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What you need to play
A chessboard
Miniatures for each player’s army, about 5 per player
A set of gaming dice (d4, d6, d8, d10, d12, d20). The highest face of the die is its die value.

Assign  each  miniature  in  your  army  a  die  value.  The  higher  the  die  value,  the  more 
effective the miniature. Each miniature has the same set of statistics. A miniature only has 
the type of attacks that are shown as weapons carried by the figure (a sword-bearer can 
only make melee attacks, an archer — or wizard — can make a ranged (non-gun) and melee 
attack, and a modern soldier can make a ranged (gun) and melee attack).

Move: ½ die value [d4: 2, d6: 3, d8: 4, d10: 5, d12: 6, d20: 10]
Melee: Roll one die
Ranged (non-gun): Roll one die, divide result by two (round up)
Ranged (gun): Roll one die
Defense: Roll one die
Save: Roll one die, have a result of 4 or better
Skill: Roll one die, have a result of (½ die value) or better

Points and Equipment (optional)
Players can spend 20, 30, 40 or 50 points on dice values; any points not spent are lost. 

d4: Minions
d6: Regular Troops
d8: Elite Troops

d10: Special Troops (mounted, tanks)
d12: Monsters
d20: Elite Monsters/War Machines

Points can also be spent on the following. Write each miniature’s equipment on a separate 
piece of paper.

2  Points  for  1  Armor (the first  time a miniature  is  defeated  on a  Save roll,  treat  the 
miniature as if it had not failed the Save roll). A miniature can have multiple points of 
Armor.

3 Points for Ranged (non-gun) attack, even if the miniature doesn’t show a bow or thrown 
weapon.

4 Points for Ranged (gun) attack, even if the miniature doesn’t show a gun weapon.
3 Points for Hero (the miniature can re-roll any one die roll it makes each round, including 

Defense or Save rolls).

Set  up  an  army’s  miniatures  on  one  side  of  the  board,  one  miniature  per  space.  No 
miniature can start in any of the four corners of the board. If there are more miniatures in 
a player’s army than fit on the side of the board, add them to the board at the end of the 
player’s turn as space becomes available.

Roll the single highest-value die in each army to determine which player acts first in the 
round (series of turns).



On your turn, take the following actions in order
1. Move up to one space per point of Move, straight or diagonally.
2. Make one attack: Melee attacks can only be made on an enemy in the same space or an 

adjacent space. Ranged attacks (either type) can be made on any space that leads in a 
straight line from the attacker to the target.

3.  Enemy  rolls  Defense.  If  attacker  has  the  same  or  higher  die  result,  the  attack  is 
successful but the enemy can try to save. If attacker has lower die result, the attack 
fails and the attacker miniature’s turn is over.

4. Enemy rolls Save. On success, the attack fails and the attacker miniature’s turn is over. 
On a failure, the enemy is defeated. Remove it from the board.

5. If  the acting miniature needs to do something other than attack (depending on the 
scenario), make a Skill roll.

Once the acting miniature is done with all actions, the opponent chooses one miniature to 
take actions, then the first player takes actions with another miniature in his or her army,  
and so on until every miniature has taken actions. A player does not have to take actions 
with a miniature if he or she does not want to. After all miniatures have taken actions, the 
round ends. To start the new round, each player rolls the single highest-value die in their 
army (of miniatures that have not been defeated) to determine which player acts first in 
the next round.

The last player with miniatures still on the board wins.

Obstacles (optional)
Use some sort of marker to indicate up to 32 spaces on the board. Miniatures cannot move 
or make attacks into or through a space that is marked as an obstacle.

Scenarios (optional)
Infiltrate: The first player to put at two of his miniatures on spaces on the opponent’s 
starting side of the board wins. At least two miniatures have to be on that side of the board 
at the same time to win. The corner spaces do not count as winning spaces.

Retrieve: Put a special marker in one of the four spaces in the center of the board, chosen 
randomly (it cannot contain an obstacle). A miniature that lands on that space can pick up 
the marker as part of its other actions. The player whose miniature picks up the marker and 
carries it to either corner on the player’s starting side of the board wins. A player can drop 
the marker in any space, and must drop it if the miniature carrying the marker is defeated.

Survival: At the end of three rounds, the player with the most miniatures still on the board 
(or the most points spent on miniatures still on the board) wins.


