire if so equipped.

	3
	The side with the highest OP is able to use majic first.

The side with the highest OP total chooses to fire one of his units first.

All divisions take alternate  until completed
	3.1. Both sides determine magic and outcomes.
3.2. Discard the card(s) used in the magic phase and place at the bottom of the magic card pile.
3.3. Both sides determine firing and outcomes
3.4. Any skirmish troops are able to complete movement immediately after firing.
	3a. Deduct the appropriate order-points (1-3) for the magic spell used, if at all.
3b. Only one spell can be cast for each Magi in each game round, unless stated. 
3c. Deduct one order-point for each independent firing unit
3d.Each side takes in turn to nominate a troop unit to fire until all firing or OP’s are used.

3e. Bases firing can only fire at bases within in a 30’ arch.

3f. When multiple bases area firing on a single enemy unit, each additional base counts as a +1 and not individual firing units

3g.Skirmishing troops move after firing in this phase, these are the only troop types who can do this. 
.

	4
	Determine hand-to-hand combat.
	5. Determine from charge contact or ongoing combat the result of hand-to hand combat.
	5a. Determine the results and push back criteria’s.    




MOVEMENT in Hex Squares
	TROOP TYPE


	Normal
	Charge bonus +
	Built up areas (not roads) -
	Road +
	Ability to interpenetrate
	Follow up routing or evading enemy troops
	Evade if possible also routing troops  
	Broken ground  -
	Light woodland -
	Heavy woodland -
	Gentle slope -
	Heavy slope -
	Marshland-
	Minor waterway
	Major waterway
	Disordered  if in  difficult terrain 

	DISORDERING TERRAIN
	
	N
	Y
	N
	N
	N
	N
	Y
	Y
	Y
	N
	N
	Y
	Y
	Y
	

	Close Order Infantry
	2
	+1
	Y-1
	+1
	No
	D6
	NO
D6
	Y-1


	Y-1


	X
	N-1
	X
	Y-1


	N-1


	X
	Y

	Order Infantry
	2
	+1
	N
	+1
	Yes
	D6
	D6

D6
	N
	N
	N-1
	N
	N-1
	N
	N
	Y-1
	N

	Undead Infantry
	2
	+1
	Y-1


	+1
	No
	D6
	NO
D6
	Y-1


	Y-1


	X
	N-1
	X
	Y-1


	Y-1


	X
	Y

	Skirmish Infantry
	2
	+1
	N
	+1
	Yes
	D6
	D6
	N
	N
	N
	N
	N
	N
	N
	N
	N

	Close Order Cavalry
	3
	+1
	Y-1
	+1
	NO
	D6
	NO

D6
	-2

Y
	-2

Y
	X
	Y-1
	X
	X
	Y-2


	X
	Y

	Order Cavalry
	3
	+1
	Y-1
	+2
	Yes
	D8
	D6
D8
	Y-1


	Y-1


	X
	N
	Y-1
	N-1


	N-1
	Y-2


	Y

	Undead Cavalry
	3
	+1
	Y-1
	+1
	NO
	D6
	NO

D6
	Y-1


	Y-1


	X
	Y-1
	Y-2
	Y-1


	Y-1


	X
	Y

	Skirmish Cavalry
	5***
	+2
	Y
	+2
	Yes
	D8
	D8

D8
	N
	N
	Y-2
	N
	Y-3
	N-1
	N-1
	Y-1


	N

	Heavy War Wagon
	2
	+1
	Y-1
	+1
	NO
	NO
	NO

D6
	N
	N
	X
	N-1
	X
	X
	Y-1
	X
	Y

	Medium War Wagon
	3
	+1
	Y-1
	+2
	NO
	D6
	NO

D6
	Y-1


	Y-2


	X
	N-1
	X
	Y-2
	Y-1
	X
	Y

	Skirmish War Wagon
	5***
	+2
	Y-1
	+1
	Yes
	D8
	D8
D8
	Y-2


	Y-1


	X
	N-1
	N-2
	Y-2
	Y-2
	X
	Y

	Big Beast
	3
	+1
	Y-1
	+1
	NO
	D6
	NO

D6
	N
	Y-1
	X
	N-1
	N-2
	N
	N
	Y-1
	Y

	Big Fella
	2
	+1
	Y-1
	+1
	N0
	D6
	NO

D6
	N
	N-1


	X
	N
	Y-1
	Y-1
	N-1
	Y-2
	Y

	Heavy Ariel
	3
	+1
	n/a
	n/a
	NO
	D6
	NO
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a

	Medium Ariel
	4
	+1
	n/a
	n/a
	NO
	D8
	D6
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a

	Skirmish Ariel
	5***
	+2
	n/a
	n/a
	Yes
	D8
	D8
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a
	n/a


Y    = Troop bases are Disordered and may have movement reduction

N    = Troop bases are NOT disordered but may have movement reduction

X    = Troop bases are unable to enter or is ineligible for terrain or movement criteria.
Interpenetrating troops can move through any friendly bases but those interpenetrate cannot move but are able to fire. 
Skirmishing troops cannot become disordered

Troops can only evade if charged

Evading and routing troop, except skirmishers will always become disordered.

· Evading and/or Routing troops must move away from the base charging it and loose any and all rank bonus.

Any troops that are forced to leave the tables edge are unable to return. 
Evading and follow-up distances
· D6 or D8 = refers to either six or eight sided dice; each hex equals 2 dice points e.g. roll of 4 on D6 = 2 hexes 

Troop bases can move forward at a reduced rate, see chart for details. Odd scores are rated down; e.g. score of 5 counts as 4.
· If troops are disordered for any reason 
· Skirmish bases are able to move a total of the indicated 5*** prior to shooting OR can move 3 or 4 hexes, shoot and then move 1-2 hexes that remain after shooting has occurred, immediately after they have shot, and still in the ‘shooting phase’. This is ONLY available to Skirmish troops.
· When in shooting phase each side declares their choice of firing unit and fires by hex.

· Any bases removed before they are able to fire are NOT included when it is their turn to fire. 
· Troops are able to attempt to rally on their next movement phase (see page 13).

   WEAPON TYPE.                                             RANGE.   EFFECT OF WEAPONS UPON TROOP TYPE 
	Weapon Type
	NOTE
	
	
	Range

Number of Hex’s
	Infantry
	Cavalry
	War Wagon
	BIG
	Ariel

	
	Number of additional ranks able to give support to first rank fighting or firing.

Advancing………….

Pushed back= 0 for all
	Move & Shoot
	Moves take to reload
	S
	M
	L
	CO
	OR
	UD
	SK
	CO
	OR
	UD
	SK
	H
	M
	SK
	B
	F
	H
	M
	SK

	INF. Pike / Trusting Spear / Spear 
	P and TS = 1
	
	
	
	
	
	4
	4
	4
	3
	7
	7
	6
	5
	3
	4
	4
	4
	4
	3
	5
	4

	INF. Heavy  Throwing Weapon
	HTW.= 0
	
	
	
	
	
	6
	5
	4
	3
	4
	4
	3
	3
	3
	3
	4
	3
	3
	3
	4
	3

	INF. Two Handed Weapon
	2HW.= 0
	
	
	
	
	
	5
	5
	6
	4
	4
	4
	5
	4
	4
	4
	4
	4
	5
	4
	5
	4

	INF. One Handed Weapon
	1HW.and SPR/JAV= 0
	
	
	
	
	
	2
	2
	1
	1
	1
	1
	1
	1
	1
	1
	2
	1
	1
	1
	1
	2

	CAV. Heavy Lance
	HL.= 1
	
	
	
	
	
	6
	7
	6
	5
	5
	6
	5
	4
	3
	5
	4
	4
	6
	3
	4
	4

	CAV. Lance/Two Handed weapon
	  L.= 1
	
	
	
	
	
	4
	4
	4
	3
	4
	5
	4
	4
	2
	3
	4
	3
	3
	2
	3
	4

	CAV. One Handed Weapon
	1HW and 2HW =0
	
	
	
	
	
	1
	2
	2
	1
	1
	2
	2
	2
	1
	2
	2
	1
	2
	1
	2
	2

	ARIEL. Lance
	     L. = 0
	
	
	
	
	
	4
	5
	4
	4
	4
	5
	2
	2
	1
	2
	2
	2
	2
	1
	1
	2

	ARIEL. One Handed Weapon
	1HW.= 0
	
	
	
	
	
	3
	3
	2
	3
	3
	4
	3
	3
	3
	2
	1
	1
	1
	1
	1
	1

	ARIEL. Two Handed Weapon
	2HW = 0
	
	
	
	
	
	4
	5
	5
	4
	5
	5
	5
	4
	3
	4
	5
	3
	4
	3
	4
	5

	ARIEL. Claw, talon, beak, 
	CLAW= 0
	
	
	
	
	
	6
	7
	6
	5
	5
	6
	5
	4
	2
	4
	5
	4
	6
	5
	6
	6

	War Wagon Huge or Heavy
	WWg H= 0
	
	
	
	
	
	6
	6
	6
	4
	7
	5
	6
	4
	4
	5
	3
	4
	5
	2
	3
	2

	War Wagon Medium 
	WWg M= 0
	
	
	
	
	
	4
	5
	5
	3
	4
	5
	4
	3
	3
	4
	2
	2
	3
	1
	2
	2

	Light Artillery
	L. ART= 0
	N
	0
	3
	4
	6
	5
	4
	4
	3
	5
	4
	4
	3
	3
	4
	3
	3
	4
	2
	3
	3

	Medium Artillery
	M. ART or H.ART= 0
	N
	1
	3
	5
	7
	6
	5
	5
	3
	6
	5
	5
	4
	5
	5
	4
	3
	4
	x
	x
	x

	Heavy Artillery
	G.ART = 0
	N
	2
	x
	5
	9
	7
	5
	6
	4
	7
	6
	6
	4
	5
	6
	5
	5
	6
	x
	x
	x

	Flame-Cannon
	FC = 0  
	N
	1
	2
	5
	x
	7
	7
	7
	5
	7
	6
	7
	5
	4
	5
	6
	5
	6
	4
	5
	6

	Rocket Launcher, 

Mortar, (count effect as artillery)
	RL
	N
	1
	x
	  5
	x
	6
	5
	5
	3
	5
	4
	5
	3
	3
	4
	3
	3
	4
	2
	3
	2

	Handgun /  Repeating Musket
	HG=0 Rep M= 0
	N
	1/0
	1
	2
	3
	5
	4
	4
	3
	5
	4
	4
	3
	3
	4
	3
	4
	5
	3
	4
	3

	Arquebus 
	ARQ= 0  
	N
	1
	2
	3
	4
	6
	5
	4
	4
	6
	5
	4
	4
	4
	5
	4
	4
	5
	4
	5
	4

	Musket
	MKT= 0
	N
	1
	3
	4
	5
	7
	6
	5
	4
	7
	6
	5
	4
	4
	5
	4
	5
	5
	4
	5
	4

	Longbow / Crossbow
	LB. = 1  CB= 0
	N
	0/1
	2
	4
	5
	6
	6
	5
	4
	6
	6
	4
	3
	3
	4
	4
	4
	5
	4
	5
	4

	Short bow 
	SB= 1
	N
	0
	2
	3
	4
	4
	4
	3
	3
	4
	5
	3
	3
	3
	3
	4
	3
	4
	3
	4
	3

	 Pistol bow/Sling/cavalry handgun
	PB= 0  S= 0 Cav HG = 0
	Y
	0
	1
	2
	x
	5
	5
	3
	3
	4
	5
	3
	3
	3
	3
	4
	3
	4
	3
	4
	3

	Dart /  Javelin  
	D or Jav= 0
	Y
	0
	1
	2
	x
	4
	4
	3
	4
	3
	4
	3
	3
	3
	3
	3
	2
	3
	3
	3
	4

	Skirmishing Bows or crossbows; Foot /  Horse or Light WWG / Aerial 


	SKBF= 0

SKBH= 0    

SKBA= 0
	Y

Y

Y
	0

0

0
	2

2

2
	3

3

3
	4

4

4
	2
	2
	2
	2
	2
	2
	2
	2
	2
	2
	2
	2
	2
	2
	2
	2

	BIG  FELLA extra large weapon 

e.g.  Club, Axe or Sword etc.
	Any = 0
	
	
	
	
	
	7
	6
	7
	4
	7
	6
	6
	5
	5
	4
	3
	4
	5
	4
	5
	3

	BIG BEAST tusk, claws teeth etc
	Any  =0
	
	
	
	
	
	9
	8
	8
	6
	8
	8
	8
	5
	6
	5
	4
	5
	7
	4
	4
	4


KEY.




RANGE

                 All missile troops firing have a 30% arch to their front, except skirmishers

M & S =

Movement and Shooting
S =
Short 

Reload =

Moves it takes to reload
M =
Medium
                 Skirmishing infantry and medium and heavy aerials have a 45% firing





L =
Long
                 Skirmishing cavalry and aerials have a 100% firing arch (all around)
Combat resolution.
1. Both sides determine your  weapon effect against the enemy troop type



2. Add number of ranks eligible to fight plus support ranks.  This includes ranks 2 - 3 as applicable

3. Add or subtract combat variables.

	Combat variables
	+
	-

	Charging with initiative
	1
	

	Number of additional stands fighting against a single enemy stand  *
	1

each
	

	Enemy is armoured               (ARM)
	
	1

	Enemy is heavy armoured (H.ARM)
	
	2

	Enemy is plate armoured   (P.ARM)
	
	4

	Enemy cavalry horse is armoured   
	
	1

	Enemy is shield-less or against Shieldless flank or rear
	2
	

	Pike armed troops bonus
	2
	

	Attacking over stakes or soft cover
	
	1

	Attacking over hard cover
	
	2

	Attacking up hill
	
	1

	Attacking pushed back troops
	2
	

	Attacking routing troops
	4
	

	Type of figures
	
	

	Charging irregulars, 1st round
	2
	

	Any Regulars, 2nd round
	1
	

	Any Regulars, 3rd round
	2
	

	Skirmishers fighting #
	
	1

	
	
	

	Push back 
	
	

	If pushed-back loose all rank support bonus
	
	

	All disordered troops
	
	1

	Impetuous troops charging 
	2
	


# Skirmishers can only fight against other skirmishers or charge against the REAR of any enemy unit.
# Skirmishers always evade if charged
4. Both sides role appropriate class dice and the higher adds +1 to their score A class =12, B class = 10, C class/UD = 8, D class = 6.

5. Calculate push-back consequences.
6. Excess of the enemy class score is a ‘kill’
7. Under the class score but higher than the enemy score = the enemy is push backed. 
EXAMPLE OF COMBAT ANSD CONSEQUENCES
3 x Reg C Order Cavalry, Armoured, L, Shd; charging against  

3 x Reg C Close Order Infantry, Armoured, 2HW, Shd. 
Cavalry: basic +4, charging +1, additional stands +2, enemy shieldless+2, enemy armoured -1, = 8

Infantry: basic +4, additional stands +2, enemy armoured -1, = 5
Both role D8 (C class troops) Cavalry 5, Infantry 4, the Cavalry wins the throw and gains +1 to final score.

Cavalry 9. Automatically ‘kills’ one enemy based and has 1 remainder

Infantry 5. Has remainder of 5 

Cavalry has to role 6+ to save its base, roles 6, base ok

Infantry has to role 2+ to save its base, roles 1, second base ‘killed’

If Infantry had rolled 2+ the base would survive but have to refer to the push-back chart as the Infantry had lost the combat.

Missile Fire resolution
8. Both sides determine your  weapon effect against the enemy troop type



9. Add number of ranks eligible to fire, plus support ranks. This includes rank 2 if applicable

10. Add or subtract firing variables
	Firing variables
	+
	-

	Enemy is shield-less or against Shieldless flank or rear
	2
	

	Enemy is armoured              (ARM)
	
	1

	Enemy is heavy armoured (H.ARM)
	
	2

	Enemy is plate armoured   (P.ARM)
	
	3

	Enemy cavalry horse is armoured   
	
	1

	Number of additional stands firing against single enemy stand
	1 each
	

	Range
	
	

	Short range
	2
	

	Medium range
	
	

	Long range
	
	1

	
	
	

	Enemy in soft cover
	
	1

	Enemy in hard cover
	
	2

	Firing against skirmishers
	
	1

	
	
	


11. Both sides role appropriate dice and the higher adds to their score
                                           A class =12, B class = 10, C class/UD = 8, D class = 6.

12. Calculate push-back consequences.

13. Under the class score but higher than the enemy score = the enemy is push backed. 
4 x C Class Order Infantry, Cross-bowmen firing at

3 x B Class Order cavalry, Heavy Armoured Knights

4 x cross bow against; OR CAV +5, short range +3, Extra bases + 3, 
Heavy armour -2.  = 9

Target troop moral type throws 1x dice (B class = D 10), needs a 10 to survive 

If higher than score = X bow missed/no effect

If the same or lower than score = refer to push-back chart.

Throws a 6, one base removed.

Push-back chart. Applies to ALL loosing combat 
	Class
	Dice
	Round lost hand to hand combat

	 
	1
	2
	3
	4
	5

	A
	12
	OK
	S
	P
	P/R
	R

	B
	10
	S
	P
	P/R
	R
	****

	C/UD
	8
	P
	P/R
	R
	****
	****

	D
	6
	P/R
	R
	****
	****
	****


ANY ROUTING TROOPS CANNOT FIGHT BACK!

Results apply to all bases in the particular Hex Square
OK =
troop bases obeys any order given

S    =
troop bases stands, unable to move in any direction or charge

P    =
troop bases pushed back one base depth 

P/R =
½ troop bases pushed back, ½ troop bases rout

R     =
troop bases rout

For routing troops distance see page 10
RALLYING FROM EVADE OR ROUTE;
ATTEMP TO RALLEY FROM ROUTE 

	Class
	Dice
	Dice score needed to rally

	Moves routing 
	1
	2
	3
	4

	A
	12
	6
	7
	8
	9

	B
	10
	6
	7
	7
	8

	C/UD
	8
	5
	6
	6
	7

	D/UD
	6
	5
	6
	6
	6


After any rout, each individually effected troop base may attempt to rally by throwing the appropriate dice.

If the base is successful, it has the option to rally in either option.

RALLY FORWARD; standing but facing in any direction where bases reform to any formation.

RALLY BACK; bases are able to move back at Evade distance and reform in any formation.
RESPONSE AND CONSEQUENCE TEST (R & C)

An R & C test is required in any of the following circumstances that troops need to respond to a situation that does not require the need for the Push-back chart to be used

Examples;

1. Wanting to initiate charge on an enemy base

2. Receiving a charge from an enemy base

3. 1st time being pushed back

4. 1st time encountering in base contact any magic spell used against them

5. 1st time shot at by an unseen enemy

The base(s) to be tested throw two D8 dice, 

One dice will be the Response and the other the Consequences. It is suggested different coloured dice are used to avoid confusion. 

E.g. Armoured C class infantry attempting to charge enemy infantry

As a Consequence dice, the roll is a 6. 

The Response Dice is what the unit/base ‘feels’ at this time related to the situation, and rolls 4, suggesting they are not too happy.

To the above dice are then added or subtracted the situational variable below.
	Situational  variables
	+
	-

	Friendly base within 2 hexes
	1
	

	No friendly base within 3 hexes
	
	1

	General within 2 hexes; or
	1
	

	General in the same hex
	2
	

	No general within 4 hexes
	
	1

	Seeing friends within 2 hexes rout
	
	1

	Being charged in flank or rear
	
	2

	Being charged by Ariel’s
	
	1

	Being uphill of enemy
	1
	

	Friends overlap unshielded enemy flank
	1
	

	Magic directly aiding troops in same hex
	1
	

	Magic directly used against troops in hex
	
	1


The R & C added and subtracted to the Response dice, as the final score needs to equal or be higher than the Consequence dice = 6.

Response and Consequence Chart Continued

	Response and Consequence variables
	+
	-

	A Class troops 
	2
	

	B Class troops
	1
	

	D Class troops
	
	1

	Irregular troops initiating charge
	1
	

	Regular troops receiving charge
	1
	


Example of an R & C test.

	Response dice
	4

	Friendly base within 2 hexes
	1

	General within 2 hexees
	1







Total     6

· This is equal to the Consequence dice and the bases are able to obey orders.

· If higher than the Consequence dice, also obey orders unless,

· If it is double the Consequence dice e.g. score 12, then base(s) become impetuous.

· If less than the Consequence dice it is counted as a pushback.

· If half or less than half of  the Consequence dice it is counted as an automatic rout

The Lore Masters Grimoire
The name "Grimoire" is derived from the word Grammar. As the word Grammar could be described as a set of symbols which are placed together to combine them to create well-formed sentences, a Grimoire is, appropriately enough, a description of a set of magical symbols and how to combine them properly to create the formation of a spell used by the Magi. 
Below are details of the sequence of events that allows magic to be used within the games system. The use of symbols, incantations and gestures are not described, but they are assumed to be an integral part of the spell and the appropriate difficulty in performing the spell and the experience of the individual Magi are represented by the Order Points (OP’s) needed and the use of the roll of the 12 sided dice (D12) representing the spell variables that could demonstrate the possible outcomes. 

	Order point cost for spells

	1
	 

	     Description of the Spell

	Stand Fast to the Ground

	 
	
	 

	Up to 4 hexes distance

	Effects all bases in single hex

	 
	
	 

	Enemy unable to move or shoot

	 
	
	 

	Lasts 2 moves
	 

	 
	
	 

	 
	
	 

	 Possible spell outcomes roll D12

	     1
	up to 2 hex distant

	02 - 03.
	Lasts one move

	04 -09.
	As per spell

	10 - 11.
	Last three moves

	12
	half bases removed


ARMY LIST

01. IMPERIUM OF TERAGUSTA

Compulsory Troop Blocks

C in C Emperor or Marshall
RB. CO. Armoured, TS, Shd
1 @ 50 + 13
63
Imperial Guard Infantry

RB. CO. Armoured, TS, Shd
3 @ 13 = 39
39

Imperial Maji


Acolyte Maji


1 @ 30

30

Imperial Sub-General

RC. Non Combatant 

1 @ 30

30
Imperial Infantry.


RC. CO. Armoured, TS, Shd
4 @ 11 = 44
44

Imperial Infantry


RC. CO. Armoured, TS, Shd
4 @ 11 = 44
44
Feudal Spear


RC. CO Armoured, TS, Shd.
4 @ 11 = 44 
44

Imperial Arquebus

RC. OR. Arquebus

4 @ 09 = 36
36

Imperial Infantry, skirmish
RC. SK. Bw, Shd


4 @ 07 = 28
28

Imperial Guard Cavalry.

RB. OR. Armoured, L, Shd
3 @ 16 = 48
48

Imperial Cavalry.


RC. OR. Armoured, L, Shd
3 @ 14 = 42
42

Imperial Cavalry


RC. OR. Armoured, L, Shd
3 @ 14 = 42
42
Imperial Cavalry, skirmish

RC. SK, Bw, Shd


3 @ 08 = 24
24
Imperial Light Artillery.

RC. L. Art


2 @ 13 = 26
26

Imperial Medium Artillery

RC. M. Art


2 @ 15 = 30
30

Imperial Flame Cannon

RC. Fl. Cannon


2 @ 17 = 34
34








                                        TOTAL = 604
Optional Troop Blocks

Imperial Infantry


RC. CO. Armoured, TS, Shd
4 @ 11 = 44
44
Imperial Cavalry.


RC. OR. Horse Armour, 

Armoured. L, Shd
3 @ 16 = 48
48

Imperial Cavalry, Skirmish
RC. SK. Bw, Shd


4 @ 08 = 32
32
Imperial Flyers skirmish

RC. SK. Hand glider, Bw

4 @ 18 = 72
72
Feudal Knights of the Land. 
IRB, OR Heavy Armour, HL, Shd.  4 @ 18 = 72
72
Feudal Spear


RC. CO Armoured, TS, Shd.
4 @ 11 = 44 
44

Feudal bow


RC. OR Bw, Shd,


4 @ 10 = 40
40

or replace Shd with Pv (count soft cover)    + 1         = 44
44
Optional Troop Bases
Imperial Sub-General

RC. Non Combatant 

up to 2 bases
@ 25
50
Upgrade to combat status

RC. CO. Armoured, TS, Shd
up to 1 base
+ 06
06
Upgrade to combat status

RC. OR. Armoured L, Shd. Cav’
up to 1 base
+ 09
09
Upgrade to combat status

RC. SK. Bw, Shd. Cav’

up to 1 base
+ 05
05
Imperial
Cavalry, Skirmish
RC. SK. Bw, Shd


up to 4 bases
@ 08
32
Imperial Light Artillery

RC. L. Art


up to 1 base
@ 13
13
Imperial Medium Artillery

RC. M. Art


up to 1 base
@ 15
15
Imperial Flame Cannon

RC. Flame. Cannon

up to 1 base
@ 17
17
Imperial Sky Dragon

RB. Medium Ariel. Heavy Armour
up to 2 bases
@ 25
50
Imperial Land Dragon

RA. Big Beast. Plate Armour, Flame        1 base
@ 37
37

Imperial Maji upgrade to 

Sorcerer Maji


up to 1 base
+ 20
20 
Imperial Rangers


RC. OR. TS, Jav, Shd

up to 3 bases
@ 10
30
Imperial Dirigible

RC. Medium Ariel.

Up to 3 bases
@ 15
45
Can carry either1 base Rangers
1 per Dirigible
+ 10
 or        ) these troops are taken from 
Can carry 1 base Light Artillery
1 per Dirigible
+ 13
            ) the list and are not additional
Terrain Hexes
Village



soft cover


hex
2 
@ 15 = 30

Town



hard cover


hex
3 
@ 20 = 60

Hill







hex
4 
@ 15 = 60

Hill







hex
5 
@ 15 = 75

Light wood


soft cover


hex
2 
@ 15 = 30

Marsh



Difficult terrain


hex         3 
@ 15 = 45


ARMY LIST

02. KINGDOM OF GULDORAN
Compulsory Troop Blocks

C in C Grande King

RB. CO. H.Armoured, 2HW, Shd
1 @ 50+17 =
67

Kings Guard Infantry

RB. CO. H.Armoured, 2HW, Shd
3 @ 17 = 
51
Maji of the King


Sorcerer  Maji


1 @ 50

50

Jarl Sub-General


RB. Non Combatant 

1 @ 50

50

Dwarfen Halberdiers.

RB. CO. Armoured, 2HW, Shd
4 @ 15 = 
60

Dwarfen Halberdiers.

RB. CO. Armoured, 2HW, Shd
4 @ 15 =
60

Dwarfen Musketeers.

RC. OR. Armoured, Musket
4 @ 11 =
44

Gyrocopters


RC. Medium Ariel, L. Artillary
4 @ 23 =
92
Steam Battle Wagon

RC. H.War Wagon. P.Arm, L.Art
3 @ 34 =            102

Manhandled Globe Throwers
RC. L. Artillery


2 @ 13 = 
26











TOTAL  = 602
Optional Troop Blocks
Dwarfen Knights


RB. OR. H.Armour, H.Lance, Shd
4 @ 20 =
80

Allied Earl or Duke Sub-General
RC. Non Combatant 

1 @ 30

30

Allied Feudal Halberdiers.

RC. CO. Armoured, 2HW, Shd
4 @ 13 = 
52

Allied Feudal Halberdiers.

RC. CO. Armoured, 2HW, Shd
4 @ 13 =
52

Allied Feudal Spearmen.

RC. CO. Armoured, TS, Shd.
4 @ 11 =
44

Allied Feudal Longbowmen
RC. OR. LB, Shd


4 @ 10 =
40
Optional troop Bases

Allied Mini Cannon

RC. L. Art


up to 2 bases
@ 13 
max 2
26

Beamhandled Globe Thrower
RC. H. Artillery


up to 1 base 
@ 17  
max 1 
17
Sky Dragon


RB. Medium Ariel H. Armoured
up to 1 base
@ 25
max 1
25

Terrain Hexes
Mining Village


hard cover


hex
2 
@  40

Town



hard cover


hex
3 
@  60

Hill



With 4 hex sides cliff faces 
hex
3 
@  65

Hill







hex
5 
@  75

Light wood


soft cover


hex
2 
@  30

ARMY LIST

03. THE KINGDOM OF SIGHERE
Compulsory Troop Blocks
C in C King or Prince of the Ralem RB. CO. H.Armoured, 2HW, Shd
1 @ 50+17 =
67
Household Guard Infantry

RB. CO. H.Armoured, 2HW, Shd
3 @ 17 = 39
51

Maji of the Royal Household
Acolyte Maji


1 @ 30

30

Earl or Duke Sub-General

RC. Non Combatant 

1 @ 30

30

Feudal Halberdiers.

RC. CO. Armoured, 2HW, Shd
4 @ 13 = 
52
Feudal Halberdiers.

RC. CO. Armoured, 2HW, Shd
4 @ 13 =
52
Feudal Spearmen.

RC. CO. Armoured, TS, Shd.
4 @ 11 =
44
Feudal Longbowmen

RC. OR. LB, Shd


4 @ 10 =
40
Feudal Longbowmen

RC. OR. LB, Shd


4 @ 10 =
40
Knights & retinue

IB. OR. H.Armour, H.Lance, Shd    2 @ 18 = 36]





IC. OR. Armour, Lance, Shd
2 @ 12 = 24] 60
60

Knights & retinue

IB. OR. H.Armour, H.Lance, Shd    2 @ 18 = 36]





IC. OR. Armour, Lance, Shd
2 @ 12 = 24] 60
60

Knights & retinue

IB. OR. H.Armour, H.Lance, Shd    2 @ 18 = 36]





IC. OR. Armour, Lance, Shd
2 @ 12 = 24] 60
60

Scout Riders


IC. SK. Javalin, Shd

5 @ 8   = 40
40

Mini Cannon


RC. L. Art


2 @ 13 = 26
26












TOTAL = 600
Optional Troop Blocks
Allied Halberdiers.

RC. CO. Armoured, 2HW, Shd
4 @ 13 = 
52

Allied Halberdiers.

RC. CO. Armoured, 2HW, Shd
4 @ 13 =
52

Allied Musketeers 

RC. OR. Armoured. Musket
4 @ 11 = 
44

Gyrocopters


RC. Medium Ariel, L. Artillary
2 @ 23 =
46

Sky Dragon


RB. Medium Ariel H. Armoured
2 @ 25 =
50

Optional troop Bases

Duke Sub-General.

RC. Non Combatant

up to 2 bases
@ 30
max 2
60

Allied Knights


IB. OR. H.Armour, H.Lance, Shd    up to 1 base
@ 18
max 1
18

Steam Battle Barrel

RC. H. War Wagon. P.Arm, L.Art   up to 3 bases
@ 34
max 3
102

Gyrocopter


RC. Medium Ariel, L. Artillary
up to  1 base
@ 23
max 1
23

Sky Dragon


RB. Medium Ariel H. Armoured
up to 1 base
@ 25
max 1
25

Catapult  


RC. Heavy Artillary

up to 1 base
@ 17
max 1
17
Midi Cannon


RC. Medium Artillary

up to 1 base
@ 15
Max 1
15

Terrain Hexes
Village



soft cover


hex
2 
@  30

Town



hard cover


hex
3 
@  60

Hill







hex
4 
@  60

Light wood


soft cover


hex
2 
@  30

Marsh



Difficult terrain


hex         3 
@  45
On declaring the use of a spell card, the Order Point (OP) must be deducted from the Division Generals total. 


The OP can vary upon the difficulty of the spell.  





The Description tells the controlling maji of the effects of the spell cast if it maintains its correct application.





AFTER the OP have been deducted, a D12 is rolled and the ‘chance’ factor is applied.


The level of the Maji can effect this chance factor. 


e.g. if the maji is a high level then adds +1 to the D12 score.
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