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- INTRODUCTION -

Welcome to Five Leagues from the
Borderlands. May the footprints of those
who came before you guide your path.

Third Edition

The third edition of Five Leagues is
the result of multiple factors: Years of
fan feedback, reporting thousands of
games played, what they loved, what
they wished worked differently, and
what they would like to see. Secondly,
the release of Five Parsecs from Home
through Modiphius exposed us to
awhole new wave of fans, many of
whom came from board game or RPG
backgrounds, adding new perspectives.
Finally, Modiphius’s commitment to
producing a beautiful, glossy edition
of the rules gave me the framework

to make this the best, most fun, most
everything game it possibly could be.

If you are a returning player, conversion
rules are provided in the appendices,
though I think you will be hard-pressed
to resist rolling up a new warband once
you read the depth and options in this
new edition.

Sister Games

Five Leagues is the sister game of Five
Parsecs from Home, also available from
Modiphius, and shares many of the same
concepts and mechanics. Both games use
a similar campaign structure, character
profiles and game rules, making it easy
to move from one game to the other.
However, there are many changes,

both big and small, and players of Five
Parsecs are encouraged to read through
the rules carefully.

What Does the Campaign
Look Like?

Five Leagues from the Borderlands

is a miniatures game featuring
procedurally generated battles against
avariety of foes. The core of the game

is the warband, a miniatures gaming
counterpart to the adventuring party in a
fantasy roleplaying campaign or Tolkien’s
‘Fellowship of the Ring’ Rather than
playing a single character, as you might
in a roleplaying game, the player controls
the warband as a whole.

In the campaign, your warband will
travel between towns and farmsteads,
dealing with random encounters and
trying to maintain the peace. The game is
encounter- and combat-based: The focus
of each campaign turn is a tabletop battle
against an enemy group. Think of each
battle as an episode in a television series:
One week the heroes battle an outlaw
gang, the next week they delve into an
old ruin, full of the walking dead. Often,
events will lead to unexpected discoveries
or consequences.

As you play, some of your characters will
gain in experience, skill, and equipment,
while others may be seriously hurt or
even killed. Heroes will come and go
during your adventures.

There’s no pre-determined end to the
campaign, though the system does offer
Milestones where you may choose to
declare victory. Some players enjoy
continuing with the same warband
indefinitely, while others set themselves a
goal to achieve before starting over.

Some warbands may be forced to dishand
due to dismal luck, while others become
renowned across the lands.




The game is intended for solo play,

but friends can easily play together by
splitting the characters between you.
Alternatively, one player can take charge
of the bad guys, or you can have one
player act as gamemaster, building the
scenario and setting cunning traps for
the adventurers.

Remember that this is ultimately a
miniatures battle game: The reason we
play the game is to have a fun fight using
miniature figures... though you may be
surprised just how attached you get to
your characters when you've survived
several battles together!

Terminology

The rules assume that the player (or
players) are fighting opponents controlled
by the game system. We refer to these
opponents as “enemies’”.

We use the terms “model’, “figure” and
“character” interchangeably in the game
to refer to a single miniature on the table.

Each such figure represents a single
soldier, brigand, character, beast, or
other individual. When the rules refer to
a “figure” or “character” making a roll or
deciding something, we of course mean
that you, the player, will be doing the
activity in question.

In general, if the rules say you “may” or
“can” do something, you have the option
not to.

If the rules say you “will” or “must” do
something, you are required to do so.

We don'’t use an exact ground scale, as
distances were selected to play well on the
tabletop. In general, players assume the
gaming table to represent a few hundred
yards across, with distance weapon ranges
condensed to reflect fighting that is
commonly frantic and close-quarters.

All tabletop distances are given in
inches. Multiply by 2.5 if you prefer using
centimeters.
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What You Need to Play

You will need miniatures (or suitable
markers to replace them). The game can
be used with any scale of miniatures.
During the original design, the game
was tested with both 15mm and 28mm

isn't recommended unless you are using
figures much smaller or larger than that.

Additionally, you will need a measuring

scrap paper or a stack of index cards
always comes in handy to keep track of
injuries, successes, and rewards.

You will also need some way to mark

interesting features on the table, such as

and floor tiles intended for roleplaying
games if you like.

Dice Rolling

Your final tools for playing the game are

miniatures, and adjusting measurements

tape, a copy of the warband roster sheet
(see p.229), a pencil and eraser, and some

terrain. You can easily play on game mats

the dice. Six-sided dice (“D6”) are used for
all combat purposes, while campaign play

QUICK PLAY »

The detail in Five Leagues is designed
to enrich the narrative as you play, but
sometimes you may feel like playing a
more streamlined version with less to
keep track of.

Throughout the rules, you will see a
number of options labelled “Quick Play.”
Ifyou wish to play the game with fewer
random factors, or you simply want to
set up a battle quickly, you can use these
options. You can choose to use Quick Play
for some parts of the rules and not others.
Likewise, you can also use it during some
campaign turns and not others.

and character creation require ten-sided
dice (“D10”), normally used to generate
percentile rolls (“D100”). You will also
need a twenty-sided die (“D20”).

Some additional conventions: “D3” means
a D6 result halved and rounded up, and
the number of dice rolled is indicated
before the “D” (so “2D6” means two six-
sided dice added together). If multiple

dice are rolled simultaneously but are not
intended to be added together, the number
of dice is written out in full; for example,
“two D6”. If a roll does not specify a
number of dice, just roll one.

The rules will sometimes state that
something happens on a “natural” roll of
a number, such as “if a natural 6 is rolled,
then..”. This means the effect happens if
the die roll is the number in question,
before any modifiers.

Example:

If something happens on a natural
6, it happens if rolling a 6 on the
die, even if a -1 penalty were to be
applied to the roll. Rolling a 5 with a
+1 bonus would not cause the event
to happen.

To determine a random direction,

roll a D10. The raised tip points in the
needed direction. You can also find
custom “direction” dice with arrows on

them online. - /
=

If the rules require you to randomly pick
from a number of characters, terrain
features, or similar, simply count the
total number and roll the closest die type,
rolling again if you get a number you
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didn’t reach in your count. For example, if
randomly selecting from 5 characters, roll
aD6 and reroll on a 6.

Rerolling Dice

If the rules allow you to reroll something,
ignore the original result and use the
new result, unless the rules expressly
state otherwise. This includes any special
result that would normally be triggered
by a specific die roll. Once rerolled, a die
cannot be rerolled again unless a rule
clearly states it may.

Time in the Campaign

We use three measures of time in
Five Leagues:

A campaign turn represents about
aweek of in-world time and is how

the campaign is paced. During each
campaign turn you will roll for random
events, take campaign activities, and
travel around the map.

A battle round (or simply ‘round’) lasts
about 30 seconds to a minute in-world,
and is how tabletop battles are paced.
Each battle round allows every character
on the table to Move and attempt one
further Action.

An exchange lasts a second or two in-
world, and is how melee combat is paced.
When two characters fight hand-to-hand,
that action is broken down into three
exchanges, as they strike and block.

Customizing the Game

Throughout the book, you will find a
number of optional rules. These usually
offer ways to add more detail to the game.
Evaluate these options carefully. You may
prefer playing for a while before using
any of them, or you may want to dive
straight in.

Narrative Gaming

Five Leagues is designed to be fully
playable ‘out of the box’, meaning if you
follow the steps in the rules, and roll when
asked, the game will create encounters for
you without additional tasks.

However, many players prefer a more
story-oriented approach. Often this
means filling in the missing pieces with
your own narration about why something
happened or what should happen next.
You may be inspired to create a special
scenario or battle, and we strongly
encourage this. Later in the book, you will
find the Story Points system, intended
specifically for this approach.

Random Event Tables

There are many tables in the game to
generate random factors, such as events
or meetings. In some cases, the random
result may make little sense, or may be
inapplicable in full. In such cases, apply as
much of the result as possible, then ignore
the rest. If it is totally inapplicable, try to
keep the rules effect, but feel free to tweak
or change the story-reason for the event
happening, or create an alternate event
that fits better for your situation.

Example:

Ifyou are told someone steals 3 Gold
Marks but you only have 2 available,
they just steal those 2. If you had no
money at all, nothing happens. The
thief might even feel rather bad for
such a destitute warband!

One Step at a Time

The game is written so that you can learn
as you go. Most processes have been
broken down into step-by-step sequences,
to make it easier to learn and reference.

>4020 O 24pxe
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This can take a little longer the first time
you play, but you will quickly learn to
breeze through them.

There are many activities a warband
can undertake in play, and they vary

in complexity. Don’t hesitate to spend
some time riding patrols and just
traveling around the map before you
decide to brave a dungeon delve or raid
a monster lair.

The World of Five Leagues

Five Leagues is not bound by a specific
setting, but reflects a certain atmosphere
or theme: a “low fantasy” with a gritty,
horror-tinged feel.

It imagines a medieval world of
hierarchies, priests, knights, commoners
and merchants. It's a world where life can
be short and grim, with warfare between
feuding nobles, bandit raids, rampaging
mercenaries, and foreign raiders.

Those threats are at least expected,
something that can be faced in daylight
with steel and courage. But when the
evening fog creeps across the land, clouds
obscure the moon, or the shadows in

the woods move of their own accord, the
peasants huddle and the powerful stay
behind their ramparts.

Things lurk in the shadows. Monstrosities
that should not live. Ancient enemies
rising to reclaim domains long lost. The
swirling mists of the deep forest hide fey
legions, while the insane scream at the
whispers of dark gods.

Can sword, torch, and iron will drive back
the darkness, or are the shadows destined
to drown us all?

Surviving in Five Leagues

The world of Five Leagues can be an
unforgiving place at times, and for every
warband that finds glory and fame,
another finds misery and death. We've
designed the game to offer difficult battles
as well as easier encounters. Stars of the
Story (below) and the Story Points chapter
(p.56) allow you to tailor the experience to
your liking. When you begin a campaign,
take a moment to study these options.

Here’s some more advice:

@ Combat is brutal, and getting
overwhelmed is often fatal. Develop
a habit of always having your
characters move in groups of 2 or 3
so they can help each other out, and
don’t underestimate the value of
good armor.

You will encounter enemies that

are tough and heavily armored. To
stand a fighting chance in the long
term, your warband will need heavy
weapons such as bastard swords and
warhammers.

The campaign rules assume that,

at times, you will face enemies that
are too difficult for your current
warband to face. Balancing the loss
of rewards from retreating against
the risk of losing experienced
characters is part of the campaign
game. Read the Running Away
chapter carefully (p.51). Only fanatics
and madmen fight to the death, and
they usually have short careers.

@ Asyour warband acquires more
options, don’t be afraid to have
characters swap weapons and
equipment to be more effective.

A quick archer with a keen eye is
worth their weight in silver!
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The Stars of the Story

You're playing a somewhat unusual
game, one using procedural (random)
generation of content, with the risk of

a crazy streak of luck — whether good

or bad. Sometimes, your adventuring
career turns out to be a complete walk in
the park, while other times you may get
obliterated on the spot.

Each player will differ in their approach:
Some prefer to let the dice fall, relishing
a near-impossible challenge. Others want
to see their characters prosper, and feel
discouraged if they lost just because of
the dice. Most of the time, things should
be fine, but we offer the options below to
soften the blow of fate a little.

Each of these options below can be used
once during a campaign. We suggest
writing each of them on an index card
and ripping it up when you've used the
option. No, | mean it: Tear it to shreds.
It’s gone!

Better part of valor

The entire warband immediately escapes
from the battle and does not have to roll
on the Flight in the Dark table.

Alucky break!

A character may ignore a roll they just
made on the post-game Injury Table or
Flight in the Dark Table.

What about old friends?

At the beginning of a battle round, roll
up a new Hero character and place them
within 6" of any battlefield edge. They
join your warband in the battle, and
may act immediately. After the game,
the character will remain as part of your
warband, if desired.

I don’t think that’s how the story went...
When rolling on any type of random
events table, roll twice and pick the result
you like best. If you dislike both results,
you may choose to have nothing happen.

Did I ever tell you how I learned to
do this?

Automatically succeed at a proficiency
test, and if a skill is applicable, add the
skill to the character permanently.

= [[[TRODUCTION
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Trackable Resources

game, you will accumulate a number of
different resources. These are:

both helps you tweak the game world a
little in your favor, as well as guide the

as a whole.

Adventure points: These represent the

As you create your warband and play the

Story points: A meta-game resource that

story. These are tracked for the warband

efforts of your warband in exploring and
uncovering the secrets of the land and will
help you progress in various ways. These
are tracked for the warband as a whole.

Experience points: As your heroes
adventure they will become more capable.
We represent this through the use of
Experience points. These are tracked for
each individual character.

Gold marks: The currency used in the
borderlands. Money can’t buy happiness
but it can buy a new sword. These are
tracked for the warband as a whole.

é(xlx XXX
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Inspirations

A huge array of influences inspired the
vision this game emerged from. The

The mood and feel are heavily based on
fantasy media that has been meaningful
to me, with the two most foundational
sources being David Eddings “Elenium”
series of novels and the Lone Wolf
gamebook series by Joe Dever. The Black

“Ijust don’t know,” Alene said.

“What? You think the villagers were lying?
This is the place, no question.”

“But doesn't it seem like an ohvious trap?
Why would a group of fanatics have

a hideout with only one entrance? An
unguarded one, at that”

Siyon shrugged, then gripped his sword
tighter.

“How would I know? They’re fanatics,
right? All that praying must have messed
up their faculties”.

Jorn stretched and yawned loudly.

“If there is another-entrance, I'm sure your
blathering will have caused half these
loons to run away already’.

He hefted his axe, and looked towards the
wooden door.

“Way I see it, ifit's an ambush, it just
means we won't have to go searching for
them, right?” ;

Alene sighed and pressed a shoulder
against the door:

It budged slightly, but the old, worn
entrance would not be breached without
making a racket.

“Here we go...".

selection below is just a fraction of those.

Company series by Glen Cook helped
solidify this vision further, as did the video
game Demon’s Souls (From Software).

The campaign game is the latest evolution
of my own campaign approach but has
been influenced by earlier campaign
games like Necromunda (Games
Workshop), 5150 (2 Hour Wargames) and
Platoon Forward (Too Fat Lardies).

While the combat rules are derived
primarily from those developed for Five
Parsecs from Home, the melee combat
system takes additional influence from
two particular sources to create a more
dynamic and exciting experience: The
Swedish roleplaying game Eon (Helmgast)
and the narrative miniatures game
Inquisitor (Games Workshop), now sadly
out of print. It’s also hard to imagine that
my fantasy gaming is not influenced by
untold hours spent with the venerable
board game Hero Quest (Milton Bradley)
from all those years ago.

No Nordic Weasel Games title would be
complete without a musical play list to get
you in the mood. My recommendations

to appreciate the bleak, snow-covered
landscapes haunted by evil is:

Summoning  Minas Morgul

Stormruler Under the Burning
Eclipse

Ereb Altor Nattramn

Manilla Road  Open the Gates

Isole Silent Ruins

Battlelore Last Alliance

Emyn Muil Afar Angathfark

Eldamar The Force of the
Ancient Land

Falconer Chapters from a Vale
Forlorn

Gnoll Lone Wolfep 1. Flight
from the Dark

— Ivan Sorensen
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To play the game, you need a group of
characters, forming your warband of 6
figures.

The typical warband consists of 4 Heroes,

|

S0

with an additional 2 Followers.
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- CHARACTER CREATION -
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If playing cooperatively with friends,
simply assign characters to each player.
During battle, you each control your
own figures.

Larger Games

If you prefer a bigger warband, you may
opt to start with a size of 7 or 8 figures. You
can also increase the size of the warband
during the campaign, if you wish. Simply
generate 1 or 2 additional Followers when
you create your warband.

If you opt for a larger game, enemy
encounters are adjusted to compensate.

NE==
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- CHARACTER TYPES -

Broadly speaking, characters you interact
with fall into the following groups:

Heroes

Heroes are the cornerstone of your
warband. They have increased survival
chances, can use any weapons you find,
and will improve their abilities quickly as
you play the campaign game. As the name
suggests, they are your heroes (though
they may well be rogues and scoundrels).

The Avatar

The Avatar is a stand-in for you as a
player. This figure acts as a Hero, but with
additional benefits applied.

Mystics
A Mystic is a spell-casting character. They
are always Heroes.

Followers
Assorted hired hands, henchmen, and
minions, Followers can fight bravely

and can progress in the game, but they are
assumed to have less initiative and less
skill. As such, they tend to be
less permanent, coming

and going as you play. '

Hidden Locations

FIVE LEAGUES

FROM THE BORDERLANDS
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Friends

Friends do not take the battlefield except
in rare circumstances, depending on
scenario instructions. Instead, they are
people you have come to know, and

who can occasionally be called upon for
aid. Friends are sometimes described

as being of a particular type, such as a
‘merchant friend’ or ‘noble friend’. In
some circumstances the type of friend
may be relevant to a specific situation, but
is mainly included for flavor.

Enemies

If they are out to kill you, they are an
enemy. Enemies are always controlled
by the game system, and obey specific
rules for movement and combat. Enemy
leaders are given ranks for simplicity,
even though they may well be animals
or mindless monsters. These ranks are
Sergeant, Lieutenant, and Captain.

To help you track the progress of your
warband, Heroes, Mystics, and Followers,
use the sheets found at the back of this book.

—
Questand Contract Notes ~f)

* CAMPAIGN TRACKING SHEET -

Friends Known

Equipment Stash

Delve Notes

Backpack
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Ability Scores

Each figure in your warband is rated in
the following abilities:

Agility determines when the character
acts during the round.

Speed has two values: The first is their
base movement (in tabletop inches). The
second is the additional distance that can
be gained using the Dash Non-Combat
Action. Modifiers to movement are
expressed in the same way. Simply add
them together.

Combat Skill is the character’s fighting
ability. It is added to a D6 roll.

Toughness is the character’s resilience
to harm. When struck in combat, rolling
greater than Toughness indicates an
incapacitating injury.

A typical character has the following
profile:

Ability Score Score
Agility 1
Speed 4"/ +3"
Combat Skill +0
Toughness 3

Players of Five Parsecs from Home may
note that Agility serves the same purpose
as Reactions does in that game.

The enemies you fight do not have an
Agility score, but will have an Armor
rating that determines how well-protected
they are from weapon strikes.

Mystics

If you wish to have a spell-caster in your
warband, select one of your Heroes to be
a Mystic. They will have the same base
profile as above, but with an additional
ability score, Casting, starting at +0.

Skills

Characters start out with skills based on
their character origin and background
(explained below), but can pick up an
array of skills as they adventure. Various
activities and events in the game will
require making a proficiency test (see
p.52). Having the correct skill will grant a
+2 bonus to such a roll.

Character Origins

A Hero may be of Human origin or they
may have non-Human origins: Fey-blood,
Dusklings, Feral, Halflings, or Preen. They
will also have a character background (see
p.19), the options for which are limited by
their origin.

You may choose any origin you like for
your characters, in any combination,
whether to suit the miniatures you would
like to use or an idea you have for a
particular warband (all-Preen war-flock,
Halfling expedition, etc.)

There is no origin restriction to Mystic
characters, as all origins have some
tradition of mystical arts, though varying
in nature. A Duskling priest will go about
their craft in a different way to a Human
alchemist, for example.

If you prefer randomizing a character’s
origin, you can use the table below:

Character Origin Table
D100 result | Character Origin
01-40 Human
41-50 Fey-blood
51-60 Duskling
61-75 Preen
76-90 Halfling
91-100 Feral
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Human

Humans are the default population of
much of the world, though adventurers
tend to be anything but average.

Human fiefdoms, settlements, and petty
kingdoms extend everywhere livable, and
a few places that are not.

Background options

Human Heroes may select from the
Townsfolk, Noble, Frontier, or Zealot
backgrounds (see pp.21-23)..

Skill expertise
Humans add +1 to all [Speech] tests.

Driven

As a rule, Humans are fiercely motivated
to attain great things. Humans are the
only characters that can ever attain more
than one point of Will (see p.53). Will
represents the determination and grit of
the character, allowing them to push past
common limits in battle. Additionally, if
a Human Hero obtains a Will increase
when earning an Advancement, they
immediately gain 2 experience points
(see p.193).

Fey-blood

The faeries and elves that make up the
Ice-heart Court occasionally venture
among Humanity. Making a deal with
the fey can grant wishes, but the price is
often a child with an eerie ancestry.

Background options
Fey-blood Heroes must select the Outsider
background (see p.22).

Skill expertise
Fey-blood add +1 to all [Wits] tests.

Foresight

All Fey-blood have a bit of “the Sight”,
letting them guess the future with some
precision. If you assign a Fey-blood an
initiative die that is above their Agility,
you may reroll the die. The new roll must
remain assigned to that character.

Aura of Winter

All Fey-blood are children of the
Unending Winter and, when angered,
this ancestry manifests. Melee opponents
cannot gain a Combat Bonus for allies.

Cursed

The Fey-blood are burdened by fate to
lead short, unhappy lives. Fey-blood
cannot ever attain Luck points. Treat any
Luck increase as a skill instead.
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Duskling

Creatures of the shadows, rather than
creatures of the sun, Dusklings are
stalwart warriors who place great
emphasis on individual glory. They
are commonly seen in human lands as
invaders, raiders, or adventurers.

Background options
Duskling Heroes must select the Outsider
background (see p.22).

Skill expertise
Dusklings add +1 to all [Traveling] tests.

Brute charge

A popular Duskling tactic is to charge,
hitting the enemy with built-up rage. When
moving into melee combat, the following
rules apply to Duskling characters:

@ They cannot Parry.

@ They may choose to reroll their die
in the first exchange.

Oath of life

Despite, or perhaps because of, their
warlike ways, the Dusklings are infused
with a furious hatred of all things

that will not stay dead. In melee against
undead opponents, Dusklings receive the
Counter Attack ability.

Distrust

Dusklings have an intense distrust of
anything mystical. Dusklings cannot have
spells cast on them by other members of
the warband, as they will never allow it.
Additionally, they may carry only a single
magical item at any given time. If they find
an item during a tabletop battle, they may
pick it up normally, but must reorganize
their equipment after the encounter.

Preen

A species of bird-like humanoids, the
Preen seem to lack a homeland of their
own. Instead, they tend to live scattered
around the world, pursuing lives in
remote villages. While given to a life of
trade and craft, they are also possessed
by infamously foul tempers.

Background options
Preen Heroes must select the Townsfolk
background (see p.23)..

Skill expertise
Preen add +1 to all [Crafting] tests.

Outburst

Whether due to some inherent quirk of
their creation, perhaps the same that
gifted them their ungainly stature,
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Preen are prone to loud and angry
outbursts in stressful situations. Preen
become Angry if any of the following
happen:

@ Anally within 6" becomes a casualty
due to enemy actions.

@ They are Hit by a ranged attack or
targeted by a spell (even if friendly).

If a Preen is Angry when selected to act,
they must move at their full Speed +
Dash bonus directly towards the nearest
enemy, and engage in melee combat if
they make contact. This is an exception

to the normal restriction on Dashing into
melee. If their normal weapon is -1/ +0 or
+0/+0 damage, treat it as +0 / +1 for the
duration of the melee.

The Preen ceases being Angry at the end
of their activation.

Swift-footed

Despite their occasionally awkward gait,
Preen can run quickly when pressed.
Preen increase Speed by +0" / +1".

Slight

Their limited stature prevents them

from taking advantage of many combat
positions. Preen cannot use higher ground
to Counter Attack.

Halfling

Short and stout, Halflings have lived
among or near Humanity as long as
either can remember, and are often
among the most stubborn protectors of
its institutions and domains.

Background options
Halfling Heroes must select the Frontier
background (see p.21).

Skill expertise
Halflings add +1 to all [Wilderness] tests.

Lucky shot

Whether because of Halfings’ good
eyesight or the general petty luck that
seems to bless them, their foes learn to
fear Halfling archers and slingers. When
shooting, Halflings Hit a target that is
concealed or in Cover on a 5+.

Slip away

Halflings are especially well-suited to
escape a battle that has gone poorly.
Halflings never have to roll on the Flight
in the Dark Table after a battle.

Lacking strength

Some heavy weapons are simply too
unwieldy for a Halfling to use in battle.
They cannot use warhammers, bastard
swords, or long bows.

Feral

Whether from ancient curses or
experiments of the old gods, Feral
resemble hybrids of animals and
Humans, typically with the characteristics
of awolf or great cat. They are

often valued by both military

forces and adventuring parties

for their talents.




Background options
Feral Heroes must select the Outsider
background (see p.22)..

Skill expertise
Feral add +1 to all [Scouting] tests.

Hunting instincts

Feral have keen senses that make them
popular as both scouts and sentries.
During the Enemy Infiltration step of a
Defensive Battle, you may add +1 to the
roll. During the Sneak Up step of a Raid,
you may subtract -1 from roll for the
enemy spotting the character Sneaking
Up, if the character is Feral.

Loping run

When running, Feral can drop down

to all fours to get a burst of increased
speed. Feral may move up to a full move
and still make ranged attacks (half move
if the weapon would normally prohibit
movement, such as a crosshow).

Alien

While Feral can interact with regular
society, they don’t quite understand how
it works. When making proficiency tests,
Feral receive only a +1 bonus from the
Leadership, Speech, and Scholar skills.

Generating Heroes

We define a Hero character as someone
with some experience already under
their belt, whether from ability score
improvements, skills, or other resources.

Backgrounds

To create a Human Hero, select one of the
allowed background options, then roll
D20 for each of the relevant subtables
(pp.21-23), applying the results as you go.

Non-Human characters must select a
specific background, as listed in their
description, above.

Mystics must select the Mystic
background regardless of origins. For
example, a Preen Mystic would take the
Mystic background, even though Preen
are normally Townsfolk.

The entries on the tables grant additional
items or benefits as explained below.

Capabilities

These are increases to the base character
profile, exactly as if the character had
leveled up through experience. Raise

the ability score by +1 for Combat Skill,
Agility, Toughness, or Casting, or +2 / +0
to Speed, as indicated.

Mentality

Aresult here grants the character points
in the Will or Luck characteristics. Note
that some characters have not had the
life experiences (or the favor of the gods)
to begin with increases. They will instead
begin with a bonus Experience Point.

s CHARACTERS o
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Non-humans and Will
If a non human character would receive
2 Will, count as 1Will and 3 XP.
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Possessions

Any Gold Marks generated for your
characters are added into a single
pool. Items and weapons rolled can be
given to any character you like. You do
not have to give them to the Hero that
rolled them.

Quality weapon: Select one from bastard
sword, crosshow™, fencing sword,
longbow?* throwing knives* warhammer,
war spear.

Selecting Items

All weapon rules begin on p.60.

All armor rules begin on p.62.

All items, mystic or otherwise, begin on
p.63.

Basic weapon: Select one from self how*,
sling* standard weapon, staff.

Fine basic weapon: Select one from staff,
standard weapon, self bow* sling* This
weapon will have the Fine weapon trait.

Full armor: A set of full armor.

Item: Select one from bandages (3),
rangers cloak, silvertree leaf (2), tonics (2),
torches (3). The number in parentheses is
the number of individual uses.

* Ranged weapons.

Mystic Item

Select one from Congealed Strands (2)
or Mystic trinket (3). The number in
parentheses is the number of individual
uses. (See page 64.)
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Frontier background Mystic background :
This background is available to Human This background must be selected by E
characters and must be selected by Mystic characters, regardless of origin.
Halflings. They tend to be resourceful They are determined, but hampered by
and skilled. the intense focus on magic.
Frontier Background Tables Mystic Background Tables

D20 Capabilities D20 Capabilities

1-4 Agility increase 01-05 | Agility increase

5-8 Combat Skill increase 06-13 | Casting increase

9-12 Speed increase 14-17 | Speed increase

13-16 | Toughness increase 18-20 | Toughness increase

17-18 | Agility and Combat Skill

increase D20 Mentality
19-20 | Combat Skill and Toughness 01-05 | +2Will
Herease 06-09 | +1Will

D20 | Mentality 10-20 | +1XP

1 +2 Will D20 | Possessions

23 | Hwil 01-04 | 1Gold Mark

416 | +1XP 0514 | Mysticltem

1718 | +1 Luck 1520 | ltem

19-20 | +1Will and +1 Luck

D20 | Training

D20 _ | Possessions 01-05 | Alchemy skill

1-4 1 Gold Mark 0611 | 1skill

5-8 2 Gold Marks 1220 | 11XP

9-11 Quality weapon

12-15 | Fine basic weapon

Life is Hard

1620 | Item Not every character will have had the

opportunity to develop valuable talents.
Life is hard and unfair, after all.

D20 | Training
1-12 1skill
13-15 | 2 skills
16-20 | +1XP
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8 Noble background Outsider background

;;: This background is only available to This background must be selected by
Human characters. They often come Feral, Duskling, and Fey-blood characters.
well-equipped. They tend to be survivors, relying on their

own talents over any advantages of birth.
Noble Background Tables

D20 Capabilities

Outsider Background Tables

1-4 Agility increase D20 | Capabilities

5-9 Combat Skill increase 1-4 Agility increase

10-13 | Speed increase 5-9 Combat Skill increase

10-13 | Speed increase

14-16 | Toughness increase

1718 | Agility and Combat Skill o | o iz
increase 17-18 | Agility and Combat Skill
19-20 | Speed and Combat Skill increase
increase 19-20 | Speed and Combat Skill
increase

D20 | Mentality

D20 | Mentality

1 +2 Will

2 +1 Will 1-2 +1Will
3-16 | +1XP 3-16 | +1XP
1718 | +1Luck 1718 | +1Luck
19 +2 Luck 19 +2 Luck

20 +1 Wil & +1 Luck 20 +1Will & +1 Luck

D20 | Possessions D20 Possessions

1-4 2 Gold Marks 1-6 1 Gold Mark

5-6 3 Gold Marks 7-8 2 Gold Marks

711 | Quality weapon 9-11 | Quality weapon

12-14 | Fine basic weapon 12-15 | Fine basic weapon

15-17 | Full Armor 16-20 | Item

1620 | lrem D20 | Training
D20 | Training 1-6 1skill
1-6 1 skill 7 2 skills

7 2 skills 8-20 | +1XP

8-20 | +1XP
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Townsfolk background Zealot background 5
This background is available to Human This background is only available to E
characters and must be selected by Preen. ~ Human characters. They are often lucky,
They tend to have deep pockets. as if someone is watching over them.
Townsfolk Background Tables Zealot Background Tables

D20 Capabilities D20 Capabilities

1-3 Agility increase 1-4 Agility increase

4-7 Combat Skill increase 5-7 Combat Skill increase

8-11 Speed increase 8-11 Speed increase

12-14 | Toughness increase 12-16 | Toughness increase

15-17 | Speed and Combat Skill 17-18 | Combat Skill and Toughness

increase increase

18-20 | Agility and Speed increase 19-20 | Speed and Toughness increase

D20 | Mentality D20 Mentality

1 +2 Will 1-2 +2 Will

2-3 +1 Will 3-4 +1 Will

4-16 | +1XP 5-12 | +1XP

17-18 | +1 Luck 13-16 | +1 Luck

19 +2 Luck 17-18 | +2 Luck

20 +1Will & +1 Luck 19-20 | +1Will & +1 Luck

D20 Possessions D20 Possessions

1-5 2 Gold Marks 1-6 1 Gold Mark

6-11 3 Gold Marks 7-10 Basic weapon

12-14 | Quality weapon 11-12 | Quality weapon

15-17 | Fine basic weapon 13-20 | Item

18-20 | Item

D20 | Training

D20 | Training 1-10 1skill

1-7 1 skill 1112 | 2skills

8-10 | 2skills 13-20 | +1XP

11-20 | +1XP
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Skills Table

D100 result | Skill Uses

01-07 Battlewise | Achieving some battlefield objectives; Seizing the Initiative.

08-16 Crafting | Repairs, manual labor, and related haggling.

17-23 Devotion | Obtaining blessings; enacting rituals; resisting hostile spells.

24-33 Expertise | Dexterity and discretion while avoiding hazards.

34-41 Leadership | Inspiring action and trust; recruiting warband members.

42-49 Pathwise | Navigate and avoid obstacles, especially while traveling,

50-56 Scholar Valuable in situations requiring obscure knowledge.

57-65 Scouting | Awareness of enemy attackers and the surrounding terrain.

66-75 Speech Negotiation, persuasion, and understanding motivations.

76-85 Traveling | Overcoming hazards and challenges in the wilderness.

86-94 Wilderness | Hunting and foraging for useful herbs.

95-100 Wits Deception and guile, risk-taking, and some trap evasion.
Selecting Skills Weapons

For each skill acquired in the Training roll
on the character’s background table, roll
once on the Skills Table above. Rolling

a skill you already possess allows you to
choose any skill of choice from the table.

Skills grant a +2 bonus when taking a
relevant proficiency test (see p.52).

Not all new characters have had a chance
to receive valuable training, They will
instead begin with a bonus Experience
Point, as indicated by the relevant
background table. This doesn’t prevent
them from acquiring skills later on, as
Experience Points can lead to character
advancements, including new skills.

Selecting Hero Equipment

In addition to any equipment generated
by the tables above, the warband receives
the following items (described in more
detail on pages 60-62).

Note: There are no equipment restrictions
for Mystics, and many appreciate a bit of
armor in a hostile world.

Select two quality weapons and two basic
weapons, and assign them to your Heroes.

Quality weapons: Bastard sword,
crosshow?* fencing sword, longbow*,
throwing knives*, warhammer, war spear.

Basic weapons: Self bow* sling* standard
weapon, staff.

No more than two Heroes may be given a
ranged weapon (marked with * above). A
Hero with a ranged weapon automatically
receives a Light Weapon as well.

If the character creation tables already
gave you two or more ranged weapons,
you may keep them, but cannot select

any more at this stage. This restriction
only applies during character creation.

Armor
Distribute the following among your
Heroes:

@ 2 suits of partial armor
@ 2 suits of light armor
@ 1helmet

@ Ishield.




Optionally, you may take 1 full armor,
1 partial armor, 1light armor instead.

Generating Followers

Your warband is accompanied by

2 Followers — generic soldiers, scoundrels
or mercenaries, that agreed to help you out
of loyalty, ambition, or the promise of coin.

Followers have the same basic profile as
Heroes, but do not begin the campaign
with any ability score improvements. It
is possible for a Follower to eventually
become a fully-fledged Hero. Initial
Followers must be Human.

To determine the nature of your Followers,
roll on the Follower Table, below. You may
opt to roll once for hoth of your Followers
or generate each individually.

Follower Table
D100 | Follower
result
01-05 | Aspiring scholar
06-13 | Brave villager
14-18 | Deranged wretch
19-25 | Faithful servant
26-33 | Former soldier
34-40 | Hired guide
41-45 | Hopeful youth
46-51 | Militia man
52-38 | Outcast drifter
59-64 | Quiet forester
65-71 | Roving traveler
72-77 | Stout yeoman
78-81 | Street urchin
82-87 | Studious apprentice
88-93 | Wandering monk
94-100 | Wily rogue

»:000 O 024p¢

Follower Equipment

Weapons:
Each Follower may be armed with either a
standard weapon or staff.

Ifyou do not have 2 ranged weapon-
equipped Heroes, one Follower may opt to
take a self bow and Light Weapon instead.

Armor:
One Follower will wear light armor. The
rest will wear no armor.

Warband Resources

You begin the campaign with 3 Gold
Marks plus any money generated by
rolling on the character creation tables.

You have two doses of silvertree leaf
in addition to anything provided by the
character creation process.

Spell Selection

If you opted to take a Mystic character,
you may select any 2 spells from the main
spell list. Then roll 3 times on the spell list
to see what other spells are known. Reroll
any duplicates.

Spells and their effects are listed on
pages 47-530.

Finishing Touches
Write down that you have 3 Story Points.

Then select one of your existing Heroes to
be your Avatar. The Avatar gains 1 point
each of Will and Luck, added to any they
may already have. See the “The Avatar in
the Campaign” (p.27) for more details.

Roll D100 on the Avatar History Table
(see next page). This details an event or
note from your Avatar’s past, as well as
the game effect it will have.
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i Avatar History Table
| DI00 | Event Effect
result
01-08 | You've always had a feeling you were | Add 1 Story Point to your starting
meant for something greater. total.
09-17 | Old war tales... and the scars to Begin the campaign with +3 XP.
remind you.
18-22 | Atyour side hangs a fine sword, Begin the game with your choice of a
passed down by your family. Fine standard weapon.
23-28 | It's just a strange ring that you found | Begin the game with a mystical ring,
in a blood-filled puddle of rainwater.
You've kept it around for some reason.
29-34 | Alife of exploring sounds like anice | Begin the game with a map making
change from all the blood and misery, | kit.
actually.
35-40 | The only reminder of your timeasa | Begin the game with a scout’s cloak.
mercenary is an old, tattered cloak.
41-49 | It’s a grim world. Having made a Add an adventurer Friend to your
friend during an old quest makes the | warband roster sheet.
struggle a little easier to bear.
50-58 | A person of some import asked you When you create your campaign
to deliver a letter. You are to be paid | map, randomly select a settlement.
handsomely by the recipient. When you first arrive there, receive
3 Gold Marks.
59-66 | An organization you used to belong to | The first time you receive a Quest,
is willing to help you one last time. you may immediately roll for a Quest
Find on the Quest Finds Table.
67-71 | Alengthy hunt for an old foe feels like |Begin the campaign with 3
it will reach a conclusion soon. Adventure Points.
72-78 | Your companion has traveled with you | Select one of your Followers and
for quite some time. note that they are Loyal.
79-85 | You came across an old map, but you | When creating the campaign map,
have still to decipher it. add a Delve to the campaign. It
begins the game Hidden.
86-89 | Asareward, you were givenasmall | Begin the game with a Potion of
flask said to bring good fortunes in Fortune.
dark times.
90-95 | An old drunkard told you to travel Add an Unexplored Location to the
here and visit the strange rock. Wilderness of the regional map.
96-100 | This odd little trinket has always Begin the game with a Talisman.
brought you luck.
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The Avatar in the Campaign

Your Avatar represents ‘you’ in the
campaign — equivalent to a point-of-view
character within the narrative. This has

a number of implications, though you
may opt to ignore these while you are still
learning the ropes or if you prefer a more
challenging game experience.

© When creating the character, you
may begin with 1 point each of Luck
and Will in addition to any points
you rolled on the character creation
tables.

@ Since the Avatar represents your
point-of-view character, there is
never any chance of the character
leaving the warband involuntarily.
If a random event would dictate so,
ignore it.

@ In the event your Avatar dies, you
are not able to create a new Avatar
until you begin a new campaign. At
that time, roll 2D6: On a score of 9+,

your existing Avatar escaped

a horrible fate after all, and
will return to rejoin their old
comrades again.
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New Recruits

When new characters are recruited into
the warband during the campaign, the
following rules are used. The event that
adds the character will specify whether
they bring any equipment.

If nothing is listed, they will come with a
light weapon and no other items.

When recruiting, you may always select
a Human. Alternatively, you may select
any non-Human origin that you do not
currently have in the warband. If you
prefer to roll randomly, use the table in
the character creation chapter.

Adding Heroes

New Heroes enter the campaign

with only the base profile and any
origin adjustments. Do not roll on the
background table for them.

Adding Followers
Followers should roll on the Follower
Table as normal.

o CHARACTERS
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Battle Practice
After creating your warband, consider

with them.

of your character before facing your first
life-or-death encounter. Completing the
scenario with your warband grants you
1additional Story Point.

playing through the Starter Scenario (p.54)

This is optional, but it will give you a chance
to get used to the equipment and abilities
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Creativity and Your
Miniatures

Sometimes the story and your miniatures
don’t quite match. It may be an individual
miniature that just doesn’t quite seem to
fit, or perhaps your view of fantasy differs
from what the book offers. Either way, you
have some options:

Weapons and Items

When it comes to weaponry on your
figures, what matters is the game effect
rather than the specific visuals. For
example, we don’t have a rule for a chain-
type weapon like a flail.

In such a case, find whatever weapon
type you feel is closest in game-terms,
and use that.

You can use the style the character fights
with as a guide, too. If your character has
a big sword, the obvious choice might be
to use the bastard sword option, but what
if your character fights in a style based
around lunges and long strikes? If so, the
war spear might fit better, regardless of
the miniature representing them.

Likewise, you should feel welcome to
change the type of weapon when you
acquire items. If you find an enchanted
bastard sword but the miniature for
your hero has a hammer, it might be a
particularly damaging hammer instead,
using the rules for a bastard sword.

Cosmetic Characters

Players are likely to have (or want to
acquire) all manner of cool miniatures
that don’t perfectly fit the game rules,
whether for a hero or villain. What
matter within this game system are the
ability scores and rules that apply to a
particular character type. Feel free to use
any miniature you like, simply adapting
flavor text to fit as required. Want to fight
ninjas? Orcs? Tiny war-hamsters? There’s
no reason you can't. Just use the encounter
that has the most appropriate scores.

That can go for leaders as well.
Roleplayers tend to collect all manner
of unique villain and monster figures:
Abandit gang led by a knight might
turn into a pack of kobolds led by a tiny
dragon. Be creative!
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In Five Leagues, you play battles as a
series of battle rounds, each of which
consists of the five following phases:
The Initiative Roll

Quick Actions Phase

Enemy Actions Phase

Slow Actions Phase

A A

Tracking Phase

The Initiative Roll

To begin each battle round, roll for
Initiative. You only do this for the
warband and its allies, not the Al-
controlled enemies.

Count the number of warband characters
and allies on the table and roll that
many D6, then assign each die result to a

?(x:xxoxxux
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- THE BATTLE ROUND -

different character. The result determines
which phase the character will act in:

@ Any character assigned a die result
equal or below their Agility will act
in the Quick Actions Phase.

@ All enemies will act in the Enemy
Actions Phase.

© Any character assigned a die above
their Agility will act in the Slow
Actions Phase.

Note that every character gets to act in
every round. The roll simply determines
which phase they act in.

You can put the dice next to the miniature
or next to their entry on the warband
roster sheet. To avoid confusion, we
recommend turning the dice to showal
for characters acting in the Quick Actions
Phase and a 6 for characters acting in the

>4p20 O 24pxe
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Slow Actions Phase. It may also help to
have separately sized or colored dice that
are used only for initiative.

Round Sequence Example

Iam facing 5 Skeletons. At the start of the
battle round, I have 4 warband figures

on the table with Agility scores of 1, 2, 2,
and 3. I roll four D6 — one for each of my
warband characters — and get results of
1,2, 4, and 6. Since the 4 and 6 are higher
than any Agility score, any character [
assign those to will go in the Slow Actions
Phase. I really need the character with
Agility 1to reach Cover, so I assign the
dice result of 1 to that character; because
that is equal to their Agility, they will
activate in the Quick Actions Phase,
before the Enemy Actions Phase. I can
then assign the die result of 2 to any
remaining character, who will also
activate in the Quick Actions Phase.

(T0)
!
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Actions

During a given phase, player characters
activate in any order the player desires.
During the Enemy Actions Phase, the
enemy will always activate figures with
ranged attacks first, before activating
melee troops.

When you activate a figure, it may take a
Move Action, and then perform either a
Combat Action or a Non-Combat Action.

Combat Actions include:

@ engaging an enemy in melee
combat, or

© makinga ranged attack.

There is a wide array of Non-Combat
Actions, and these are discussed on
page 38. Enemies typically do not
have Non-Combat Actions, the notable
exception being Dash (see p.31).

A figure can skip a Move Action, Combat
Action, or Non-Combat Action, but
cannot change the sequence to take
their Move last.

Tracking Phase

During this part of the battle round,

any “end of round” activities take place,
including enemy Morale checks. Many
scenarios will require a roll to be made
at this point to determine reinforcements
or other factors. If multiple activities

take place at the end of the battle round,
resolve effects in the following steps:

1. All features caused by or affecting
warband members

2. All features caused by or affecting
enemies

3. All features caused by scenario or
event rules

4. Anything else.

Within each step, things can be done in
any order the player prefers.

Timing

All things happen as they are rolled up.
When you proceed to resolve the next
game mechanic, action, or activity, the last
one resolved has already taken place, and
is in effect on the table.

Example:

I have three things happening during
a Tracking Phase: A Morale check for
the enemy, the Regeneration ability of
an enemy figure, and reinforcements
that are scheduled to arrive. The
Morale check and regeneration are
both resolved in Step 2 (since they

are enemy-related). I can do them

in either order, depending on my
preference. Afterwards, in Step 3,

the reinforcements arrive.
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Figures have a movement allowance equal
to their Speed (in tabletop inches).

When moving within terrain features
marked as Difficult, each inch moved
consumes two inches of your movement
allowance (see “Terrain Types”, p.35).

Opening a door or window costs 1" of
movement. Climbing through a window
or opening is the same as climbing an
obstacle of equal height.

Figures can never move through another
figure at any time, unless a rule or ability
explicitly permits it.

Moving and Shooting

Characters intending to make any ranged
attack cannot move above half their
movement Speed, because they need time
to aim their shot and reload. Characters
intending to shoot a crosshow must
remain stationary.

Dash

A character may Dash as a Non-Combat
Action. This allows moving an additional
distance equal to the Dash portion
of their Speed. Note that a

figure cannot enter melee

combat by Dashing.

Enemy figures will Dash
if they are in the open

and attempting to reach
Cover, or advancing on a
foe. Undead, Monster, and
Aberration enemy types
cannot Dash.

Normal Move
into melee combat

Movement Modifiers

Modifiers to movement rates are
expressed in the same manner as the base
ability score. For example +2" / +0" would
be a +2" increase to base movement only,
while +0" / -1" would be a 1" reduction in
Dash movement.

Example:

A figure with Speed 4" / +3" will move
4" normally, and can move a total of
7"when Dashing,

Moving into Base Contact

If a figure moves into base contact with
an opposing figure, they engage in melee
combat. Resolve the combat immediately.

Typically, figures are considered to be in
contact when their bases are touching,
though if you have figures that are in very
dramatic poses, this may be impossible.
If so, they are considered in contact when
they are within half an inch of each other.

Figures that Dash have their guard down
and cannot enter melee.

Normal Move

Normal Move + additional Dash

é(x:x XXX
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Moving Vertically

Vertical obstacles, such as a wall, can be
traversed by simply paying the vertical
height in inches. For example, crossing
awall that is 2" high would use up 2" of
movement allowance. Figures cannot end
a move part-way up (or down) a surface
or wall.

Adrop of 1" or less can be performed for
free. Any drop longer than this requires
the figure to either climb down (as
described above) or jump.

A character jumping or falling down
more than 1" cannot take any more
Actions this round and may take damage
as indicated below:

Distance Fallen Table
Distance | Damage of Hit Suffered
Fallen
Upto3" |+1/+0
Upto5" [+2/+41
Upto8" |+3/+2
Over 8" | Automatic casualty

Characters can leap a gap up to 2" wide,
counting it as part of their standard
movement.

Scale Note

Jumping, climbing, and leaping can
look a little dramatic if you are playing
with 6mm or even 10mm figures. Feel
free to halve the horizontal distances
given if you find these more reasonable.
Alternatively, leave the rules as they are
and chalk up the outrageous moves to
timely use of ropes or using a spear for a
bit of pole vaulting!

Using Dungeon Floor Tiles

If playing on dungeon floor tiles,
gameplay works as normal. Any
individual dungeon debris (such as sacks,
crates, etc.), even if only printed on a tile,
will cost 1" of movement to cross. Fields of
rubble or water are Difficult terrain.

Any height difference on the tiles costs
1" to climb up but no cost or damage to
drop down.

Note that when playing on tiles, you
should still measure out movements
normally. Ignore any grid for gameplay.

Taking Damage while
Moving

It is possible for a character to take
damage while moving, for example when
falling down or when triggering a trap in
some scenarios. The rules for resolving
damage are explained on pages 43-44.




WARBAND BATTLEFIELD EDGE

- ENEMY MOVEMENTS -

The way the enemy moves on the field
requires the player to inject a modest
amount of “artificial intelligence” into
proceedings. Many solo gamers are used
to simply taking whichever actions make
the most sense for a given figure. This is
a completely valid way to play, but the
following guidelines form a series of
conditions the Al will attempt to satisfy,
including making the move that satisfies
these as well as possible.

Order of Activation

The enemy will always act with ranged
troops before melee troops. Within each
type, start with the figure closest to the
player’s battlefield edge and then work
your way backwards until every enemy
figure has acted (see diagram, below).

Ranged Troops

Enemies with ranged weapons will try
to move to a position of Cover (see p.36)
where they can shoot at their opposition.
They will only advance if they must keep

Enemy Activation Order

.
‘

As this is the closest ranged figure,
it acts first.

This is the closest melee figure to the warband
battlefield edge. Once all ranged figures have
acted, this becomes the next enemy to act.

Ranged troops act Before melee troops.

xlxxoxxlx)é

targets within range and sight, doing so to
the least extent required to re-establish a
good shot.

Ranged troops will not leave Cover if
that would put them in sight of opposing
ranged troops, and will not willingly
move into a position that would prevent
them from shooting, such as into a water
terrain feature.

Ranged troops that run out of
ammunition are considered to be melee
troops from that point onwards.

Sensible Foes

There is a fair amount of judgement
involved in enemy movements. In
particular, the player should bear in mind
that enemies, while often short-sighted
and aggressive, are not keen to die.
Obviously suicidal moves, such as moving
into sight of three crosshow-armed
sharpshooters, should not be taken.

¥ Ranged troops

Melee troops

/4 N
e
/

. y/

If two enemy figures
of the same weapon type
(ranged/melee) are of
approximate equal distance
from the warband battlefield
edge, you may choose
which activates first.
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Melee Troops

Any enemy equipped only for melee will
advance towards the nearest opponents,
attempting to remain in Cover from any
ranged attacks as they do so. Note that the
best route that provides Cover may not be
the most direct.

If they are unable to advance further
without leaving Cover, they will do so with
the fastest and most direct path possible.

Note that in complex terrain (for example,
when playing on dungeon floor tiles) an
enemy may be unable to move towards
the nearest opponents at all. If so, they
should attempt to target the closest
opponent that is reachable, based on the
route they would have to take.

Leaders

If given a choice, an opposing Leader
(Sergeant, Lieutenant, Captain, or Unique
Foe) will always opt to attack a Hero over
a Follower.

Monsters and Undead

The horrors of the night will ignore any
tactical concerns and simply advance as
quickly as possible towards the closest
opponent to them. Note that this may be

a figure they cannot see at the beginning
of the move. If there is dangerous terrain
on the table, like a toxic pool, they will not
move into it.

Game Mastering

If a player is acting as the GM, rather than
the Al controlling enemy figures, the GM
may move enemy figures as they see fit.
They cannot take Actions not normally
permitted to enemies, but do not have to
obey the Al rules above.

Unknown Enemy Markers

In some battles, an Unknown Enemy
Marker must be placed on the table to
represent an approaching enemy group of
unknown strength. Any token or marker
you like can be used for this, as long as it is
roughly the size of a figure base.

Unknown Enemy Markers move in the
Enemy Actions Phase at a rate of 5" per
round and will move towards the center
point of the battlefield. Upon reaching the
center, they will then move in a random
direction every battle round.

The enemy group represented by the
Unknown Enemy Marker is spotted
immediately the moment a warband
figure is within the distance listed below
(i.e. even mid-move):

Position of marker Spotting
distance

In sight but partially 6"

obscured by terrain

In unobscured Line of Sight 9"

When the group is spotted, roll D6 and
consult the table below to determine the
number of foes encountered. Revealed
enemies are always melee troops.

Unknown Enemy Numbers Table

D6 result Number of enemies
1 1
2 2
34 3
5 4
6 5

Place one enemy figure on the marker
itself, and place the rest within 1" of the
first figure placed, if possible. Figures
should be placed in or behind Cover, if at
all possible.




- TERRAIN -

Terrain Types

Gaming terrain can take several forms,
each of which affects the actions of your
figures in different ways. A quick glance
at any terrain piece in your collection
should tell you how it fits into the rules
definitions below.

You are of course encouraged to create
unusual or imaginative terrain types for
your specific gaming situation.

Linear
Any long feature that a miniature cannot
generally be placed on top of.

Examples: Hedgerows, fences, walls,
and similar.

Area

Features that cover a space on the
table and can have miniatures placed
within them.

Area features may be designated as
Difficult (see p.31).

Examples: Forest, bushes, and rubble.
Field

Similar to an Area feature, but at
ground level.

Field features may be designated as
Difficult or Impassable.

Examples: Mud, water, or lava pools.
Individual

A'single piece of terrain that a figure
cannot climb.

Examples: Barrels, individual trees,
and statues.

Block

Aterrain piece that can be climbed or
otherwise interacted with, but which
figures cannot enter into.

Examples: Large boulders or locked-up
buildings.

Interior
An enclosed terrain piece that figures can
enter into.

Examples: Buildings, tunnels, and caves.

Interaction
Block, Linear, and Interior features can
typically be climbed.

Area and Field features can typically
be entered.

The Movement rules chapter discusses
how this influences movement.

Lines of Sight

The rules generally use true Line of
Sight: If a line can be drawn between
two figures without crossing a Block or
Individual feature that would prevent
spotting, a Line of Sight exists. If it is
unclear, a piece of string or laser tool
can be used. Alternatively, you can lean
down to get a look from behind the
spotting miniature.

In some cases, Line of Sight can be broken
by a game rule, even if the target is
otherwise visible:
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Line of Sight and Cover

NOTTO SCALE

edge of the Area terrain. The red archer and
Enemy A share Line of Sight. Enemy A also

has Cover because they are within an Area

feature, but the red archer does not.

Enemy B is more than 3" e
from the edge, so is not e
visible. Enemy B and 7 g
the red archer share e
noLineof Sight. .-~ _-~

Low wall

7 ”
Vil q q
P (Linear terrain)

7 Pie

Enemy A is hiding in a forest within 3" of the

Forest (Area terrain)

Enemy C and the red archer
are both beyond 3" of a low
wall that lies between them.
No Line of Sight exists unless
one of them moves within 1"
of the wall.

Enemy D is within 1" of the
wall, and so share Line of
Sight with the red archer.
Enemy D has Cover because

Line of Sight can pass through up to 3" of
Area terrain only, whether shooting into,
out of, or through such terrain.

Linear Features

Line of Sight is blocked 3" beyond any
Linear feature, unless either the shooter
or target is within 1" of the point where
Line of Sight crosses the feature.

When in Doubt about Line of
Sight and Cover

Often it can be tricky to determine if a
figure is visible or whether they are in
Cover or not. Here are two guidelines to
assist in resolving Cover issues:

@ Ifin doubt about visibility, allow the
shot to be taken.

@ Ifin doubt about Cover, count the
shot as being in Cover.

______ Line of Sight <> this Line of Sight crosses the
...... No Line of Sight 1n terrain feature.
Area Features Cover

Afigure is considered to be in Cover for
combat purposes if any of the following
are true:

@ Line of sight crosses any terrain
feature more than 1" from the
shooter

@ The target is positioned within an
Area feature

@ The target is in contact with the
corner of Block terrain.

As we assume some mobility and survival
instinct on behalf of our characters, a
figure meeting these conditions is in
Cover, even if the figure can otherwise be
seen clearly.
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© Markers do not block Line of Sight,
provide Cover, or interfere with
ranged attacks.

Location and Item Markers

During scenarios, a number of things
may be represented on the table using
markers. These can represent captives
waiting to be rescued, locations to be
investigated, and more. Regardless of
what they represent, markers are subject
to the following rules unless clearly
stated otherwise:

XL XXX

@ Enemies do not interact with
markers, target them, or prioritize
them in any way.

@ Markers cannot be the target of
spells, items, effects, or similar.

Optional Terrain Notes Water features

You may prefer more detailed rules for
particular forms of scenery, in which case
this section offers additional notes.

® During a battle round where a figure
entered, moved through, or exited
a water feature, they cannot Dash,
make ranged attacks, or claim any
Fences bonus movement from equipment.
@ Fences are Linear obstacles, and ®
are climbed like any other obstacle.
The height of the fence is the cost in

inches to climb it.

Enemy archers will not enter water
features willingly, instead moving
around the feature if possible.

@ Figures wading through water are

Fences provide Cover to figures . = .
® P & considered in Difficult terrain.

behind it.

@ Rail fences and other open fences do Thorns

not block Line of Sight. Thorny bushes and hedgerows are
Difficult terrain, and cannot be entered
Wet ground or crossed by a character with an Armor

@ Wet, marshy, or swampy ground
prevents characters from Dashing
if they entered, moved through, or
exited such a feature at any point of
their move.

@ Many wet ground features will be
Difficult terrain.

rating of 0.

Ruined interiors

A character attempting to Dash within a
ruined building must roll D6. The total
distance moved cannot exceed the die
roll in inches, due to the difficulty in
moving around.
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- NON-COMBAT ACTIDNS -

After performing any desired movement, allowed by the character in the same
a character that does not perform a battle round.

Combat Action may perform a Non-
Combat Action. The most common
Non-Combat Actions are listed below.
Each Action lists the maximum movement

Non-Combat Actions Table

Note: Enemies do not take Non-Combat
Actions unless specifically stated by a
game rule.

Action

Movement

Description and Notes

Dash

Full move

The character moves an additional distance equal to
the Dash portion of their Speed ability score.
Note: Enemies may use this option.

Use

Full move

Many items you find will require an Action to use.
Only one such item can be used per Action.

Ready Weapon

Full move

This action can be used to retrieve a Backpack item
such as a weapon so it can be used, or to return an item
to the Backpack.

Casting

Full move

Allows a Mystic to cast a spell. See p.45 for details.

Interact

Half move

A special scenario may have Actions tied to scenario
objectives, terrain features, or similar. Typically one
Action is enough, but a complex situation could
require multiple Actions. This might be used to cut a
rope, pick a lock, search a bookshelf or anything else a
custom scenario might present you.

Keep Down!

The character receives Cover from all ranged attacks
originating over 6" away. This lasts until the character
activates next.

Anticipate

1n

Put a marker next to the character. Next battle round,
roll one die less when determining which character
acts in which phase. This character will automatically
act in the Quick Actions Phase, without having a die
assigned to them.
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Characters engage in two types of combat:
Ranged attack and melee combat. To
perform either type of combat requires

a Combat Action, meaning the character
cannot perform a Non-Combat Action
(including Dash) this round.

Ranged attack: This represents a few bolts
or arrows shot towards the target, and
requires a single D6 per shot (typically
one per figure). If the attacker did not
move, add Combat Skill. To perform a
ranged attack, the character must have

a ranged weapon and must not have run
out of ammunition.

Melee combat is a series of 3 exchanges

— representing the cut-and-thrust of close
combat — each of which is an opposed roll
between the two combatants. Each side
rolls a die and adds their Combat Skill.
The side with the higher result wins and
strikes their opponent. On a draw, the
combat ends with the defender retreating.

Both of these are described in greater
detail below.

Ranged Attacks

To begin, select the target to shoot at.
The target must be visible, and within
range of the weapon. See “Weapons”
(pp.60-61) for the tabletop range

in inches for each weapon. Player-
controlled figures may select any target,
unless visible opponents are within 3",
in which case they must shoot at the
nearest visible opponent.

Enemies use the following ranged
targeting priorities:

a
o
)4
Q
A
D4
D4

1. The enemy will shoot at the closest
target within 8" of the shooter.

2. Ifno targets are within 8", they
target the nearest opponent with a
ranged weapon.

3. If no ranged weapon-equipped
opponents are visible, they will
select the closest target.

To score a Hit:
Roll D6, and try to reach the target
number or higher:

Within 6" and in the open 3+

Within weapon range and in 5+
the open

Within weapon range and 6+
concealed or behind Cover

@ If the shooter is stationary, add their
Combat Skill to the roll.

@ Aroll of natural 1 is always a miss.

@ Amissed shot goes nowhere, and has
no effect on the game.

Movement restrictions

Characters intending to make any ranged
attack cannot move above half their
movement Speed, because they need time
to aim and reload. Characters intending to
shoot a crossbow must remain stationary.

Limited Ammunition

If a weapon is indicated as having Limited
Ammunition, a roll to Hit of a natural 1
means that it is out of ammunition, unless
this is the first shot with it in the current
battle. (Note: some ranged weapons only
receive a single shot per game.)

>4020 O 24pxe



N
!
?(XIXXQXXIX

RO R

Melee Combat

Melee combat takes place as a series of
exchanges, as the combatants try to get
the upper hand.

When two characters enter melee range
of each other (base contact or as close as
the pose of the miniatures will allow),
the character who initiates the combat
has the initiative, and takes the role of
the attacker in the opening exchange,
while their opponent takes the role of
the defender. Depending on the outcome
of this initial exchange, the initiative
can change between the characters and
reverse their roles.

There are commonly 3 exchanges fought
during a melee round, though some
outcomes may end the melee earlier.

If both characters are still up and about
at that point, the melee ends. Characters
never remain stuck in melee combat
over multiple rounds (although one of
them can initiate a new melee combat
the next round if they move back into
base contact).

Each exchange has 5 steps:
1. Select weapon
2. Select tactic (optional)
3. Resolve exchange
4. The push

5. Next exchange

Step 1: Select Weapon

(Ist exchange only)

The player-controlled character must
select one available melee weapon they
carry, and use it for all exchanges during
this melee.

Step 2: Select Tactic (optional)

If desired, the player-controlled character
may select one of the three tactics below,
which is then used for all exchanges
during this melee. The default is to simply
fight. The enemy will not use tactics.

Fight defensively:

The character rolls twice and picks the
best roll. If they win, they inflict no Hits.
This tactic negates all possible sources of
the Counter Attack ability (see below).

Fight evasively:

The character rolls normally. If they
win, they inflict no Hits but may move
2", ending the melee. This tactic negates
all possible sources of the Counter
Attack ability.

Fight furiously (attacker only):

The character rolls normally. If they
win, they may add +1 to either the
Overcome Toughness OR Overcome
Armor rolls (this is the player’s choice
when selecting the tactic, and is
cumulative with any weapon bonus). If
they lose, they suffer a Hit.

This tactic is not selectable if the enemy
can Counter Attack.




Step 3: Resolve Exchange
Roll D6 for each character, adding their
Combat Skill to the roll.

@ If the Attacker has the higher score,
they will strike a blow and remain
as the Attacker in the following
exchange. Note, whether this blow
counts as a Hit may depend on which
tactic was chosen in Step 2.

@ If the Defender has the higher score,
they avoid harm and become the

Attacker in the following exchange.

@ Onadraw, the Defender retreats
1" backwards, with the Attacker
remaining in place, and the melee

ends.

Example:
Jorn moves to attack a bandit.

FEach combatant rolls a D6 and adds
their Combat Skill: +0 for Jorn, +1 for
the bandit.

Jornrolls a4, +0, for a total of 4. The
bandit rolls a 5, +1, for a total of 6.

The bandit avoids the furious swings
and will become the Attacker in the
second exchange.

Counter Attack

Sometimes, the terrain across which
figures are fighting is so uneven or
restricting that both combatants may find
it difficult to make a lunge for the other
without opening themselves to a counter
attack. In this game, “Counter Attack” is a
combat benefit triggered by a number of
such conditions (listed below). Note that
itis also the name of a trait that bestows
this benefit, regardless of terrain.

A character with the Counter Attack
ability may strike a Hit (see pp.43-44) if
they win an exchange, even if they are
the Defender.
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Characters may use the Counter Attack
benefit if:

@ They are on higher ground than their
opponent, including stairs, or raised
terrain on a dungeon tile.

@ They are fighting across an obstacle,
such as awall or fence.

® Their opponent is standing in
Difficult ground or water.

@ They have a weapon, ability, or
trait that grants the Counter Attack
benefit.

Parry

Sometime, a figure has just the right item
and training to deflect blows. Parrying

is a combat benefit only available to
characters with a weapon, item, or ability
that grants it. Note that it is also the name
of a trait that bestows this benefit.

If such a character rolls a natural 1 when
defending in melee combat, they deflect
the blow, avoiding all effects of being Hit,
such as damage, Stun, or other effects
such as Poison.

Multiple Parry sources have no
additional effect.

Combat Bonus

A character with a Combat Bonus adds +1
to their Combat Skill. Combat Bonus is
awarded if either:

@ The opponent is Stunned (see p.44).

@ The character has an ally within
1". If a character is in a confined
space, such as a narrow corridor,
or defending a doorway, neither
side can receive a Combat Bonus
from allies.

Only a single Combat Bonus can be
earned by a character.

Step 4: The Push

If the Defender lost the exchange, they
must now retreat 1" backwards, if
possible. The Attacker may opt to remain
in place, ending the melee, or they may
choose to step up 1" to remain in melee.
Enemies will always step up.

Back to the Wall

If the defender is unable to retreat, they
remain in place, become Stunned, and
another exchange is fought, even if it
extends the number of exchanges this
melee round beyond three.

Step 5: Next Exchange

The winner of the Combat Skill exchange
during Step 3 will have the Initiative

in the next exchange, making them the
Attacker. If this was the third exchange

in a row, the melee ends, and each
combatant moves 1" backwards to
separate them.

Melee Combat Example
Ygtryg the Mostly Ready springs
into combat against a brigand.
Ygtryg has Combat Skill +1, and
is using a bastard sword. Ygtryg
initiated the melee and is on higher
ground (uphill).

The brigand has a Combat Skill +0.
They both have Toughness 4 and
Armorl

As Ygtryg only has one weapon,
they must use it in every exchange
of this melee. If they had a spare,
theyd have to choose now which to
use. No optional tactics will be used
this time.

Exchange 1:
Since Ygtryg started the melee, they
are also the Attacker in the first
exchange.
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Ygtryg rolls D6, rolling a 4 and
adding their Combat Skill (+1) for a
total of 5.

The brigand rolls a 6, adding their
Combat Skill (+0) for a total of 6.

The brigand wins, gaining the
initiative and becoming the Attacker.

Exchange 2:

The brigand rolls a 3. Ygtryg rolls
another 4 for a total of 5. Ygtryg
will become the Attacker in the
next exchange, but as they are on
higher ground, they also have the
Counter Attack benefit, allowing
them to strike a Hit with their
success this exchange.

To resolve the Hit, the player rolls
D6 to Overcome Armor. A roll of 3
is better than the brigand’s Armor
Rating of 1, so the blow penetrates.
Next, Ygtryg has to Overcome
Toughness. A D6 roll of 2, with a
+1 for the bastard sword means a
total of 3.

This is below the Toughness of the
brigand, so they are Wounded and
Stunned (see p.44).

Exchange 3:

Having won the last exchange,
Ygtryg is now the Attacker again,
and can claim a Combat Bonus since
their enemy is Stunned. The die rolls
a4, +1 for Combat Skill, and +1 for
Combat Bonus, for a total of 6. The
staggered brigand rolls a 2. No hope.

The roll to Overcome Armor —a 4 —
succeeds, but the roll to Overcome
Toughness — 2 +1 = 3 — results in
another Wound. However, as a
character Wounded twice is removed
as a casualty, the brigand falls, and
Ygtryg stands victorious!

Hits

Characters can suffer potential damage
from a number of sources: combat,
traps, falls, and more. Regardless of
where it came from, we refer to it as a
Hit in game terms.

Hits are always resolved in the same way:

Step 1: Roll to overcome the Armor of
the target.

If successful, then

Step 2: Roll to overcome the Toughness of
the target.

Some sources of harm are more dangerous
or better able to penetrate armor.

A Hit or attack is always written as +x / +y.

+x  This is the bonus to Overcome
Armor.

+y  This is the bonus to Overcome
Toughness.

A Hit is +0 / +0 unless clearly listed
otherwise. This bonus can be a negative
score, in which case subtract it from the
roll instead.

Example:

An attack listed as +0 / +1 would add
+0 to the Armor roll and +1 to the
Toughness roll.

Step 1: Roll to Overcome Armor

If the target has an Armor rating of 0, you
can skip this step, even if the bonus to
Overcome Armor is -1

Roll D6 and add any Overcome Armor
bonus the attack has.

If the total is higher than the Armor
rating of the target, proceed to Step 2.

If the total is equal to the Armor rating
of the target, they are Stunned (see p.44),
and the attack fails.
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If the total is lower than the Armor rating

of the target, the attack fails.

Roll D6.

If the roll is a natural 1, the target is
Stunned.

If the roll is 2-6, add any Overcome
Toughness bonus the attack has.

[f the total is higher than the Toughness
rating of the target, they become a
casualty and are removed from the table.

If the total is equal or below Toughness,
they are Wounded and Stunned.

Step 2: Roll to Overcome Toughness

Less Brutal Wounds

(optional rule)

Ifyou find the regular system too brutal,
you can adopt the following rule:

A character can be Wounded multiple
times. Place a token each time it happens.
All strikes on a character that is Wounded
increases the damage by +0 / +1 for every
Wound token (cumulative with normal
attack damage).

Any effect that removes Wounded status
will remove a single token.

Note that this rule can result in battles
taking slightly longer to resolve. If you
use this rule and find that time limits to
Achieve Objectives are too tight, consider
raising time limits by 1-2 battle rounds.
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Stunned
A Stunned combatant has been knocked
senseless or lost their balance.

If a Stunned character must fight a melee
exchange, they automatically become the
Defender and their opponent gains a +1
Combat Bonus.

They recover from the Stun after the
exchange is fought, unless they are
Stunned again. A character that is
Stunned recovers automatically at the end
of the phase..

Example:

A character is Stunned by a bow shot
in the Enemy Actions Phase. At the
end of that phase, if they are still
Stunned, they recover.

Wounded

A Wounded character may continue to
act normally, but if they are Wounded a
second time remove them from play as a
casualty.

Usually, a casualty will mean that the
character will need to roll on the Injury
Table during the Resolution Stage of the
campaign turn. However, some items and
abilities can remove a Wound, in which
case, the Wound heals completely.

Wounds never carry over to future battles,
and unless the figure was removed as a
casualty, they do not have to roll for post-
battle injuries.




- SPELL CASTING -

Mystics are those characters who have
mastered the art of spell-casting. While
their powers may derive from all manner
of arcane paths, techniques, and sources,
the same rules are used for all of them.

Spell Nature

All spells are designed for use during
battle encounters only.

Every spell has an Incantation score. The
higher this number, the more difficult it is
to cast. A high score may indicate a spell
that is difficult to remember, is written in
an alien (or extinct) language, or requires
precise hand movements.

Strands

Casting spells requires energy to fuel
them. While followers of the dark entities
can obtain this energy from a patron,

Enemy Spellcasters

While many foes can wield magic of their
own, they always use the rules in their
individual profile description, and are not
subject to casting rolls or other mechanics
from this chapter. The rules in this
section only apply to player-controlled
spellcasters.

the method employed by Mystics is to use
Strands of magical energy.

Strands can be woven out of a variety of
energy sources, depending on the spell in
question: Slivers of sunlight, congealed
shadow, the essence of a river, or the ghost
of an animal. Strands can be prepared in
advance but, once collected, they are only
usable for a few days. Most Mystics busy
themselves collecting Strands whenever
they have some time to themselves.
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A Mystic always begins each battle with
3 Strands. Any unused Strands evaporate
at the end of the battle. Mystics may

also find or acquire Congealed Strands
(see p.64), which can be saved until you
use them.

Casting Spells

Casting a spell requires the Casting
Non-Combat Action to be taken. Even if

a character is permitted to take multiple
Actions during a battle round, they can
only attempt to cast a single spell each
round. Unless the description for a spell
says otherwise, the target must be in sight
of the Mystic.

Roll 2D6, and add the Casting ability
score of the Mystic.

@ Ifthe roll is a natural 2, the spell
fails. 1 Strand is expended.

@ If the result is below the
Incantation score for the spell, it
fails. No Strands are expended.

@ If the result is equal to or above the
Incantation score for the spell, the
spell succeeds. 1 Strand is expended
unless the spell is listed as “Simple”.

@ If the roll is a natural 12, the spell
succeeds. No Strands are expended.

Desperation Casting

If a casting roll fails, the Mystic may spend
1 point of Will to bolster the spell. If this is
used, a +2 is added to the roll retroactively.

Ether Burn

If a Mystic is required to spend a Strand,
and has none available, the Mystic is
Wounded instead.

Spell List

Alist of spells, their conditions and effects
is contained in the Spell Table.

Unless stated otherwise, spells may be
cast at any eligible target in Line of Sight
of the Mystic, subject to any scenario
limitations on visibility. A Mystic may
always target themselves with a spell.

Target Types
Ally: Any warband figure or ally. Can be
the Mystic themselves.

Personal: Affects only the Mystic
themselves.

Enemy: Any enemy figure
Ground: Any point on the ground.

None: No target is selected.

Spell Durations
Immediate: The spell takes effect when it
is cast, but lacks a lasting effect.

Activation: Lasts until the spell-caster has
finished their next activation

Full Round: Lasts until the Tracking Phase
of the following battle round.

Battle: Lasts for the rest of the battle.

Some spells may have unique target or
duration factors.

Simple and Taxing spells
Additionally, some spells have special
conditions noted after the spell name:

* Simple: The spell does not cost Strands
to cast, though a natural 2 will still
expend 1 Strand.

1 Taxing: This spell is particularly
draining to cast, and can only be cast once
per battle.
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Spell Table

D100
result

Spell

Incant.

Target

Effects

Duration

01-03

Antidote

7+

lally

Target is unaffected by Poison
or Venom traits.

Battle

04-06

Barrier

6+

Ground

Place a line of fire 4" long and
0.5" wide without touching
any characters. This spell
prevents all movement across
it, except by figures with the
Flying trait. It may be shot
across, but provides Cover.

Full round

07-09

Bind

8+

Upto3
enemies
within 1" of
each other

Each targeted figure rolls D6,
adding any Monster Point
total to the roll, breaking free
on a roll of a 6+. If failing to
break free, the figure cannot
move, but may fight and
shoot normally.

Activation

10-12

Bleed

8+

1enemy

The target loses the
Regeneration trait if they
have it. If Wounded, roll D6
in each Tracking Phase. On a
6, they die.

Battle

13-15

Compel*

7+

lenemy

When the target next
activates, they must move
directly towards the Mystic as
fast as possible. They will not
move in any way that would
risk taking damage from
dangerous terrain.

Activation

16-18

Confuse

7+

1 enemy

Target loses the Parry and
Counter Attack traits.

Full round

19-21

Dartst

6+

lally

Target a character that

is out of ranged weapon
ammunition. They
immediately restock their
ammunition. This does not
work on single-use weapons.

Immediate

22-24

Distract

7+

1 enemy
Ranged
Trooper

The target will remain in
place and will not shoot.

Activation

25-27

Escape

6+

lally

Remove the target character
from the battle. No roll for
“Flight in the Dark” is needed.

Immediate
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D100
result

Spell

Target

Effects

Duration

28-30

Exploret

1 marker

Select an Unknown Enemy
Marker, Exploration Marker,
Unusual Location Marker,

or similar marker, and roll to
resolve what it is. This spell
does not require Line of Sight.

Immediate

31-33

Fog

6+

Ground

Place a fog cloud circle

3" across. Figures can move
into, out of, and through it,
but it blocks all Lines of Sight.

Full round

34-36

Foreseet

7+

If a time limit applies to
Achieving the Objective,
increase the limit by
1battle round.

Immediate

37-39

Fortune*

S5+

Personal

The Mystic may choose to
reroll all of the following

if they occur: A ranged roll
to Hit, melee roll to Hit, a
proficiency test, and may
force an enemy to reroll a
successful Overcome Armor
roll against them.

Full round

40-42

Frighten

7+

If the enemy took any
casualties this turn, they must
roll 1 additional Morale die.
No Line of Sight is required.

Next
Tracking
Phase

43-45

Guidance

7+

Lally

The Ally may select one of the
following rolls to reroll and
may do so after the dice have
been rolled: a single shooting
roll to Hit, melee roll to Hit,
proficiency test, or force an
enemy to reroll a successful
Overcome Armor roll. No Line
of Sight is required and, once
cast, the reroll may be used by
any ally at any point.

Full round

46-48

Healt

6+

lally

Remove a Wound.

Immediate

49-51

Illuminate*

6+

Personal

All characters, features, and
items within 12" of the Mystic
are visible from any distance.

Battle

52-54

Infuse

6+

1 ally that
is not
Wounded

As long as the target remains
un-Wounded, they receive the
Counter Attack ability.

Until
Wounded
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D100
result

Spell

Incant.

Target

Effects

Duration

55-57

Manipulate*

6+

litem

An item on the ground, in

the Mystic’s possession, or

in the possession of an ally
may be moved up to 8". If
moved into contact with a
character, they may pick up
the item immediately without
requiring an Action or roll.
The entire move must happen
within Line of Sight.

Immediate

58-60

Mark

7+

1 enemy

All ranged attacks on the
selected target receives a
+1 bonus to Hit.

Full round

61-63

Meekness

7+

lenemy

Enemy melee attacks do
+0/+0 damage.

Full round

64-66

Mobility

7+

lally

The character ignores all
movement reductions due to
Difficult terrain.

Battle

67-69

Premonition

7+

When rolling for Initiative, 2
dice may rerolled.

Next
Initiative
Roll

70-72

Repel

7+

1 enemy

The enemy is pushed directly
away D6+1". Aberrations
subtract their current
Monster Points from the roll.
Can be used to push a figure
into danger.

Immediate

73-75

Shadows

6+

lally

Target may immediately
move to any location within
4" of their current position.
Can be used to move through

Impassable obstacles or walls,

but both the original and new
positions must be visible to
the Mystic.

Immediate

76-78

Shield

6+

Lally

All ranged attacks aimed

at the spell’s target or a
character within 3" of them
will Hit only on a natural 6.

Full round

79-81

Slow

8+

Upto3
enemies
within 1" of
each other.

Reduce the enemy Speed by
-2" and Dashing becomes
impossible for them. Negates
Flying and Slippery traits.

Full round

82-84

Spellbreak

7+

1 enemy

The enemy is unable to cast
any spells.

Full round
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D100
result

Spell

Incant.

Target

Effects

Duration

85-87

Steelbreak f

7+

lenemy

Enemy counts as Armor 0.

Full round

88-90

Summont

7+

Ground

Amagical creature or
construct of choice is
summoned in base contact
with the Mystic. The animal
has:

Agility 2

Speed 6"/ +0"

Combat +0

Toughness 4

Armor 0

It attacks for +0 / +0 damage
and cannot use any
equipment.

The creature can act
immediately in the phase in
which it is summoned

This spell is only usable if
you have less than 6 warband
members and allies on the
table.

Battle

91-93

Tinker

6+

lally

Add +2 to any proficiency test.

Full round

94-96

Torment

8+

1 enemy

[f the enemy is engaged
in melee while Wounded,
their opponent receives a
Combat Bonus.

Battle

97-98

Waylay

8+

1enemy
patrol (see
Site Battle
scenario,
p.142)

The patrol does not move
this round. When next
activated, they will begin
moving towards a random
Exploration Marker.

The spell has no effect on
Aware figures.

Full round

99-100

Weaken

8+

1 enemy

Negates the Tough trait.

Battle




- RUNNING AWAY -

Our groups of adventurers are brave,
heroic individuals (or have nothing to
lose), but the scoundrels and vermin they
fight often are not. Even so, if a situation
is getting out of hand, it may be time for
your warband to head for the hills!

Character Morale

Player-controlled forces do not test to
see if they run away. We assume your
characters will stick it out for the sake of
fame, glory, or loyalty to their brothers.

If a moving character comes within 1”
of the battlefield edge, they may opt to
retreat from the battle as part of their
move. Remove the figure from the
table; it cannot return to the battle in
progress. Note that depending on the
scenario played, you may have to roll
on the Flight in the Dark Table after
the battle when doing this, to see what
consequence may arise.

If a fight is going against you, consider
retreating before every figure becomes
a casualty, even if it means giving up on
Achieving the Objective (see p.130).
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Enemy Morale

In the Tracking Phase, tally up the number
of enemy figures that were removed as
casualties this battle round.

Roll D6 per figure removed, and tally up
the number of natural 1s and natural 2s.
These are Morale Failures.

For every Morale Failure, removed one
enemy figure from play. Remove the
figures closest to the enemy edge of the
battlefield first.

Enemy Leaders will not run unless
there are fewer than 4 enemy figures
remaining,

Aberrations and Undead are generally too
dumb or too alien to register fear, and will
fight to the death.

Unknown Enemy markers in any scenario
and any Unaware enemies in a Site Battle
scenario are not affected by Morale.

Realism and Morale

Realistically, we might expect that the
death of leader figures or big critters
affect morale more severely than the
death of a grunt. However, as players can
focus attacks to a degree their opponents
cannot, this tends to lead to enemy morale
crumbling too quickly after soaking up
every arrow, throwing knife, and potted
plant the heroes hurl at them. Rather
than adding rules for targeting priorities,
assume that, in the hurly-burly of battle,
the enemy is more aware of dwindling
numbers around them than the status of
individual comrades.
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+ PROFICIENCY TESTS -

Various situations in the game will
require a 2D6 proficiency test. This
serves as a simple, consistent way to
resolve situations in the game world,
and can account for luck, raw talent, or
training in a particular topic.

Proficiency tests are always indicated
by a target number preceding the skill
name, which is shown within
brackets. If an eligible
character has that skill,

add +2 to the dice roll.
Aresult equal to or

above the target number

is a success.

In some cases, a proficiency
test could list more than one skill.

In that case, any of them will work,
but only one bonus can be applied.

Example:

I

‘Make an 8+ [Crafting] test” means

2D6. They may add +2 if they have
the Crafting skill.

You may have other character or
situational bonuses. These are added
to the roll normally, stacking with the
skill bonus.

the character needs a result of 8+ on

Lack of Training

Dedication to the magical arts is complex
and time consuming, and even former
expertise wanes by comparison. When
taking a proficiency test, except for
Alchemy, Mystics only add +1 when
possessing a requisite skill, instead of the
normal +2 bonus.

Some equipment can benefit particular
types of proficiency test, either by
allowing a reroll or a bonus to the roll.

A test can only benefit from one
equipment bonus. If the equipment is
single-use, you must decide whether it
will be used before rolling, and it is used
up by doing so.

Who, How, and
When

When choosing campaign
activities during the
Preparation Stage of
the campaign turn, any
character in the warband
may be selected to perform a given
test, but a character can only assist one
campaign activity per campaign turn.

If asked to take a test while traveling
or during random events, any
character can be selected to perform
the test. However, if the rules state
a specific character must take a test,
only the skills of that character can
be applied. During combat, tests are
always done by a specific character
using their own skills.

Example:

During a battle, my warband finds

a trap that needs to be disarmed
using the Expertise skill. To get the
skill bonus, the character attempting
the task must be the one with the
skill. If wed found a trap during a
campaign event, I could nominate
any character to attempt the task.
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Game Mastering

Ifyou are creating a custom scenario,

or acting as the gamemaster for an
adventure, players may provoke all
manner of proficiency tests, from lock-
picking to fast-talking town guards to
researching ancient spells. You can design
a proficiency test easily as follows:

Step 1: Decide on a target number. You
can assign this as you see fit, but try
keeping the range from 5+ at the easiest to
10+ at the most difficult. If in doubt, start
with an 8+ test.

Step 2: Decide which skill is applicable, if
any. Remember to factor the typical bonus
into the target number above. An 8+ task
will generally succeed with a +2 skill

- WILL POINTS -

A strong mind can change the world. On
our tiny battlefields, it won’t do quite
that much, but those with uncommon
determination can still make a mark.

Some Hero characters may have a Will
score. A Human character may have 1 or
more points of Will. Non-humans can
have only 1 point of Will.

Will can only be used during tabletop
battles, and is regained at the conclusion
of an encounter. You may spend 1 point
of Will to do any of the following at the
specified times:

© To move an additional 4" after
making a normal move.

@ To activate in the Quick Actions
Phase regardless of the die assigned
during the Initiative roll.

bonus and is pretty achievable without
one, while a 10+ task without any bonuses
is unlikely to result in success.

xlxxoxxlx)é

Listing more than one skill will tend to
make the test easier, because there’s a
bigger chance any given warband will
have access to it.

Step 3: Determine the consequences
of failure. Typically, you do tests either
to avoid a bad thing happening (such
as rolling to jump over a chasm), or

to achieve something the character
wants (such as finding a secret room).
Consequences should be reasonable:
Try to avoid permanent destruction of
equipment or loss of ability scores.

@ To remove a Stunned status and
gain the initiative at the end of a
melee exchange.

@ To add +2 to a proficiency test
(declare this use before you roll the
dice). This is cumulative with all
other bonuses to the test a character
may have.

Luck

If things have gone badly for a character
during battle (even if you used Will points
to try and change your fortune), you've
another option to avoid injury in the
aftermath. Characters with Luck points
apply these when rolling for post-game
injuries. Each Luck point will save you
from a grim fate... once! See p.188.
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- STARTER SCENARID -

Before you throw yourself and your
newly-created warband into a full-scale
campaign, you may wish to practice with
the combat rules a little. You can also play
this with the warband below, if you want
to get right to the action.

First, familiarize yourself with how the
battle round sequence works (pp.29-30),
and how your figures move (pp.31-32).
Make sure you have glanced over the
combat system (pp.39-44), although you
can cover that in-depth once you get to
that point of the scenario.

Pre-generated Characters

Your Forces

Pick out four suitably cool-looking
miniatures. One should have a bow or
similar ranged weapon, and the other
three should have melee combat weapons.
If you are not using a newly-created
warband, use the character profiles and
armaments in the table below.

No special character rules apply to
anybody.

The Enemy

Pick out four enemies to fight — any
figures that you like (or have on hand) will
do. Again, one should have a bow and the
rest should have hand-to-hand weapons.
Use the following profiles for the enemies:

Character | Agility | Speed | Combat Skill | Toughness | Equipment

Blixt 2 4"/ +3 +0 3 Self bow, light weapon,
light armor.

Perrin 2 4"/ +3 +1 3 Standard weapon, light
armor.

Stafford 2 4"/ +3 +0 4 Standard weapon, light
armor.

Sundelin 2 4"/ +3 +0 3 Standard weapon, partial
armor.

Pre-generated Enemies

Character | Speed | Combat Skill | Damage | Toughness | Armor | Notes

Grokk 4"/ +3 +0 +0/+0 4 0 Self bow

Grub 4"/ +3 +0 +0/+0 4 0 -

Grig 4"/+3 +0 +0/+0 4 1 -

Gryn 4"/ +3 +0 +0/+1 4 1 -




Setting Up

You will need a few pieces of terrain for
your first outing. If you are still building
your collection, you can cut out paper or
card to put on the table.

@ Use a table that is 2 x 2 feet.

@ Place a hill, ruin, forest, or other
piece of terrain 4-6" across near the
center of the table, then scatter some
single trees, big rocks, statues, or
other such items around the table.

@ Next, place the villains in a rough
line with 2" between each figure,
making sure each figure is in or
behind a piece of terrain for Cover.

@ Then set up your warband, placing
them at least 12" from the enemy.

You are now ready to begin the first
battle round.

Victory

The battle is fought to the bitter end. Once
only one side has figures remaining, it is
the winner. For your first battle, do not
make Morale checks for the enemy.

Coming Back

When you have rolled up your first
warband, go ahead and play through this
battle again with the following changes:

@ Use the warband you rolled instead
of the one provided.

@ The Morale rules are in use.

@ Add three additional foes: Grodd
(identical to Grokk, above), Grun and
Grug (identical to Grub, above).

This training battle does not affect your
warband: You earn no experience points,
nobody gets hurt, and no special activities
are needed. However, if you complete the
training battle, you may add 1 Story Point
to your starting total.
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- STORY POINTS -

Five Leagues from the Borderlands

is a story-driven experience. We use
Story Points to help players improve

the narrative or just smooth over the
vagaries of fate. While they are primarily
a campaign resource, they can also be
used to tip the balance in combat. You
will begin with some Story Points and can
earn more as the game progresses.

Typically, these are used in two different
ways — narrative and mechanical — and
you may find that you like one way more
than another, or you may take advantage
of both.

Narrative Use: Making
Something Happen

You can pay 1 Story Point to make
something happen in the campaign, if it
fits with your ongoing story. This might
mean fighting a specific type of enemy
because that'd make the most sense right
now, having an old friend show up to help
with a tough battle, or adding a specific
type of location to the game map.

Making Life Harder

You may want to add something to a
scenario because itd fit your story, but

it has the effect of making things more
difficult. If this is the case, you do not have
to pay Story Points to do so. For example,
you might give the bandits you are fighting
a Troll ally, because it'd look awesome.

While these options are usually applied
during the campaign and not during
battle, some battlefield uses could include
an enemy leader agreeing to fight one

of your characters in single combat, or
something similar.

These types of changes can be open-
ended, and it is up to the player to decide
what they consider to be “too much”. As

a general rule, a Story Point should not
outright award magical items.

Mechanical Use: Specific Effects
If you prefer a more mechanical approach
where the game is less malleable, Story
Points can be used as a source of good
fortune instead. Simply pick one of the
options below:

@ If a character was just struck by
any attack or spell in combat, they
avoid it.

@ Roll again for any die roll you just
made. You can use either of the two
results but cannot roll a third time.




- UNUSUAL SITUATIONS -

Sometimes, all the variables of a game can
produce oddball situations. You can often
solve such situations on your own, but
this chapter provides some suggestions
for handling this.

Interpreting Rules

In most cases, the game rules are written
to be interpreted in a literal manner.

If a rule says you may do something,

it is optional, while if the rules say you
must or will do something, it cannot be
avoided. If a case simply does not make
sense, pick the answer that seems to make
for the most reasonable (or fun) outcome.

Contradictory Rules
If two rule effects seem to contradict each
other, use the following hierachy:

Event table result >
Scenario rule >
Magic item rule >
Character ability >
Standard game rule

Bonus Overlap

In some cases, multiple items of
equipment may grant a bonus to the
same roll. Unless specifically stated to
be compatible by the rules, only one
equipment benefit (bonus to the roll,
reroll, or otherwise) may be applied to a
specific die roll.

Bonuses from other sources are
generally cumulative.

Finding Items

In some scenarios, it may be possible to
find an item or treasure on the battlefield.
Armor, Backpack, and Worn items are
placed in the Backpack automatically.
Found weapons may be stored in a
Backpack or can immediately be equipped
to the character finding them; if this would
exceed the normal carrying limit, another
weapon must be added to the Backpack.
Add campaign items and gold to the
warband roster sheet as normal.

Note that backpack limits can be exceeded
during the battle, as experienced
adventurers always leave an empty
satchel for any Loot acquired.

Campaign items and the ‘Backpack’
are discussed fully on pages 63 and 59
respectively.

Crashing into Things

Some events can force a character to move
(or be moved) randomly. If a character

is forced to move in this way until they
reach a terrain feature they cannot pass
through, they will halt upon reaching it.

If they move into contact with another
character, they will halt 0.5" before
making contact.

If an Aberration moves randomly, any
character it collides with is pushed 2"
in a random direction, and the creature
continues moving,

Arriving in Melee

Characters arriving on the battlefield after
an encounter has started should always be
placed so they are no closer than 1" from
an enemy figure. If the indicated location
is occupied, place them 1" away.
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Equal Distance

If you need to know which of two equally
distant objects or characters are closest,
simply pick at random: A D6 result of 1-3
represents one possibility, 4-6 the other.

Cover is Made of People!
Characters may not attempt a shot if the
Line of Sight is obscured by a friendly
character.

If a foe is partially obscured by another
foe, the shot must be taken against the
obscuring figure unless the more distant
figure is an Aberration, in which case it
can be targeted normally.

Saving Throws

Many functions in the rules permit a
“saving throw” of sorts: Rolling to prevent
something from happening. If a character
has multiple such saves available, they
should be combined into a single save
instead of rolling individually. Use the
most favorable individual save and

add +1 to the roll (regardless of how
many additional saves would have

been permitted).

Example:

A character with two magical items,
granting them a 6+ and a 5+ saving
throws against spells would not roll
twice. Instead, they would receive a

single 4+ saving throw.”

Timing Questions

Resolve each Action in turn, applying all
outcomes before moving on to the next
Action: This is the chronological sequence
in which events occur. This can result,

for example, in the Actions of one figure
making a planned Action more difficult
or impossible (such as attacks forcing an
enemy out of range).
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Whenever a rule, Action, or effect is
carried out, assume all figures are in the
exact position they occupy at that specific
moment. For example, there is no ability
to shoot at a moving figure in a position it
occupied during its move, because when
the next figure becomes active t