


INTRODUCTION

WarTime is a “real-time” strategy game. Like in a real battle, he who hesitates is lost! In this game, you do not have to wait your
turn or wait for your opponent to take their turn. Whenever you want to make a move, just do it! Each player will use a number
of sand timers to control their military units on the board. As part of each move or attack, a player must flip a timer to start its
sand draining. ‘That unit may take no more actions (and is thus a sitting duck) until the sand has completely drained. Since the
timers require different amounts of time to drain and since different units have different strengths, it will be important to manage
which unit uses which timer in order to achieve victory!

i The scenarios provided in the accompanying Battle Book demonstrate both mechanics and gameplay and create a fantasy-based
story of battle between the stalwart warriors of the Valyance and the fearsome inhuman Firebrand army.

A separate Quick Start Guide contains the basic rules, enough to get you playing your first games. However, due to the time-

sensitive nature of the game, there are many details that need to be fleshed out. All of the formal details are presented in this
rulebook.

OBJECT OF THE GAME

Each scenario lists victory conditions specific to that scenario. Potential victory conditions include: destroying some or all of your
opponent’s units, reaching certain destinations on the board, or simply surviving until a certain amount of time has passed.

COMPONENT LIST

1 Game Board 20  Unit Stands

40 Terrain Tiles 175 Unit Tokens

4  30-Second Timers 12 Standard Action Cards
4  60-Second Timers 9 Heroic Action Cards

2 90-Second Timers 23 Spell Cards

1 2-Minute Timer 1 Battle Book

1 10-Minute Timer ] Quick-Start Guide
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COMPONENT DETAILS

What follows is a description of the different components used in WarTime.

GAME BOARD

The game board is a hex map with 113 hexes. Each hex represents 1 basic
Plains space. There are also 6 Time spaces located on 2 sides of the game board.
These spaces are only used in certain scenarios.

TERRAIN TILES _~'

Each hex on the game board contains a single terrain type. The 5 basic terrain

types in WarTime are Plains, Hills, Woods, Thickets, and Rivers. The 40 Terrain

Tiles represent the various types of terrain that can be found among the

WarTime scenarios. i

If a Terrain Tile is on a space, that space is considered to be the terrain type
shown on the tile and is subject to the restrictions for that terrain type. If there
is not a Terrain Tile on a space, it is considered to be a Plains space and has no
restrictions.

In addition, all other Terrain Tiles (e.g. castle walls, huts, etc.) are considered to
be separate terrain types and have their own restrictions.

Terrain 43
effect on g
combat

Terrain affects movement and combat in three ways:

1. First, movement into some spaces with a Terrain Tile costs an extra
Movement Point (MP), while some Terrain Tiles cannot be moved into at all.

2. Second, most terrain types block “line of sight,” (LOS) and thus when
counting range to a target, you may not count any space containing such
terrain, unless it is the space containing the target.

3. Third, some terrain types have an effect on combat. These effects are detailed
in the following table. It is important to note that a unit within a space with
a Terrain Tile suffers no damage penalty when attacking out of that space.
Terrain effect on movement

Movement and combat effects will be shown on each Terrain Tile (see right).

blocked
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Terrain Type

Terrain Effects

MP
N

Enter

Blocks

LOS?

HILLS

Units may attack into a Hills
space.

Units cannot shoot through a
Hills space.

Melee attacks (O) from all
units deal -1 damage to a
unit in a Hills space.

YES

Terrain Type

[errain Effects

Mounted ( +) and Siege
i.ﬁ;} units cannot move
into a Hut space.

MP

o

Enter

Units may attack into a
Woaods space.

Units cannot shoot through a
Woods space.

Distance attacks (<) from
all units and Melee attacks
(O) from Mounted

| ) units deal -1 damage
to a unit in a Woods space.

YES

Units cannot move into a
Thicket space.

Units cannot shoot through a
Thicket space.

MIA

YES

Units cannot mowve into a
River space.

Units may shoot through a
River space.

N/A

NO

Units cannot shoot through a l YES
Hut space.
All attacks deal -1 damage to
a unit in a Hut space.
MNOME l MO
DRAWERRIDGE
LEVER
AL NONE 1 NO
\ S
OPEN
DREAWBRIDGE
Melee attacks (O) may be
made into or from a Castle
Wall space provided the attack
is not across a solid black
lime. ®
A S e 1 ke
All Distance attacks {{}’] Eaof YES
from units in a Castle Wall -
Note

CASTLE
WALL

space are¢ made as normal.

Distance attacks (> ) froam
all units deal -1 lLI.I!]LI.El' oo
unit in a Castle Wall space.

NONE

NO

e o A T

* Any unit that is in a Castle Wall space may perform a Melee attack (Q)
as normal if the defending unit is in either: 1) a contiguous Castle Wall
space, or 2) an adjacent non-Castle Wall space. Melee attacks (O) from
all units deal -1 damage to a unit in a Castle Wall space (provided the
altacks are not across a solid black line).

** Units cannot move into or from a Castle Wall space across a solid black
line. Units may enter Castle Wall spaces from any hex side that does not have
a solid black line at a MP cost of 2. Units that are already in a Castle Wall
space may move to a contiguous Castle Wall space at a ME cost of 1. Units
that are already in a Castle Wall space may move to an adjacent non-Castle
Wall space across any hex side that does not have a solid black line as normal.




TIMERS

Each player has a set of sand timers with colored end caps that match the color of their army.

The numbers printed on the colored end caps of the timers indicate how long each one runs.In a typical game, each player will use
(1) 30-second timer, (2) 60-second timers, (1) 90-second timer in their color and (1) 30-second timer in blue.

The timers with the end caps matching their player color may be used for any units in a player’s army. The blue 30-second timers
are “Spell Timers” and may only be used with Spell Cards.

The 2 minute and 10 minute timers with the black end-caps are neutral and not owned by either player. These timers are used to
manage other aspects of the game.

ACTIVE / AVAILABLE TIMERS

A timer is “available” if its sand has completely drained into its bottom cavity. An available timer is no longer assigned to any unit
or spell and may be used again.

A timer is “active” if it is assigned to a unit and is currently draining. An active timer cannot be used again or moved from the
unit it is assigned to until it becomes available. A Spell Card can similarly have an active timer assigned to it, i.e. placed directly

on the card.

If the unit to which an active timer is assigned is eliminated, the active timer is moved off the board to finish draining.
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UNIT STANDS J
There are 20 unit stands included in the game. All of a player’s Unit Tokens (see below) are placed ,_ fff-\

on these stands and the stack is moved around the board as a single unit.

UNITS I

A Unit is represented in the game as a stack of Unit Tokens of the same type that are placed on a Unit Stand.
UNIT TOKENS

The color on the edge of the tokens indicates which army owns the unit. Each token in a stack represents one point
of health and will have unit stats and abilities printed on both sides of the token. In the case where a token has 2
different unit types on either side of the same token, the side that is face up indicates which unit type is in the stack.

i

A Unit Stack can only have one type of unit in it at any given time. cannot attack at that range. The damage values are shown
in the 4 white or gray circles and diamonds on the lower
Each unit has values for the following statistics. The stats for the half of each token.

unit are shown on the face of each token (see the figure below):
« HEALTH: Each unit has a Health value. ‘This is the num-

« SPEED: Each unit has a Speed value, indicating the max- ber of Unit Tokens of that type which are stacked on the
imum number of movement points it can spend to enter Unit Stand to form that unit. The Health value is located at
spaces when performing a Move Action. The speed value the very bottom of the Unit Token.
is shown in the green hexagon that is attached to the green
flag icon to the right of the center hole. « SPECIAL ABILITY: Some units have special abilities, such

as “Charge” If a unit has a special ability, it will be shown

+« DAMAGE: Each unit has 1 to 4 values indicating the on the token, to the left of the center hole. The “Charge”
damage it can deal at specific ranges. An attacking unit may special ability is shown in the diagram below.

deal different amounts of damage at different ranges.
If there is no number present for a given range, the unit

Army Name Unit Name

Special Ability

Speed
Unit Type

Damage
(Range 1)

Damage

(Range 4) Damage Damage

(Range 2) (Range 3)

Health

<
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UNIT TYPES

Several different types of units are available in the game.

There are keywords to describe the types of units such as: Infantry, Mounted, Ranged, Magic, Siege, etc. The keywords have no
direct effect on the unit, but they may interact with other units, terrain, and/or Action cards.

For example, Mounted units deal -1 damage to a unit in a Woods space.

Most keywords also have a corresponding icon:

4 a te » & v el

INFANTRY RANGED MOUNTED MAGIC SlEGE HERO® CHARGE

* Each hero has a Hero Icon as well as an Infantry, Ranged, Mounted, Magic, or Siege Icon.

ACTIVE /AVAILABLE UNITS TERRAIN FEATURES

"’f‘ unit is considered 3"'3‘1313]? if it does not have an active Some Unit Tokens have a terrain type printed on one side of
timer assigned to it. When a timer is assigned to a unit, the
unit changes from “available” to “active.”

the token instead of unit stats, i.e. a Battlement, an Altar, etc. If
the side with the terrain type is face up, the stack is considered
a Terrain Feature. A Terrain Feature can only have one terrain
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it. When its timer is completely drained, the unit changes from

£ " » [ " w5
active” to “available. Terrain Features function as

normal Terrain Tiles with

o Ty
ELIMINATED UNITS the following exceptions.
At any time, if a unit has no more tokens in its stack, the unit All Terrain Features:
is considered eliminated or destroyed. The empty unit stand is
removed from the board and the unit cannot initiate any fur- 1. Block line-of-sight

ther actions. An active timer associated with an eliminated unit
should be removed from the board as well, and must be allowed 2. Cannot be moved into
to drain completely before it can be used again.
3. May be attacked, dam-
aged and removed from
the board




TERRAIN FEATURES (CONTINUED)

Units may attack Terrain Features as if they were units and
damage is dealt to them by removing the appropriate number of
tokens from the target Terrain Features stack. The number of
Terrain Feature Tokens per stack will be listed in each scenario
that uses Terrain Features.

At any time, if a Terrain Feature has no more tokens in its
stack, the Terrain Feature is destroyed. The empty unit stand is
removed from the board and the space is now considered to be
a Plains space.

Terrain MP To Blocks
Effects Enter LS?

Terrain Type

* Units cannot move into an
Altar Terrain Feature.

Ty NIA TES

. Units cannot shoot
through an Altar Terrain
Fealure,

. Units cannot move into
a Battlement Terrain
Feature.

MIA YES

. Units cannot shoat
through a Battlement
Terrain Feature.

" Units cannot move into a
Flames Terrain Feature.

£y NFA YES

. Units cannot shoot
through a Flames Terrain
Feature.

FLAMES

ITEMS

Some Unit Tokens have an item printed on one
side of the token instead of unit stats, i.e. Rune
Stone. If the side with the item is face up, the
token is considered an item.

All items will have a name and a white border
and the rules for how each particular item is
used will be described in the Battle Book.

ACTION CARDS

These cards are either Standard Actions or Heroic Actions

that players may use during the game. Standard Action cards
represent the extra effort that units can accomplish. Heroic
Action cards represent the mighty feats that heroes can achieve
when circumstances demand it. These cards typically allow a unit
to take an action on the board that is an enhanced version of a
basic action. Each Action card may only be used once per game.

Each scenario lists a total number of Action cards (Standard
and/or Heroic) that each player will be able to choose from for
that scenario. If a player is allowed to choose Heroic Action
cards, this simply increases the amount of cards the player may
choose from, but the total number of Action cards allowed for
the scenario remains the same.

For example, the Firebrand player is allowed to have 3 Action
cards. The Abomination Hero unit is in the Firebrand army, so
the player may choose their 3 cards from the Standard Action
cards and/or the Heroic Action cards. The player chooses to use
the “CRITICAL HIT" and “FOOT CHARGE” Standard Actions
and the “QUAKE” Heroic Action for this scenario.
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=9 STANDARD ACTION CARDS

CRITICAL

These cards represent the Standard Card Actions
that any of a players units may use. There are 6
Standard Action Cards: ADVANCE, BOMBARD,
CRITICAL HIT, DOUBLE TIME, FOOT
CHARGE, and MOUNTED CHARGE. Both players receive
one of each of these cards from which to choose during Set Up.

HEROIC ACTION CARDS

These cards represent the Heroic Card Actions that
a player’s hero may use. If a scenario calls for a
Hero unit to be part of a player’s army, that player
may choose from these cards in addition to the
Standard Action cards during Set Up.

COMFUsIoN B8

[3 SR
e el P i
i wa

I SPELL CARDS

| These cards are the Spell Card Actions that players

~ may use during the game. Spell cards represent the
magical powers that can be summoned by a Magic
unit. Ifa scenario calls for a Magic unit to be part of
a player’s army, that player may choose from these cards.

Spell cards have a variety of uses. Some Spell cards allow a

unit to take an action on the board that is an enhanced version
of a basic action, while others allow the player to affect their
opponent’s units or timers or even bring a dead unit back into
the game! Each Spell card may only be used once per game.

Each scenario lists a total number of Spell cards that each player
will be able to choose from for that scenario. The number of
Spell cards that a player may use is in addition to the Action
cards the player is allowed for the scenario.

For example, the same Firebrand player has a Shaman in

their army and is allowed to have 3 Spell cards in addition to
their 3 Action cards, so the player chooses, the "CONTROL,”
“FIREBALL,” and "SHADOW STRIKE" Spell cards in addition to
the “CRITICAL HIT” and “FOOT CHARGE” Standard Actions
and the “QUAKE” Heroic Action that they chose for this scenario.
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SET UP

At the start of the game, the players agree on a scenario to play
and then place the board directly in the center of the table, so that
it is easily within reach of both players. Each scenario will list:

1. The units that each player will receive

2. The timers each player will use

3. 'The Action and/or Spell cards that will be available and how
many each player may choose

4. 'The Terrain Tiles that will be used to create the scenario
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SET UP (CONTINUED)

 The players gather all of the Units and Terrain Tiles for
that scenario and place them on the board according to the
scenario’s diagram (see Battle Book).

» The players then gather their timers and place them beside
the board.

» The players then choose their Action and/or Spell Cards
from among the list of cards available to them for the
scenario and place them face down beside the board.

Once the board and the armies are set up, the players should
agree on a signal to start play (typically a handshake). Once the
signal is given, the game begins immediately.

PLAYING THE GAME

In WarTime, there are no turns and players must play
simultaneously. A player may, at any time, “command” one of
his units to take a legal action, subject to the rules described
here. Because this is a real-time game, there are some special
considerations for how actions actually work.

ACTIONS

There are three types of actions: Basic Actions, Card Actions,
and Special Actions. All actions in WarTime share a
fundamental structure and players must obey these rules unless
otherwise specified:

+ A player may only begin one action at a time and must
completely finish resolving that action before initiating
another action.

« The unit that will perform the action must be available, i.e.
have no active timer assigned to it. An available unit can
only be given a single action at a time.

« Only 1 timer may be assigned to a unit at any given time, i.e.
a unit cannot have more than 1 active timer assigned to it.

« Some Special Actions and Card Actions may string together
multiple steps, e.g. the “Charge” Special Action and the
“Foot Charge” Card Action. All of those steps together
constitute a single action, and the player must complete the
processing of this action (in order) once it has begun.

« The player must verbally announce the action being taken.

For example, “"Move 2 spaces,” or "Attack at Range 3 for 1
damage,” or “Charge 2 spaces for 1 damage”.

« To complete each action, a player must assign an available
timer (i.e. one that has no sand draining) to the unit
performing the action.

« The player may only use the timers from that unit's army. A
unit can be assigned any timer (30-, 60-, or 90-second) for
any action, except for the blue-capped 30-second timers.
These timers may only be assigned to Spell Card Actions.

« Timers are always placed right next to the unit that took the
action so as to be immediately obvious to all players which
timer is assigned to which unit, with the exception of the
blue-capped 30-second timers which are placed directly on
top of the Spell Card. Timers are never placed on top of the
unit's stack of tokens.

It is important to note that the timer is placed after the action
has been completed. This may feel counter-intuitive to players
who are used to paying up front for an ability. In WarTime,

a player may not begin any other action until they have
completely resolved the current action. Therefore, the timer

is activated only after the resolution to encourage the player to
resolve their action as quickly as possible.

BASIC ACTIONS

There are two basic actions that are available to all units: Move
and Attack.



MOVE

A player may move an available unit at any time, provided the
player has an available timer to assign to the unit. To perform a
Move Action, a player must follow these steps in order:

1. Announce which of their units is moving and the number
of spaces it will move.

For example, "Archer moves 3 spaces.”

[ ]

Lift the moving unit off the board and promptly place it on
the board in its new position. The unit is considered “active”
at this point.

3. Place an available timer on the board next to the moving
unit and activate it by flipping it to start its sand draining.
The timer is considered “active” at this point.

MOVEMENT RESTRICTIONS

« A unit may use a number of Movement Points (MP) up
to its Speed value. Most spaces require 1 MP to enter the
space. Some spaces with certain Terrain Tiles require 2 MP
to enter, while others simply cannot be entered.

« No more than one unit may occupy a space at any time.
« A unit cannot move through a space occupied by any other unit.
« Once a unit is picked up to move, the player must assign a

timer to the unit, even if the unit is put back in its original
space without actually “moving” it.

ATTACK

A player may attack with an available unit at any time, provided
the player has an available timer to assign to the unit. To per-
form an Attack Action, a player must follow these steps in order:

1. Determine the range to the target.

2. Determine the amount of damage the attacking unit deals at
that range.

o

Announce which of their units is attacking, which enemy
unit will be targeted and the amount of damage that will be
dealt to the defending unit.

For example, “Man-at-Arms attacks Orc for 4 damage.”

4. Remove the appropriate amount of damage for that range
from the targeted unit. The attacking unit is considered
“active” at this point.

5. Place an available timer on the board next to the attacking
unit and activate it by flipping it to start its sand draining.
The timer is considered “active” at this point.

TYPES OF ATTACKS

There are 2 different types of attacks that can be made: Melee
and Distance.

MELEE attacks are represented by a number inside of a circle
(@}. The number inside the circle is the amount of damage the
unit deals at that range.

DISTANCE attacks are represented by a number inside of a
diamond {<2>}. The number inside the diamond is the amount
of damage the unit deals at that range.

If there is a dash (-) inside a gray circle {@} or a gray diamond
{@}, that means that the unit cannot attack at that Range.

It is possible for a single unit to have the capability of making
both types of attacks.

For example, the Giant may attack at Range 1 with a melee al-
tack, or at Range 3 with a distance attack.

It is also important to note that not all attacks made by a
Ranged ( @ ) unit are Distance attacks {<>}. All attacks made
by every unit at Range 1 are Melee attacks {O}.
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DETERMINING RANGE TO A TARGET

When determining the range to the target, a player must count
the number of “clear” spaces between the attacking and de-
fending units, including the space that the defending unit is
physically in, but not the space that the attacking unit is in. It
is important to note that the defending unit does not need to
be in a clear space to be attacked. Only the spaces between the
attacking and defending units need to be clear.

A “clear” space is a space that does not contain a unit, a Terrain
Feature, or a Terrain Tile that blocks line-of-sight. Units can-
not make any attacks through other units, Terrain Features, or
Terrain Tiles that block line-of-sight.

LINE-OF-SIGHT

The common notion of “line-of-sight” that exists in other war
games does not appear in WarTime. Players always count along
the shortest possible legal path, even ifit’s not in a straight line.
Any path through clear spaces would be considered a legal
path, even if you have to count around an obstacle, i.e. a Terrain
Tile, a unit, etc.

If you can count the range to your target through clear spaces,
then you can attack it. By counting around terrain and other
units, the range to the target will increase. Since most units
deal less damage at longer range, this mechanic accounts for the
difficulty of “shooting through” obstacles while keeping the rule
simple and quick: “always count range through clear spaces.”

You may not count any spaces with terrain that block line-of-
sight when counting in this way except for the Terrain Tile con-
taining your target. Also, you cannot count spaces occupied by
another unit, whether friend or foe, unless the space contains
your target.

It is very important to note that players cannot purposefully

“increase” the range by counting extra spaces that are not along
the shortest path.

B

DAMAGE

After you have determined the range to the target, you must
determine how much damage the unit deals at that range. The
damage is a number of tokens equal to the number in the attack-
ing unit’s white circle or diamond for that range, minus any
penalties for Terrain Effects. An attacking unit may deal differ-
ent amounts of damage at different ranges. If there is no number
present for a given range, the unit cannot attack at that range.

After declaring the attack, the unit deals damage to the target
by removing the appropriate number of tokens from the target
unit’s stack.

For example, the player announced, "Man-at-Arms attacks Orc

2 F

for 4 damage.” The player then removes 4 tokens from the Orcs
stack, leaving only 2 tokens left in the stack.

Int this example, the Goblin decides which enemy unit to altack and counts the range
to all 3. The Man-at-Arms and the Knight are both 3 spaces away, and the Archer is 2
SPACES AWAY.

In this case, the Woods space between the Goblin and the Man-at-Arms is nof clear and
must be counted around, but the River space does not block Line-of-Sight to the Knight,
so it IS countted. The Woods space that the Archer is in is also counted, because a it
maay be altacked if it is in a Woods space.
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CARD ACTIONS

There are 3 types of Card Actions that are available in WarTime:
Standard Card Actions, Heroic Card Actions and Spell Card
Actions. It is important to note that if the text on any Action or
Spell card differs with a specific rule of the game, the text on the
card takes precedence over the rule.

Each scenario will list the number (and potentially the selec-
tion) of action cards a player may use in that scenario.

STANDARD CARD ACTION

A player may use a Standard Card Action with an available
unit at any time, provided the player has an available timer to
assign to theunit. Standard Action cards typically allow a unit
to make a modified version of a basic action (move or attack).
Follow the specific rules for the indicated action as modified by
the card.

Some cards specify that only certain types of units are eligible
to perform the Standard Action indicated on the card. The
restrictions can either specify a unit type (such as Pikeman or
Crossbowman) or a keyword (such as Infantry or Ranged

i] ). Only units with the specified traits can use the action of
the card.

You may only play one Standard Action card at a time. You
must fully resolve the text of the card before you can take any
other actions.

Each Standard Action card may only be used once per game
and must be discarded after use.

To perform a Standard Card Action, a player must follow these
steps in order:

1. Announce the name of the card and which of their units
will take the action.

2. Resolve the action listed on the card. If the action augments
an attack or a move, follow the appropriate Attack or Move

Action rules above with the changes listed on the Standard
Action card. The unit that is taking the action is considered
“active” at this point.

For example: A Man-at-Arms moves info a Plains space after
passing through 2 Woods spaces using an “Advance” Standard
Action card. The "Advance” card allows the Man-at-Arms to
move at speed 3, instead of his normal 2, and allows him to
ignore the terrain penalty and move into the Woods spaces at a
MP cost of 1 each (the same MP cost to enter the Plains space),
instead of the normal 2 MP it costs fo enter a Woods space.

3. Place an available timer on the board next to the unit that
took the Card Action and activate it by flipping it to start its
sand draining. The timer is considered “active” at this point.

4. Discard the used Standard Action card.

HEROIC CARD ACTION

A Heroic Card Action follows the same rules as a Standard
Card Action with the following exception: only a Hero Unit
( ﬂ ) may use the corresponding Heroic Actions.

SPELL CARD ACTION

A player may use a Spell Card Action with an available

Magic ( '#) Unit at any time, provided the player has an avail-
able Spell timer (i.e. a blue 30-second timer) to assign to the
Spell card. Unlike other actions, a Spell Card Action only re-
quires that the available Spell timer is assigned to the Spell card.
No timer is assigned to the Magic unit or the target unit(s),
unless otherwise stated on the Spell card.

Spell Card Actions typically allow a unit to make a modified
version of a basic action (move or attack). Follow the specific
rules for the indicated action as modified by the Spell card.

ot P S
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SPELL CARD ACTION (CONTINUED)

Some Spell cards specify that only certain types of units are eligi-
ble targets of the Spell Action indicated on the card. The restric-
tions can either specify a unit type (such as Pikeman or Cross-
bowman) or a keyword (such as Infantry or Ranged i} ).
Only units with the specified traits can be targeted by the card.

A player may only use one Spell Card Action at a time. The
player must fully resolve the text on the card before taking any
other actions. Since each player has only 1 spell timer, a player
cannot initiate another Spell Card Action until their spell timer
becomes available.

Each Spell card may only be used once per game and must be
discarded after use. A used Spell card is discarded once the
timer that was assigned to it runs out.

To perform a Spell Card Action, a player must follow these
steps in order:

1. Announce the name of the card and declare any targeted
units, then follow the instructions on the card. A spell must
have legal targets in order to be played.

2. Resolve the action listed on the card. If the action augments
an attack or a move, follow the appropriate Attack or Move
Action rules above with the changes listed on the Spell card.

3. Ifapplicable, place an available timer on the board next
to the targeted unit and activate it by flipping it to start its
sand draining. This is only done if specified on the Spell
card. The timer is considered “active” at this point.

For example: A Shaman uses a “Control” Spell Action to
move his opponent’s Man-at-Arms 2 spaces. Unlike a basic
Move Action, no fimer is sef for the unit that was moved.

4. Place the Spell card face up beside the board and place an
available Spell timer on the Spell card on the circle in the
lower right-hand corner of the card and activate it by flip-
ping it to start its sand draining. The spell timer is consid-
ered “active” at this point.

SPECIAL ACTIONS

Some units have a special ability called Charge which is a Move,
followed immediately by an Attack at Range 1, together as

one action (normally, Attack and Move are separate actions).
The Charge special ability is shown on the Unit Token with a
number in a tan circle that is attached to a tan Charge icon

( d¢ )to the left of the center hole.

CHARGE

A player may Charge with an available unit that has the Charge
Special Ability at any time, provided the player has an avail-
able timer to assign to the charging unit. When performing a
Charge Action, a player must follow these steps in order:

1. Announce which of their units is charging, which enemy
unit will be targeted by the Charge attack and the amount of
damage that will be dealt to the defending unit.

For example, “Orc charges Pikeman for 2 damage.”

2. Lift the charging unit off the board and promptly place it on
the board in its new position adjacent to the defending unit.
‘The charging unit is considered “active” at this point.

3. Remove the appropriate amount of damage for the charge
from the targeted unit. The damage done by this attack is
the value listed in the tan circle on the Unit Token and not
the damage listed for the melee attack.

4. Place an available timer on the board next to the charging
unit and activate it by flipping it to start its sand draining.
The timer is considered “active” at this point.

No Charge
Charge Ability
Special

Ability




In this example,
the Man-at-Arms
uses the Charge
Special Action
properly to move
1 space and then
attack the Goblin
for 1 damage.

In this example,
the Man-at-Arms
cannot use the
Charge Special
Action because
the Man-at-Arms
began the action
adjacent to the
Goblin.
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CHARGE RESTRICTIONS

+ The charging unit uses its normal speed for the movement
part of the Charge Special Action and follows the same
movement restrictions as a basic Move Action.

« A unit must move at least 1 space in order to use the Charge
special ability.

« A unit cannot use the “Charge” special ability against an
enemy unit that is adjacent to it at the start of the action,
i.e. the charging unit must begin the charge from at least 2
spaces away from the defending unit.

TIMING DISPUTES

Each action has a specific physical trigger that indicates when
the action begins. If there is a dispute between the timing of 2
actions, the action whose physical trigger occurred first is the
action that takes precedence over the other action. In some
cases, this might prevent a second action from starting.

A “move” is considered to happen at the moment the con-
trolling player moves the unit out of its space or lifts the unit off
the board in order to move it.

An “attack” is considered to happen at the moment the controlling
player removes Unit Tokens from the enemy unit as damage.

Therefore, if an attack is declared, but the defending unit be-
gins its move before the attacking player removes the damage
tokens, no damage is dealt to the defending unit for that attack.
The attacking unit will not have a timer assigned to it, because
the attack did not begin.

For example: A Man-at-Arms wants to attack a Goblin, but
the Goblin wants to move away. The Goblins player picked up
the Goblin before the Man-at-Arms’ player was able to remove
any damage tokens, so no damage was dealt to the Goblin.
Only the Goblin would need to be assigned a fimer as normal,
because the Man-at-Arms never actually began the attack.

Conversely, if a move is declared, but the attacking player begins
their attack (i.e. removes damage tokens from the moving unit)
prior to the unit being moved (or lifted off the board), the mov-
ing unit must wait until the damage from the attack is removed
before it may begin its move (if possible) and assign its timer.

For example: A Man-at-Arms wants fo attack a Goblin, but
the Goblin wants to move away. The Man-at-Arms’ player
was able to remove the damage tokens before the Goblin's
player picked up the Goblin, thus killing it. The Man-at-Arms
is assigned a timer as normal at the end of this encounter, but
no timer would be activated for the Goblin as the move action
never actually began.

Since the Charge Action has two distinct steps that must be re-
solved in sequence (move then attack), it is possible for the intend-
ed target of the Charge Action to move out of range as the charging
unit is resolving the movement part of the Charge Action.
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In this case, the Charge damage is only dealt if the defending
unit is adjacent to the attacking unit at the end of the move-
ment part AND if the attacking player can remove the damage
tokens from the defending unit's stack before the defending unit
begins its move. If the defending unit begins its move before
the attacking player removes any damage tokens, it can move
away without taking the charge damage. The charging unit
would still have a timer assigned to it if it completed the move-
ment part of the Charge Action, but did not deal any damage.

For Card Actions, follow the timing rules for the most closely
related Basic or Special Action as above. If the Card Action is
not an attack or a move, it is considered to begin when either
damage tokens are removed OR a unit, card or timer is moved
or picked up.

GAME END

Once one of the victory conditions for the scenario is met, the
game ends immediately.

OPTIONAL RULES

SET UP

At the start of the game, after the players agree on a scenario

to play, they set up the game board as normal except that their
unit stacks are not placed on the board as shown in the scenar-
io. The unit stacks are set to the side of the board. The action
cards from which the players may choose are similarly gathered
and set next to the board.

When both players are ready, one player flips the 2 minute
timer, and both players have 2 minutes to put their units on the
game board along the back edge of the board, and also to make
their selection of Action cards.

Any units not on the board by the end of that time may not take
part in the battle.

© 2017 WizKids/NECA LLC. WizKids and related marks and
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Any Action Cards not selected by the end of that time may not
be used in the battle.

During that time, players are free to adjust the starting locations
of their units according to how they see their opponent deploy-
ing their forces. At the end of the 2 minutes, however, all units
will be locked in place until the game itself actually begins.

Once the board and the armies are set up, the players should
agree on a signal to start play (typically a handshake). Once the
signal is given, the game begins immediately.

ACTION CARDS

In a typical scenario, both players get an identical set of Stan-
dard Action cards before the game begins and then, during the
two-minute setup period, they secretly select three cards to use
during the game. In casual games, it can be fun to deal five
cards at random and choose three to use.
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