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Background
The Mannara Chronicle writes thus...

It is was popularly believed among the simple folk, that
Timorran Lokander was the son of @ god The man possessed
such strong magical powers that he was the embodiment of
magic iself. Timorran was magic. Affer many adventures and
deeds of gremt renown, Timarran af last becawie the ruler of
Mannarra and its vast oceans. He was colled Timorran the
Great, and ruled Mannarra wisely and peacefully for many
years. His was power undisputed, rivaled only by his own benev-
olence.

Though Timorran was blessed with a life much longer than that
of a mormal man, he was mortal — and the time came when he
Selt that kis life would soon fade. Secretly, Timorran channeled
most of his magical sirength inte a number of splendid gem-
stores. These ‘Stars’, as he called them, he planned to give to
wise rulers across the land so that his magic would not pass
Sfrom the world

Bur Timarran was betrayed by lris most trusted general, his right
Rand, and master wizard: Waigar Sumarion. Waigar desived all
Timorran’s power for himself, and siruck when Timorran was
weak, his power entombed in the gem-stones.

But t0 Waigars great rage, Timorran managed to hide the Stars.
In the chill of a winter’s night, Waigar abducted the old
Timrorran and brought him to his hidden foriress, Zorgas, in the
midst of the Stormiop range. Here Waigar tortured Timorram,
paining him to reveal the location of the Stars. Waigar was
smsuccessfal! Timorran died — and with the last of his power, he
carsed Waigar te an immortal deathlike existence.

Such was it that Timoerran left the world to its own harsh cruel-
e A young page, Lumii Tamar, fled with the Stars which
Timorran had entrusied to him after learning of Waigars rreack-
ery. Over the course of his life, Lumii hid the powerful magical
Sturs across the continent S0 that mo one being would wield
Timorran's power.

[t is said that Lumii Tamar was the founder of the strange orga-
nization known only as the Grey Guild...
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1.0 Introduction

Welcome to the ever-changing land of Mannarra, where
conflict, adventure and glorious conguest await. In BAT-
TLEMIST each player will control one of six classic fan-
tasy races: Humans, Elves, Dwarves, Barbarians, Orcs, or
the minions of the Dark Lord. To win the game, players
must harness the magical power of the legendary Stars of’
Timorran. To achieve that goal, players must use a com-
bination of resource management, diplomacy and mili-
tary planning.

1.1 Object of the Game

To win BATTLEMIST, a player must own five Stars of
Timorran at the beginning of the Wizards Council Phase
of the game sequence. That player has accumulated
enough magical power to reach out and seize the power
of all the other stars to enslave their masters. Everlasting
power will be his'hers to keep.

The Stars of Timorran (also known simply as “Stars™) can
be acquired in three ways: 1) Locating them with Heroes
during each player’s Quest Segment 2) invading the
Home Realm of another player and seizing control of
some of his'her stars, and 3) purchasing the stars from
the mysterious Grey Guild. (A player must control vast
Resources to afford several Stars from the Grey Guild.)

1.2 Game Contenis:
In this package you will find the following:

- 39 Hexagon Map-board Pieces

- 81 Action Cards

- 48 Queest Cards

- 33 Realm Cards

- 6 Race Cards

- 2 Counter Sheets

- 25 Blue “Star” Counters

= 1 Rules Booklet

- 2 Ten sided Dice (a2 “0" result indicates a *10™)

On the back of this booklet, you will find the Player
Sheet. It is recommended that this page be photocopied
so that every player has his own copy before the game
begins. The Player Sheet contains helpful reference infor-
mation, as well as the Spell Book.

1.3 Realms and Units

1.3.1 Realms

There are 39 hexagonal map-board picces in this game,
called Realms. Six of these pieces arc marked by a red

inside border. These are the Home Realms, the central
kingdom and starting hex for each race at the beginning

of the game. The other 33 map-board pieces are neutral
Realms; they belong to no player at the beginning of the
game,

There are four different types of neutral Realms: Plains,
Mountains, Woods, and Deserts.

All Realms, except Deserts, have a Resource Value
printed in one corner. This value indicates what type and
quantity of Resource is derived from controlling that
Realm. There are three different types of Resources:
Grain, Wood and Iron.

This mamber indicafes

the quantity of Resowrces  WOOD
the Realms controller
will recieve every furn.

IRON

1.3.2 Counters

There are a number of different counters in the game:
Army Counters (Footmen, Archers and Cavalry), Hero
Counters, Resource Counters (Grain, Wood and Iron),
Town/City Counters, Monster Counters (Dragons,
Firegaunts and Giants) and the blue plastic chips which
represent the magical Stars players must accumulate in
order to win the game.

1.3.2.1 Army Counters

The Army Counters of each race are differentiated by
their interior colors:

The Dunwarr Dwarves: Red

The Lotharia Elves: Yellow

The Dagan Knights: Blue

The Zul Ores: Green

The Loth K'har Barbarians: Orange
The Dark Omne: Grey

There are three types of Army Counters. The specific
Army types are indicated by the color of their outside
borders:

Footmen: Blue
Archers: Green
Cavalry: Grey
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Border color indicates unit rype. % ik d
atown gives that Realm a better defense against invading

forces. Upgrading a Town to a City provides the Realm
with better defenses, more votes in the Wizards Council
and possibly better terms of trade.

Interbor color indicates race type.
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* Footmen: Footmen are the core of any Army, used to
hold and expand territory and wage war.
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BATTLEMIST does not limit the actual number of Resonree ingonse of Reakm if
units a player may control. If a player runs out of Realm containg a Town/City
Army counters, we recommend that he/she utilize
counters from an unused race, or find another item

(coins, stones, etc.) to represent his/her additional RACE CAR—D
Army units, The counter-mix provided in BAT-
TLEMIST represents the most efficient counter-mix Resource Incoms from
as adjusted to each race’s specific strengths and weak- (._—-—dﬁ.—:’"m
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Footmen units, the Dagan Knights have more
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1.3.2.2 Resource Counters | Wood: 18 beglaning of the
Troms 2 ] ERme

These counters represent stockpiles of the three precious %
Resources: Grain, Wood and Iron. Players will need =
Resources to maintain their Realms and Supply their §

armies.

Note: During rigorous 6-player games, or during
especially long games, BATTLEMIST may not con-
tain sufficient Resource Counters. If this is a problem,
we sugpest that players keep track of their Resources
on a sheet of paper rather than using the supplied
Resource Counters.

Army Unit charac-
terfistics wnigue to
ihis race

1.3.2.3 Town/City Counters

Building a Town in a Realm allows a player to reap twice
the number of Resources from that Realm. Furthermore,




1.3.2.4 The Stars Of Timorran

The blue chips included in this package represent the
magical Stars of Timorran which players need in order
to win the game, Players all begin the game with one Star
and must gain four more in order to win the game.

1.4 Cards

There are three different types of cards in the BAT-
TLEMIST game: Action Cards, Quest Cards and
Realm Cards. Before the game, these should all be sort-
ed out and placed in separate decks.

1.4.1 Action Cards

These cards represent the various special actions, discov-
eries and maneuvers that a player can use to get ahead,
Mixed with the Action Cards are cards labelled
SEVENT" that represent sudden changes that affect the
entire game and all the players. EVENT cards, and how
to deal with them, will be debated and voted upon by
players during the Wizards Council.

1.4.2 Quest Cards

These cards are used to simulate heroie Quests across the
land. The heroes of each race are attempting to locate the
magical Stars that will bring vietory to the player who
first collects five. There are two types of Quest Cards,

- Adventure Cards
- Artifact Cards

When a Hero starts a new Quest, he/she must draw a new
Quest card. That hero must draw an Adventure card; if
an Artifact card is drawn, continue drawing quest cards
until an adventure card is drawn -- then shuffle the
Artifacts back into the Quest Card deck. Later, when a
Hero fulfills the requirements of his'her Adventure card,
another Quest Card is drawn. The card could then be an
Artifact or another Adventure.

Adventure Cards: These “Quests” direct the player to
move histher Hero to a specific Realm. The destination
Realm is always underlined in the card’s text. Some
Adventure Cards have an ENCOUNTER. If this is the
case, the Hero must fight the listed monster when he
arrives at his destination realm.

Artifact: If a player draws an Artifact Card, hefshe has
found a precious artifact or a Star of Timorran. After such
an artifact has been found, heroes must journey back to
their Home Realm to start a new Quest.

Seetion 3.3.1 contains more detailed information about

Heroes and Quests.

1.4.3 Realm Cards
In the basic BATTLEMIST game there are 39 Realm

Cards. 33 represent the neutral Realms in the game, and
six represent the Home Realms of the six races, These six
Home Realm Cards are referred to as Race Cards.

At the start of every game, the neutral Realm Cards
should be placed in a central stack on the table. As play-
ers begin to expand their empires, they claim neutral
Realm Cards from this stack.

Realm Cards are used to to indicate control of a Realm,
and can be used to keep track of Resource income. When
a player establishes control over a Realm, he/she takes
the corresponding Realm Card and places this in front of
him/her. Each realm’s basic Resource income is printed
in the upper right corner of the Realm Card. Arranging
Realms by Resource allows players to easily determine
their Grain, Wood and Iron Resource income levels,

If a player builds a Town on a Realm, he/she rotates the
corresponding Realm card 180 degrees, and the new
(doubled) Resource value now shows in the upper right
CcOrmer.

When a player congquers a Realm from another player, the
losing player must surrender the corresponding Realm
Card to the new owner of the Realm. If a Realm is aban-
doned (i.e., no player controls it), the Realm Card is
returned to the stack of nuetral Realm Cards.

1.4.4 Race Cards

There are six Race Cards representing the six races in the
game, These cards provide the starting Resources,
income, Army unit battle values, and special skills of
each race.

Each race is unique, possessing skills and values differ-
ent from the other races, Before the game begins, the
players should read their races’ skills aloud, so that all

players are with the gths and weaknesses of
their opponents.
2.0 Starting the Game

Before the game begins, the players must decide which
races they wish to play in the game. There are six differ-
ent races, each with different skills and starting
income/stockpiles: The Loth K'har (Barbarians), the
Lairian Duchy (Humans), he Clan of Dunwarr
(Dwarves), the Khamul Tribes (Orcs), Waigar the
Necromancer (The Dark One) and the Zircar Lotharia
(Elves). Depending on the number of players, the follow-
ing races should be played:

* 2 Player Game:
Each player plays one of the following races.

Player One: The Dark One or The Zul Orcs
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Player Fwo: The Lotharia Elves or The Dagan Knights

+ 3 Player Game:
Each plaver plays one of the following races.

Player One: The Dark One or The Zul Orcs
Player Two: The Lotharia Elves or The Dagan Knights
Player Three: The Dunwarr Dwarves or The Loth K'har

* 4 Player Game:
Each player plays one of the following races.

Player One: The Dark One or The Zul Orcs

Pigyer Two: The Lotharia Elves or The Dagan Knights
Player Three: The Dunwarr Dwarves

Player Four: The Loth K Har

= 5 Player Game:
Each player plays one of the following races.

Plaver One: The Dark One

Player Twe: The Lotharia Elves

Plaver Three: The Dagan Knights

Plaver Four: The Zul Orcs

Player Five: The Dunwarr Dwarves or The Loth K'har

* Six Player Game:
Each player selects one of the six available races.

2.1 Selecting a Race

The race allocation among players can be determined in
two ways: 1) by mutually agreeing who plays which race,
or 2} by randomly drawing one of the available Race
Cards.

2.2 Setting Up the Game

After the races have been allocated, these steps should be
followed:

1) Remove the Home Realm map-board pieces repre-
senting races not in the game,

2) Seperate and shuffle the Quest and Action cards and
place them in two separate decks. Deal each player one
Quest card (this is their starting ‘quest’).

3) Create the Star Pool by gathering all the Star Counters
(the blue chips) in one place. Then give cach player one
Star Counter: (Races always begin the game with one
Star.)

4) Give each player the Home Realm map-board piece
that corresponds to histher race. (Each player should
already have his'her Race Card at this time.)

5) Seperate the Grain, Wood and Iron Resource Counters
into three piles. These three stacks of Resources are
referred to as the Central Stockpile.

6) All players take their starting Resources (as indicated
on their Race Card) from the Central Stockpile, creating
their Individual Stockpiles which are their “reserves” of’
Resources. When a player buys new units, or supplies
his/her current Armies, Towns and Cities, Resources are
taken from the Individual Stockpiles and transferred to
the Central Stockpile. During the Economy Phase every
round, players receive income from the Realms they con-
trol. This income is added to the Individual Stockpiles
from the Central Stockpile.

It is wise to keep Individual Stockpiles divided between
the three different Resources (Grain, Wood and Iron).

2.3 Setting up the Map-board

Creating Mennarra, the world of BATTLEMIST, is a fun
and unique process, The map-board is created by the
plavers, and demands strategy and planning. The HEX-
PLAY format assures that no two games are alike.

Follow this process to create the map-board.

1) Shuffle the 33 neutral Realm map-board pieces. From
these, draw three random pieces and place them on the
middle of the table as shown in diagram 2.0. Disregard
the color-coding on these pieces -- simply align them
next to each other in the order that they are drawn. Now
deal the remaining map-board pieces (randomly, face
down) to the players.

2) Players roll a die. The player with the highest result
begins creating the map by placing one of his’her map-
board pieces next 1o the initial three. After the first Realm
has been placed, players in clockwise order place one
Realm map-piece until all Realms have been placed. The
world of Mennarra has now been created.

Guidelines for placing Realms:

The six sides of each map-board piece have a color-coded
dot. Players must match dots of the same color in order to
place a Realm.

1) When placing a Realm, its color-coding
match that of the adjacent, previously-placed
pieces,

2} A player may not place a map-board piece adjacent to
a map-board piece which only touc
board with one side, wnless the ne
touches a third map-board pie
create “peninsulas™ longer than a
(See diagram 2.0)




Diagram 2.0

Nate: Asswne the map-pieces are placed in the alpha-
betical arder that they are presented.

A) The first three map-pieces are randoenly drawn and
placed next to each other on the middle of the table.
{Tgnore their color-cades).

B) This is a correctly placed piece with matching calor
sides 1o *The Deadbands’ and *The Gadstone Mis'.

€) This piece is incorreetly placed because i1s si
not match the colors-codes of the pre-exisi
map-board pieces!

D) This piece is carnectly placed, maiching o
coded side 1o the *Abou Xar' plains.

¢ colo-

& a neutral Realm, this player decides
Ty |'|I.u. h|> Home Realm (The Dunwarr

F) This piece is comectly placed, with matching color
sades 1o “Timaara Lethuin’ and the Dunwamr Dwarves
Home Realm, (Treat the side of a Homs: Realm as if it
contains all four color-codes!)

G) This Home Realm is

incorrectly placed because it is
only TWO ma from anather Home Realm
owned by a race with ame alignment (The Lath
" Har and The Dunware Dwarves are both “newtral®).

s plece i comreetly placed,
with one coloe-correct side,

T) This. piece is incorrectly placed, as it is next 1o “The
Fallow Range” that anly toaches the rest of the maphoard
with one flank. (Thus ‘penimsulas’ of two or more map-
pieces are illegalt) IF a comectly color-coded map-piece
had inhabited the *X' spot, this placement would have
been legal. (Because the newly placed piece would have
ached & second pre-cxisting phece!)

NOTE: This diagram illustrates correct amd incorrect
plucements of the gume mag-picces. The map-hoard
creation process is not fimished until ail 33 newteal
Realms and all player Home Realms, bave been cor-
reetly placed.

R =Red
G = Green
B = Blue
Y = Yellow
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Placing Home Realms:

A player may choose, during map-board creation, to
place histher Home Realm rather than a neutral Realm,
All players must place their Home Realms before the
map-creation process is over. It is up to the individual
player, however, if he/she wants to place it as his'her first
Realm, last Realm, or any other time in between.

Example: The player who eontrols the Zul Orcs has
already placed three newtral Realms, and it is now his
turn to place another Realm, He decides that it is now
time to place his Home Realm. The Zul Ores place their
Home Realm, and the player to his left now takes her turn
placing a map-board piece.

The following restrictions apply to placing your Home
Realm:

1) A Home Realm must be placed at least two Realms
away from any other previously placed Home Realm.

2) A Home Realm must be placed at least four Realms
away from any other previously placed Home Realm
whose race is of the same alignment. (Look at each race’s
Race Card to determine its alignment.)

See diagram 2.0 for examples of the above.

Example: Since the Zul Orcs and the Dark One are both
Evil races, they may not place their Realms within four
Realms of each other.

Note: When counting “realms™ to determine legal
placement for your Home Realm, count only Realms
which have been placed, Do not count “empty™ areas
where Realms theoretically could be placed later dur-
ing the map-board creation process.

Other Concerns:

« If, during creation, the map-board is nearing the edge of
the table, then carefully shift the current board closer to
the middle of the table so that new Realms may fit along
all sides.

+ If a player is unable to find any possible arca to place
his/her next Realm, that player must reveal his/her map-
board pieces to the other players who must then help that
player find placement possibilities. If, after such a search,
the player cannof place a Realm, his/her turn is skipped.

Note: A player must, if possible, place a Realm during
his/her turn,

2.4 After the Map-board is completed

After all Realms have been placed, players place two free
Footmen Army units and their Hero #1 counter on their
Home Realm.

3.0 Game Sequence

The map-board has now been created and the game is
ready to begin. BATTLEMIST is played in a series of
phases. With the exception of the ‘Individual Tums
Phase’, players should play each phase simultaniously to
speed up gameplay.

The Game Sequence

1. Wizards Council Phase
a) Replenish Starpowers
b) Draw Action Cards
¢) The Council

2. Economy Phase
a) Harvest Segment
b) Recruitment Segment
¢} Grey Guild Segment

3. Individual Turns Phase;
a) Quest Segment
b) Movement Segment
¢) Battle Segment

4. Supply Phase

After players have finished their Supply Phases, they
begin the game sequence from the top once more.

3.1 Wizards Council Phase
Every round begins with the Wizards Council Phase.

3.1.1 Replenish Starpowers

All players replenish any Starpower that they might have
“used"” last round to cast spells. Players should place all
their Stars on their Home Realms to indicate how much
power they have available to cast spells. (See section 5.0
for a more detailed explanation of Starpowers and
Spells).

3.1.2 Draw Action Cards
Every player now draws one Action Card from the top of
the Action Card deck.

Action Cards: The Action Cards represent useful
actions, encounters and tactics that will assist players in
winning the game. Players should keep their Action
Cards secret and not show them to other plavers. Each
Action Card contains a detailed description of how that
particular card works. If the text on an Action Card seem
to conflict with the rules of the game, the Action Card
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always takes precedence.

= Action Cards can only be played at the time that is indi-
cated on the card (after the word “play:™).

= Action Cards are discarded after use. If the Action Card
deck runs out of cards, reshuffle the discarded Action
Cards into a new Action Card deck.

* If a player draws an Action Card with the word
“EVENT" printed in grey upon it, he/she must immedi-
ately declare that heshe has drawn an EVENT. That
player then places the EVENT card aside and draws a
new Action Card. It is possible to draw several EVENT
cards in one turn. Simply keep drawing until a “normal™
Action Card is drawn. EVENTS czignify dramatic
changes which affect the entire game, and only the
Council of Wizards can act upon.

* A player can never have more than seven Action Cards
in his‘her hand at any time. If a player has seven Action
Cards in his/her hand, he/she may not draw a new Action
Card.

+ A player may always discard Action Cards without
using them (at any time!).

TYPICAL ACTION CARD:

Great Need

Play this card to have your Hero
move an extra hex this round.

Play: Immediately before your
Quest Phase

The card above must be plaved before a player begins
his‘her Quest Phase (during the Individual Turns Phase).
Playing this card allows one of that players Hero
Counters to move one extra Realm.

3.1.3 The Council

During every full moon, the mighty wizards of Mennarra
meet in a secret tower deep in the murky expanse of the
Marshwoods. They come here to discuss and protect the
invisible fabric of magic. The wizards may serve differ-
ent masters and wear robes of different colors, but their
call to magic is greater than the bond of any lord.

During the Council, the wizards must vote upon all
EVENT Action Cards that has been drawn this turn.

The players examine one EVENT at a time, Each player
must decide whether or not he/she wishes to dedicate
his/her votes towards the resolution of the EVENT. Each
player has one vote when starting the game. Players
receive one extra vote for every City that they control
on the board.

Example: Waigar has two Towns and two Cities; he
receives two votes for his two Citles plus his basic start-
ing vote. Thus Waigar, the Dark One, has three votes for
every EVENT card during the Wizards Council Phase.

TYPICAL EVENT CARD:

Cataclysmic Tremors

VOTE

S+ All Cities are redued to Towns.

4-:'Roll a die for all Cities and Towns,
on a roll of 7 or higher that City/Town
is destroyed.

The wizards know that a terrific earthquake is about to
shake the roots of Mennarra. They must decide if the
Council should interfere with this event. If the council
can dedicate five or more votes: all Cities will be
reduced to Towns (a bad thing), but if the Council fails 1o
dedicate at least five votes: there is a chance that all
Cities and Towns will be destroved (an even worse possi-
bility!).

3.1.4 The Vote
One player should clearly read the current EVENT card
aloud so that everyone understands what the specific
EVENT entails.

Players should now feel free to debate the vote, and try to
sway the ather players to vote their way.

When all players are ready, the player with the least num-
ber of Cities must decide if he/she wants to dedicate
his‘her votes towards that EVENT or not. After that play-
er has decided, the player with the next-fewest Cities
must decide, ete. This continues until all players have
decided to decicate their votes or ngt. (A player that
‘abstains’ does NOT dedicate his'her votes). If two or
more players have an equal number of Cities, roll a die to
determine their voting order.

After all players have voted, apply the effects of the
EVENT. Then remove the card from the game. (Do not
discard the EVENT card with the other Action Cards.)




Example: The EVENT card “Cataclysmic Tremors " must
be voted upon. The players have the following number of
vates: Dumwarr Dwarves(l), the Zul ores (f), the
Lotharia Elves(l), the Loth K'har(l), the Dagan
Knights(2) and the Dark One (2). The players roll the
dice to determine the order of voting (the Knights and the
Dark One will vote last, but must roll the dice to see
which of these two voies first). The voting begins: The
Dunwarr Dwarves' plaver decides NOT to dedicate his
votes, the Zul Ores' player DOES dedicate his vote, the
Lotharia Elves'player DOES dedicate her vote, the Loth
K'har decides NOT to dedicate her vote, the Dagan
Knights'player decides NOT to dedicate his votes and the
Dark One DOES dedicate his votes. This vote only result-
ed in 4 votes dedicated towards the event -- not enough
to sway the Council into united magical action. Thus
plavers must roll a die for each Town and City to see if it
is destroyed.

If more than one EVENT card has been drawn this turn,
randomly determine which EVENT card will go into the
council first. Then, after the first EVENT goes into effect,
continue with the remaining EVENT cards. Players have
their full veting capacity on all EVENT cards.

VERY IMPORTANT: The number of votes indicated

on the EVENT cards are designedfor a six-player
game. If a game is being played with fewer than six
players, subtract one from the needed votes value for
every player fewer than six. For example: In a four-
Player game, the “Cataclysmic Tremors” EVENT card
would be a (3+/2-) rather than the (5+/4-) printed on the
card.

It is recommended that EVENT cards not be used in a
two-player game.

3.2 Economy Phase

The Economy Phase consists of three segments: the
Harvest Segment, the Recruitment Segment and the
Grey Guild Segment. Players may play through these
segments simultaneously in order to speed up the game.

3.2.1 Harvest Segment
During the Harvest Segment players add up their total
Resource income from the Realms that they control.

Then take that income from the Central Stockpile and add
it to their individual Stockpiles.

Determining Control: You control a Realm when you




have at least ome Army wnit (a Footman, Archer or
Cavalry) in that Realm. If a player abandons a Realm
(moving the last Army unit from that Realm) he/she loos-
es control of that Realm, derives no income from that
Realm, and must place its Realm Card in the central stack
of unclaimed neutral Realms. A player does NOT need to
keep an Army Unit on his/her own Home Realm in order
to indicate control.

Determining Income: Printed on every Realm map-
piece is the quantity and resource type that the specific
Realm produces every turn. That same number is reflect-
ed on the corresponding Realm Card. By arranging their
Realm Cards in groups, each representing a different
Resource, players will be able to quickly determine their
Resource income (see diagram X.X). Ifa player has built
(or conquered) a Town or City in a Realm, that Realm’s
production is doubled. Turn the Realm Card 180 degrees
to reflect the new output of that Realm,

3.2.2 Recruitment Segment

After players have collected their Resource income, they
may now recruit new units, and build Towns and Cities.

Recruiting Army Units: Players may recruit Footmen,
Archers and Cavalry units by paying the appropriate
Resource cost for cach unit from their Individual
Stockpiles to the Central Stockpile. The basic cost of mil-
itary units are as follows:

Footman: 1 Wood and 1 Iron (1W/1I)
Archer: 2 Wood and 1 Iron (2W/11)
Cavalry: 1 Wood and 2 Iron (1W/2I)

Example: The Human player wishes 1o purchase two
Footmen, one Archer and one Cavalry unit this turn, The
Human players takes five Wood and five fron from his/her
Individual Stockpile and places these in the Central
Stackpile,

Placing Army Units: New recruits are immediately
placed on either your Home Realm or a Realm contain-
ing & Town or a City. You may only place the following
number of new recruits on these Realms per round:

Home Realm:
Realm with City:
Realm with Town:

3 New Army Recruits
3 New Army Recruits
1 New Army Recruits

You cannot place a new recruit on a Realm that does not
contain a Town or City and is not your Home Realm. This
restriction places a limit on the number of new recruits
that you can create every round.

Example: The Zul Orcs have one Town, one City and
their Home Realm. Thus the Orcs can recruit a maximum
af 7 new units per round (3 for the Home Realm, 3 for the

City and 1 for the Town). The Ore player, however, choos-
es to recruit five units {three Foormen units, one Archer
unit and ene Cavalry unit). The player moves six Wood
and six Iron from his Individual Stockpile to the Central
Stackpile to pay for those wnits. Then he places the uniis
as follows: One of the Footman on his Home Realm (the
Ore player could have placed two mare units here if he
chose to), one Footman on his Town (plavers can only
place one new unit in a Town) and the remaining three
units on the City (players are allowed to place up to three
new recruits on a City).

Recruiting a new Hero: A new Hero costs 5 Wood and
5 Iron (3W/SI) and is always placed on the Home Realm.
A player may only buy one new Hero a turn, and may
never own more than three Heroes. A new Hero does not
count towards the recruitment placement limit as
described for Army units above,

Building Towns: You may build a Town in any Realm
that vou control for SW/51. No Realm may have more
than one Town.

Benefits of building a Town:

= The Resource production of that Realm is doubled.

= Allows for the placement of one recruit (beginning next
round).

= A Town makes for a better defense of the Realm (see
section 3.3.3.1).

Building Cities: A City is an “upgrade” from a Town,
You can only build a City in a Realm that already con-
tained a Town at the beginning of the round. The City
counter simply replaces the Town Counter. A Realm with
a City also produces double resource output,

Benefits of building a City:

* You gain one additional vote in the Wizards Council.

» Allows for the placement of three recruits (beginning
next round).

= A City has improved defenses.

* Your Trading terms with the Free Merchants may
improve (see section 4.0).

Note: Players may mever build Towns or Cities on a
Home Realm.

Town/City Destruction
A Town or a City can be destroyed in three ways:

1) If a Realm containing a Town or City becomes neutral,
all Cities and Towns upon it are destroyed. After all play-
ers have taken their Individual Turms Phase, such
unclaimed Towns and Cities are removed from the board.

2) If, after a battle, the victorious invading player choos-
es to Pillage a Town or City, it is immediately destroyed.
(See page 18 for more details on Looting.)
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3) A player may be forced to destroy a Town or City dur-
ing the Supply Phase if he/she cannot pay the Supply
costs needed to maintain it. (See section X.X for more
information about Supply.)

3.2.3 The Grey Guild Segment

Mysterious and distant as the moon itself, the secret
Grey Guild possess tremendous wealth and power. Their
hidden members and agents deeply infiltrate the courts
and kingdoms of Mannarra, It is commonly known that

the Grey Guild have a large number of Timmorran §
Stars in their possession! Why they have not used their
vast powers remains a mystery. Some speculate that the

Guild are aware of an even greater power, and when
they finally harness that power, they will emerge to rule

the world for all eternity.

As the last part of the Economy Phase, each player may
purchase one Star from the enigmatic and mysterious
Grey Guild. The cost of such a Star depends upon how
many Stars the player already owns. The table below
describes the cost of purchasing a Star from the Grey
Guild:

Grev Guild Pri
10 of Each Resource
15 of Each Resource
20 of Each Resource
25 of Each Resource

*QNHE

Example: The Ore player already owns two Stars and
wishes to purchase a third Star from the Grey Guild. The
Ore player would have to pay 15 of each Resource
(15G/15W/151) to buy this Star.

+ A player may never purchase more than one Star from
the Grey Guild per round.

= A star that has been bought from the Gray Guild is
always considered “used” during the turn in which it was
bought.

3.3 Individual Turns Phase

During the *Individual Turms Phase’ each player, in tum,
plays through all three segments of this phase (Quests,
Movement and Combat). When a player is done with all
three segments, the next player takes his'her individual
turn, ete. This continues until all players have taken their
Individual Turn.

Initiative: Before the Individual Turns Phase begins, the
players must decide the order in which they will take
their Individual Turns.

Each player rolls a die. The player with the highest result
takes his'her Individual Turn first, followed by the play-
er with the next-highest result etc. Initiative continues in
decending order until all players have taken their
Individual Turns.

A player who owns Cities may choose to add or subtract
from the die roll a value equal to the number of Cities that
he/she controls.

Example: The Dark One controls two Cities. The Dark
One may therefore add or subtract two from his‘her ini-
tiative die-roll.

3.3.1 The Quest Segment

During this segment, players send their Heroes on Quests
to seek the precious Stars of Timorran. In order to begin
aNEW Quest, a player must have no current Quests, and
a Hero counter must be on hisher Home Realm at the
beginning of the Quest Segment of the Individual Turns
Phase.

In the Quest Card deck there are two types of cards:

1) Adventure Cards
2) Artifacts

(See Diagram 3.0 for an example of how Quests are
resolved.)

When beginning a new quest (such as in the beginning of
the game) the active player must draw an Adventure Card
from the Quest Card deck. If a player draws an Artifact
Card continue drawing until an Adventure card is
drawn, reshuffle the Artifact cards into the Quest card
deck.

Adventure Cards: Printed on all Adventure Cards is a
small story that directs your Hero to travel to a specific
Realm. This is your ‘Quest”. The name of the specific
destination Realm is always underlined in the text.

Resolving Quests: During the Quest Phase, a Hero may
move up to three Realms. (Heroes do nor have to stop
when entering a mountain or forest Realm.)

At the end of his/her Quest Segment, if one of a player’s
Heroes has reached the destination Realm of the current
Adventure Card, that player announces that he/she has
completed a Quest revealing his'her current Adventure
Card. Before ending his/her Quest phase, that player may
draw a new Quest Card. (Heroes must move at the begin-
ning of a Quest phase, and cannot move after a new
*Quest Card’ has been drawn),

Now, if the player draws another Adventure Card,



histher Quest continues, and his'her heroes must jour-
ney to a mew destination Realm (as indicated on the new
Adevnture Card). If a player draws an Artifact Card,
however, his/her Quest is over.

Artifacts: There are a number of different Artifacts, the
most significant being the Stars of Timorran. 1f you
draw a Star of Timorran Artifact card take a new Star
from the Star Pool and place it on your Home Realm (a
Star found by a Quest is considered “unused, " and can
be used to cast spells. For more detailed information
about Starpower and Spells please see section J.0).
There are also other Artifacts to be found that give play-
ers specific rewards or powers.

Drawing a new Quest: If a player has completed a
Quest by finding an Artifact, his’her Quest is over. In
order to draw a new Quest, a player’s Hero must be in
histher Home Realm at the beginning of his’her Quest
Segment of the Individual Tumns Phase.

Note: Heroes are still allowed to move three Realms
during the Quest Segment, even if they have no cur-
rent Quest.

Multiple Heroes: A player can have more than one
Hero, but onlv one Chuest at a time. If ome hero is killed,
the current Quest card is discarded -- and potential sur-
viving heroes must travel back to their Home Realm to
draw a new Quest Card. Multiple heroes are useful for
a) killing enemy heroes, or to ‘spread out’ across the
land in order 1o more quickly reach the destination of an
Adventure Quest card!

Encounters: A number of Quest Cards have
Encounters: Monsters and other obstacles that a Hero
must defeat before drawing another Quest Card, An
Encounter is resolved when a Hero has reached the des-
tination Realm of a Quest. The player announces that
he/she has completed a Quest -- but must face an
ENCOUNTER. Now, the Hero must successfully over-
come the Encounter before the player is allowed to draw
the new Quest Card. (If a player has more than one Hero
in the destination Realm, note that it is mot allowed to
fight Encounters with more than one Hera).

Resolving Encounters: All Heroes and Encounters
have certain characteristics that describe them. These
characteristics are as follows:

Life (L): This number indicates how many “hits” a
Hero or Monster can take before being killed. All
Heroes initially have 5 lives.

Attack (A): This number indicates how many attacks a
Hero or monster has every combat-round. All Heroes
have one attack per round. (Many dangerous Monsters,
however, will have two or more attacks per round!)

Diagram 3.0 Example of a Quest

1) At the beginning of the game, the Zul Orc
Hern starts an his Home Realm. At the begin-
ning of the gams, the Ore player dres an Quest
Card for the Hern. The Adveriune ditects the
Here o travel o fhe Realm called The Wastes.
The player locates the Realm on the board and
sarts moving his Hero. Afier two whale fums,
the Here ends his mavement on that Realm.
The Orc player declares that he bis fulfilled o
Quest and therefore draws another Quest Card
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\ . /
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[N S—,
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Adventure Card

1) ... and gets another Adventure, This card
direets the Hero to the Plains OF Lath. The
et turn the Hero arrives at that Realm and
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Giant'. The Ore player now draws another
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| ENCOUNTER:
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=
— - [+ Laner, while fiding, you bear o
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3) ... draws ancther Adventure (sigh.._ the B el e tells you of the el 0
uest gows on?) This card disects the Hera ro a8 Banon Lis Ryves in Abou Xar
the Realm of Abeu Xar. After moving for = The begga el you o he pow- 5
rwo s, the Her ends his movement in that | = e e e L i

Rezalen, The player declares that he has succes-
fully completed anther quest, draws anoiler
Quess Card, and.,

«. wou find &
STAR OF
TIMORRAN

wicked Bawon and his csheris. A
pwer 50 atrong, it conld eely

B e o 2 Sar of Timemn. ‘

Acrtifact Card

Viur quest b aver. Take &
e St comnier and place
itan your Heme Realm. Ta

begin @ mew quest you must
have » Haro sa your Home
Weade a1 the heginning of

yomr Quest Sepstent.

3) .. draws a *Saar Of Timorram’, The quest is
successfull!l The Hero has lecated one of the
precious $ars. (Hoogay !

The plaver takes a Sar from the Stanpool and
places it an his hame Realm, The Hero must
nonw travel back o the Ore Home Realm to
AT & new quest. A new quest may only be
staried if 2 Hero coumter BEGINS the Quest
Segment on the Home Realm.

Hit (H): This value indicates the number a Hero or mon-
ster must roll, or exceed, on an attack to inflict a “hit.” All
Heroes have a “Hit" value of “5."

Damage (D): This value indicates how much damage the
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Hero or Monster inflicts in the case of a successful hit.
Heroes inflict “1" damage when they hit; some danger-
ous Monsters can inflict “2"or more damage per hit.

These characteristics are always described in the follow-
ing way:

HERO
SL 1A 5H 1D

This means: The Hero has five lives (he dies if he takes 5
damage; the Hero may attack ornce per round; he needs
to roll a 5 or higher to hit; and when he hits, he inflicts |
damage.

A battle between a Hero and one or more Monsters is
fought in the following way:

1) The monster(s) attacks by rolling one die for each
attack value (*A™). If a “hii” is scored, the Hero musi
deduct a number of lives equal to that Monster's Damage
value, (A Monster hits when its attack die-roll is equal to
our greater than its “H™ value [*to Hit"]).

2) If the Hero's number of lives has reached zero, he/she
is dead, the Quest has failed and the Quest Card is dis-
carded.

3) Now the Hero rolls his'her attack attempting to dam-
age the Monster(s). If the Hero rolls a “5 or higher, he
inflicts “1" damage.

4) If a Monster®s Life has reached zero, that Monster is
dead. If there are no more Monsters, the Encounter has
been defeated and the player may draw a new Quest
Card.

5) If one or more Monsters are still alive, the battle con-
tinues. Return to step one.

Note: Another player should roll the dice for the
Monster.

Example: (an Encounter with one Monster).

The Elven Hero has reached his destination Realm as
indicated on the current Quest Card, The Quest contains
an Encounter. however, so the Elven player declares that
he has resolved a Quest, but must fight an Encounter.
This specific Encounter is against a Bear with the fol-
lowing characteristics:

One Bear
2L 1A 3H 2D.

The Encounter begins: The bear rolls one Attack {only
one, since its “A" value is “1"). The result is a “6": a
HIT. The Hero takes two damage (because the Bear’s

“D" value is “2"). The Hero is now down to 3 lives. Now
the Hero rolls his Attack, and scores a “7": a HIT. The
Bear takes one damage, and is now down to one life. The
bear is still alive, so another combat round begins, The
Bear antacks again, and rolls a “3": a MISS. The Hero
takes no damage. The Hero now antacks again and rolls
a “3": a HIT. The Bear takes another damage, and now
hes zero lives left, The Bear is dead, and the Encounter is
over. The Elven player may now draw a new Quest Card.

Example: (An Encounter with twe Monsters).

The Dwarven Hero has reached his destination Realm,
beet st fight an Encounter. This particular Encounter is
against two bandits with the following Characteristics:

2 Bandits
(Each)
IL 14 5H ID

The Bandits mow attack: they roll the dice and score a
“3" and a "9 one MISS and ene HIT. The Hero takes
one damage, and is mow down to four lives. Now the Hero
attacks and rolls a “7": a HIT. One of the Bandits takes
one damage which is enough to kill him. There is now
only one Bandit lefi. The remaining Bandit now attacks
and rolls a “5": a HIT. The Hero takes one damage, and
is now down to three lives. Now the Hero attacks again
and rolls a "0" (a "10"): a HIT. The remaining bandit
takes one damage, which kills him. Both bandits are now
dead and the Encounter is over: The Dwarven plaver now
draws a new Quest Card.

The Death of a Hero: If a Hero dies, the player's current
Quest Card is discarded, and the player may not draw a
new Quest until there is another Hero in his‘her Home
Realm at the beginning of his/her Quest Segment.

Battles Between Heroes: Heroes may attack each other!
At the end of histher Quest Segment, if’ one of the active
player’s Heroes is in the same Realm as the Hero of
another Race, he/she may declare that he/she is attacking
the opponent’s Hero. Such a battle is resolved exactly
like an Encounter, and is not over until one of the Heroes
is dead.

Healing a Hero: A Hero that is located on histher Home
Realm at the beginning of its player's Quest Segment
may heal one life, though only up to a total of five.
Players can keep track of their Hero's lives on the Player
Sheet on the back of this rules booklet.

3.3.2 The Movement Segment
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After the Quest Segment, the individual player takes
his/her *“Movement Segment’. During this segment, the
active player may move histher Army/Monster units.
(Hero units move during the ‘Quest Segment’.) The
movement values of the individual units are printed on
each player’s Race Card.

Movement is restricted by the following rules:

= As 500N a3 a unit enters a Forest or Mowntain Realm,
the unit must stop its movement.

= As s00n as a unit enters a Realm occupied by one or
mave units owned by another race, it must stop movement
immediately. 4 battle will follow in the Baitle Segment of
the moving plaver s Individual Turn, (Army units of two
different races can never co-exist in one Realm!)

See diagram 4.0 for examples of movement.

Stacking Limitations: A Realm can never hold more
than 10 Army units of any one race at the end of the
Movement Segment. Units in excess of 10 are immediat-
ly removed from the game (‘killed").

3.3.2 The Battle Segment

If any of the active player's Army units end their turn in
a Realm containing Army units owned by another race, a
battle begins. (Players are never allowed to “share” con-
trol of one Realm.) The Battle Segment continues until
all bartles are finished and no Realm contains Army units
of two different races.

The Battle: The battles in BATTLEMIST are designed to
simulate medieval combat in a simple fashion. A battle
occurs when Army units of two different races occupy the
same Realm afler a player's Movement segment during
his/her Individual Turns Phase.

‘When a battle occurs, take all the Army units in the dis-
puted Realm, divide them by race, and place them
between the players.

Unit Battle Values: Every unit capable of participating
in a battle is assigned two numerical values divided by a
slash. These values vary between races, as listed on the
individual Race Cards. The first number indicates the
minimum die result needed to inflict a Rout on your
enemy. The second number indicates the minimum die
roll needed to inflict a Kill on your enemy.

(Rout Value/Kill Value)

Example: During Archer Combat the Loth K'har
Barbarians shoot with two Archers. The player rolls twe
dice and scores a “7" and a “10" findicated by a 0" on
the ten-sided dice). This results in one Rout (the “7"
result) and one Kill (the “10" resuilt) In other words, the
basic Archer unit will Rout an enemy unit with the results
afa “6" ar “7", and Kill an enemy unit with the result of
a “8%, 9" or “I10."

Rout Results: An cnemy unit that has been Routed is set
aside in a separate stack for Routed units. These units
may not participate any further in the combat (until they
are ‘rallied; during the Rout Check!)

Kill Results: A unit that has been Killed is removed from

play and returned to the player’s stack of unused Army
counters.

3.3.3.1 Battle Order




i
“
}
4

Battles are executed in the following order:

1) Rout Check

2) Overrun Check

2) Archer Combat

3) Cavalry Combat

5) Footmen/Monster Combat

1) Rout Check

During this portion of the battle, players check to see if
they can successfully rally any of their Routed units.
Both players simultaneously roll a die and refer to the
Rout Check table. (This table is provided on the Player
Sheet located on the back of this rules-booklet.)

Rout Check Table

Roll Number of Units Recovered
1-4 [

J-6 1

7-8 2

9-0 ol

Recovered Units: If a number of Routed units were
recovered, the player may take that number of Routed
units and return them to the battle. (Each player may
choose which specific Routed units he/she wishes to
recover from Rout!)

Note: During the first round of battle, no side will
have any Routed units, so this segment is skipped.

2) Overrun Check

During this potion of the battle, players must check to see
if their forces are Overrun, The Overrun rule simulates
the breakdown of organization in an Army; allowing the
enemy to quickly wipe out their confused and disorga-
nized opponents,

An Army is Overrun if the following apply:

= A player had two or more units Killed (not Routed) last
battle round, and

* That player has no un-Routed Footmen remaining in the
battle.

A player that is Overrun has immediately lost the battle,
and all his'her Routed and un-Routed units are immedi-
ately Killed.

Example: The Zul Orcs have two Cavalry and one Archer
left in the battle. They also have three Routed Footmen.
Last turn, three Orc units were Killed During his Rout
Check the Orc player rolls a “2" and therefore fails to
recover any Routed units. During the Gverrun Check the
Ores have no un-Routed Footmen, and they had more
than two wnits Killed last round. The Orc Army is
Overrun, all Orc units (both Routed and un-Routed) are
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immediately Killed.

Double Overrun: In the rare circumstance where both
players in a battle are Overrun during the same tum, the
Owerruns “cancel” each other out. Neither player is
Owerrun.

Strategy Tip: Though Footmen are the weakest of the
Army uniis, they constituie the core of a balanced Army.
It is always wise to bring Footmen into large battles, and
be careful about sacrificing toe many Footmen as casu-
alties during the early rounds of the battle.

Note: During the wvery first round of battle, the
Rout/Overrun check are skipped. An Army cannot be
Overrun during the first round, since there has been
no previous round in which to incur casualties.

3) Archers Fire
Now the battle is ready to begin in eamest. The first type
of units to enter the battle are the Archer units.

Though players may have any number of Archers in the
battle, a maximum of two Archer Units per player may
fire each turn. Both players roll the dice simultaneously
and record the *Rout’ and *Kill' results they inflict on
their opponent.

After determining how many Rout/Kill results the oppo-
nent has inflicted, each player choses which of his'her
units are Routed or Killed. These units are that player’s
casualties.

When removing casualties for Archers Fire, players

may not choose Archer units if any other units are
available for casualties.

Example: The Orcs are battling the Dwarves for the
Realm of Three Princes. The Orcs have two Archer units
and the Dwarves have one Archer unit. The Ores fire and
the result is a “3" and a “9" (one miss and one Kill). The
Dwarf fires and rolls a "6 {a Rout). The Orc player
removes one Footman wunit and sets it aside. The Dwarf
player chooses a Cavalry unit and removes it from the
game.

After both players have fired their Archers and resolved
all Routs and Kills, they move on to the Cavalry Combat
Segment.

3) Cavalry Combat
The second type of unit to make its presence known in
combat is the Cavalry Unit.

Though players may have any number of Cavalry units in
the battle, a maximum of two Cavalry Units per player
may attack each turn. Both players roll the dice simulta-
neously and record the *Rout’ and ‘Kill* results they
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inflict on their opponent.

After determining how many ‘Rout’/Kill results the
opponent has inflicted, each player choses which of
his/her units are Routed or Killed. These units are that
player’s casualties,

When removing casualties for Cavalry Combat, play-
ers must first choose Cavalry units as casualties (if
any are available).

Example; The Barbarians are battling the Knights.
During Cavalry Combat, the Barbarian player can attack
with two Cavalry, and the Knights with one Cavairy.

The Barbarians roll a “3" (a Rout) and a “7" (a Kill).
The Knights roll an “8" {a Kill).

Now the Knight player removes his one Cavalry as the
Rour casualty, and a Footman unit as the Kill casualty.
The Barbarian player must remove one of his Cavairy as
the Kill casualty.

5) Front Line Combat

Though players may have any number of Footmen or
Monsters in the batle, a maximum of three Footmen/
Monster units per plaver may attack. Both players roll the
dice simultaneously and record the *Rout’ and *Kill®
results they inflict on their opponent.

After determining how many ‘Rout"/Kill results the
opponent has inflicted, each player choses which of
his/her units are Routed or Killed. These units are that
player’s casualties.

Casualties inflicted in Front Line Combat may be
taken from any type of unit (Archer, Cavalry,
Footman or Monster).

Example: The Elves and the Dark One are bartling.
During Front Line Combai, both players roll simultan-
iously for three Footmen (neither player has any
Monsters). the Elves roll @ 3" {a miss), a “6" {a miss),
and a "9" (a Kill). The Dark One rolls "5" (a miss), a
“7" fa Row) and a “9" (a Rout).

The Elven player decides to Rout two Archer units, while
the Dark One chooses to Kill one of his footmen.

Seige Combat: Sicge Combat may occur if the defender
is in a Home Realm or a Realm containing a Town or
City.

* If the defender is in a Realm containing a Town, he/she
receives a +1 on all combat rolls.

* If the defender is in a Realm containing a City, he/she
receives a +2 on all combat rolls,

« If the defender is in his’her own Home Realm, he/she
receives a +2 on all combat rolls.

Killing Routed Units: If all enemy units are Killed or
Routed before all the battle segments are over (Archers,
Cavalry, Front Line) further Kill and Rout results will
Kill Routed enemy units. If all enemy units have been
Killed, the battle is over.

Example: The Dwarves are attacking the Ores. The Orcs
have two Footmen, the Dwarves have three Archers, one
Cavalry and four Footmen. During the Archers Fire, the
Dwarven player rolls two Rour results. Both Orc
Footmen are Routed During Cavalry Combat, the
Dwarven Cavalry rolls a Rout result, which means one
Routed Orc unit is Killed and removed from the game.
Dring Front Line Combat, the Dwarven player rolls two
misses and a Kill result. The last Routed Orc unit is now
Killed. The Orc gets no offensive combat roll ar all.
because all his Footmen were Routed before Front Line
Conbat.

See Diagram 5.0 for an example of an entire battle.

End of The Combat Round: When a combat round is
over, players immediatly begin another combat round.
This continues until one player has lost the battle (i.e., all
his‘/her units have been Killed or his/her army is
Owerrun).

After the battle is finished, the active player should con-
tinue to his'her next battle. If there are no more battles,
his/her Battle Segment of the Individual Turns Phase is
over.

Pillaging

After a battle, if the attacker has won and the conguered
Realm contains a Town or a City, the victorious attacker
has two options:

1) To keep the Town or City for histher own purposes.
Simply keep the Town or City on the board and treat it
like one of your own, including paying its Supply during
the Supply Phase.

2) To Pillage!

A player who chooses to Pillage will destroy the Town or
City and reap some Resources from it in the process.
Pillaging must be declared immediately after a battle has
been won.

= If pillaging a Town, the player rolls a die and divides the
result by two (rounding down), then takes that number of
Resources of his'her choice from the Central Stockpile.
The Town is destroyed.

Example: The Barbarian player has just won a batile,



and he chooses to pillage the Town in the conguered
Realm. The Barbarian rolls a die, resulting in a roll of
“5." The Barbarian player may now take two Resources
from the Central Stockpile and place them in his
Individual Stockpile. He chooses a Wood Resource and
an fron Resource. Then he removes the Town from the
game,

« If pillaging a Ciry, the player rolls a die, divides the
result by two (rounding up), adds two, and takes that
number of Resources of his'her choice from the Central
Stockpile. The City is now destroyed.

Example: The Elven player has just won a batile, and she
choases o pillage the City in the conquered Realm, She
rolis a “6." The Elven playver may now take five
Resources from the Central Stockpile and place them in
her Individual Stockpile. She chooses five Iron
Resources. Then she removes the City from the game.

3.4 End of the Individual Turns Phase
The Individual Turns Phase is over when all players have
taken their entire Individual Turn.

3.5 The Supply Phase

During this phase, players must pay Supply to in order to
maintain their Cities, Towns and Army Units.

The Supply costs are as follows:
One Grain

One Iron*
One Iron and One Wood

Every Army Unit:
Every Cavalry Unit:
Every City/Town:

(* In addition to the Grain cost)

To pay Supply, players simple moves the required
Resources from their Stockpiles to the Central Stockpile.

Example: The Dwarven plaver hasa total of five foormen,
two Archers, two Cavalry and two Towns. During the
Supply Phase that player remaves nine Grain, two Wood
and four fron from his Individual Stockpile and places it
in the Central Stockpile.




Supply Defaults: I a player cannot pay the Resources
needed to Supply his/her Armies, Cities and Towns, the
player must remove enough Armies, Cities and Towns
from the board until he/she can pay the Supply costs of
all remaining units,

Example: The Human player has six drmy units: four
Footmen and two Cavalry. He also owns three Towns.
His Individual Stockpile contains four Grain, three Wood
and five Iron. The Resource costs to Supply his Realms
are six Grain (one for each Army Unit), three Wood (one
for each of his Towns) and five fron (three for his
Cities/Towns and two for his two Cavalry Units).

This leaves the Human player with a dilemma. He must
pay six Grain, but only has four Grain in his Stockpile.
He does not have enough surplus Resources to trade with
the Free Merchants (see section X.X). The Human player
is therefore forced to remove some of his units! The play-
er chooses to remove one Footman and one Cavalry unit,
and now pays four Grain, 3 Wood and 4 fron fo ihe
Central Stockpile.

Note: Monsters and Heroes do not require Supply.

3.6 End of the Game Sequence

After all players have paid Supply for their units, players
start over with the Tum Sequence (beginning with the
*Wizards Council’). The Turn Order is repeated until one
player has won the game.

4.0 Trading

While playing BATTLEMIST, opportunities arise for
players to trade Resources with each other or the Free
Merchants.

The Free Merchants: Merchants travel freely around the
realms of Mannarra peddling their wares. Players may, at
any time, declare that they are trading with the Free
Merchants and exchange any one Resource for another
Resource on a 3:1 ratio. Simply pay three Resources to
the Central Stockpile and receive one Resource of your
choice from the Central Stockpile,

If a player controls at least two Cities he/she may trade
with the Free Merchants at a 2:] ratio. (Pay only two of
any one Resource to get one of another Resource),

Example: The Orc player is in dire need of Grain, but has
plenty of fron. Immediately before the Supply Phase, the
Orc player declares that he & trading with the Free
Merchants. He places 12 Iron Resources in the Central
stockpile, and takes 4 Grain Resources in return. (The
player receives a 3:1 trading ratio because he does not
have rwo Cities,)

Trading With Other Players: Players may only trade
with each other if one player plays a “Caravan” card dur-
ing the Wizards Council phase and designates another
player with whom he/she will trade. Those two player
may freely trade any number of Resources between
themselves at any time during the game round.

Note: The “Caravan®™ card is only in effect for one
game round.

5.0 Spells

The Stars of Timorran give their masters great powers.
The leaders of the six races and their Wizards are not
likely to let this power go unused during the great strug-
gle.

On the Player Sheet (on the back page of this booklet),
you will find the Spells that players are able to cast.
Casting Spells helps players win the game, and allow for
interesting strategies and tactics. The more Stars a player
possesses, the stronger his‘her ability to cast Spells.

By casting Spells, players “use” the power from their
Stars. That power retums to the players during the
Wizards Council Phase, when “used™ Stars are “replen-
ished.”

Players indicate “unused” Stars by placing them on their
Home Realms. When Starpower is “used” to cast a Spell,
Stars are removed from the Home Realm and placed in
front of the player. During the Wizards Council phase, all
“used™ Stars are again placed in the Home Realms, indi-
cating that their power is available to cast Spells once
more.

Understanding Spells: There are 14 Spells, each creat-
ing a special effect, as indicated on the Player Sheet.
When a Spell is cast, it has a “Casting Cost,” which is
represented by the number of circles after the name of the
Spell. These circles indicates how much Starpower is
required to cast each Spell.

Spells may only be cast at certain times, varying from
Spell to Spell. Each Spell indicates when it is allowed to
be cast. (For example, you may only cast “The Song of
The Earth” during the Wizards Council Phase.)

A player may cast as many Spells as he/she desires, even
multiple times of one particular Spell, as long as the play-
er has enough Starspower to “use.”

Note: Available Starpower is not relevant to the victory
conditions of the game. A player wins the game if he
possesses five physical Stars during the Wizards
Council phase — used or not. NOTE: Remember that
The Dark One's extra starpower does not count towards



winning the game, — only towards casting spells.

Sample Spell:
The Song Of The Earth COST: *

Add two Grain to your Stockpile.
Cast: During the Wizards Council

The above Spell can only be cast during the Wizards
Council phase. The player who casts this Spell moves one
Star from his‘her Home Realm and places it in front of
him/herself, indicating that the Star has been “used.”
Then the player takes two Grain Resources from the
Central Stockpile and places them in his'her Individual
Stockpile. (If the player has more Stars left on hisher
Home Realm, heshe could cast this Spell again and
obtain even more Grain.,)

Sample Spell:
Word of The Fiery Heart COST: **
Give all friendly units +1 during one
round of battle.
Cast: I dii

Iy before any round

The above Spell can be cast right before any new combar
round begins. This Spell aliows the player to add +1 to
all histher rolls (including the Rout Check) during one
whole combat round. The casting player removes two
Stars from his/her Home Realm and places them in_front
of him/herself, indicating that they have been “used.” If
the player has two additional stars on histher Home
Realm, he/she could immediately cast this Spell again --
thus giving the units +2 during the combat round (+1 for
the first Spell, and an additional +1 for the second Spell).

6.0 Monsters

It is possible, through Action Cards and Spells, to recruit
Monsters to join your Army. In the basic game of BAT-
TLEMIST there are three types of Monsters: the Dragon,
the Firegaunt and the Giant. Their individual statistics are
as follows:

Monster Movement Rout  Kill
Dragon e 3 8
Firegaunts 2 3 7
Giants 2 4 &

Dragons: When dragons are in combat, they roll rwo dice
in battle rather than one. Also, Dragons do not have to
stop their movement when entering forests or mountains.

Firegaunts: If one or more un-Routed Firegaunts partic-
ipate in a battle, the opponent receives a -3 on all his'her
Rout Checks.

Giants: If one or more un-Routed Giants participate in a

battle, the owner receives a +3 on his‘her Rout Checks.
+ Monsters do not require any Supply.

+ Monsters never “control” a Realm. If a player only
occupies a Realm with a Monster, he/she may not add the
Realm Card to histher race. Likewise, Towns and Cities
are destroyed if they are in a Realm inhabited only by a
Monster.

7.0 Losing Your Home Realm

If a player loses his/her Home Realm, he/she has lost the
game, Remove all Army, Hero, Town, City and Monster
Counters owned by that race. The victorious player who
successfully invades another race’s Home Realm takes
the Home Realm card, just like any other Realm Card,
and adds its output to his/her resource income. In addi-
tion, the player takes half (round up) of the defeated play-
er’s Stars, The rest of the Stars are lost and returned to the
Star Pool. Stars that are conquered in this way are always
considered “used,” and may not be used to cast Spells
before the next Wizards Council Phase,

Reminder: Players are never allowed to build
Towns/Cities on a Home Realm.

8.0 Winning The Game

A player wins the game if hefshe is the only player that
starts the “Wizards Council’ phase with FIVE stars, A
player also wins the game if he/she is the last remaining
player on the board. This happens when all other players
have lost their Home Realms and their races are consid-
ered “dead.”

9.0 Questions?

If you have any questions, feel free to send them and a
self-addressed stamped envelope to:

FANTASY FLIGHT GAMES
BATTLEMIST QUESTIONS
1611 Pleasant Street, Suite 310
Lauderdale, MN 55108

You can also look for answers to your questions on our

Web-Site at: angelfire.com/biz/fantasyflight. (Expect an
extensive FAQ to be posted around June 20th, 1998.)
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TWILIGHT IMPERIUM
(T'WO01) $44,95

A 2-0 player game of epic galactic power-
struggle. Take control of one of six power-
ful galactic races and make your way to
Imperial throne by
Warfare, Diploma
progresssion. Utilizes a moveable hexagon
game-board system that insures no two
games are alike. One of the bestselling
hoardgames in 1997,

a combination of Trade,

v, and Technological

‘o Twilight Imperium warps to the stars

| while other sci-fi games still fiddle with the
wheel? (5 stars)

INQUEST magazine, 1997.

{ Available NOW!

BORDERLANDS
(TW02) $16.95

Two more races: The Mentak rouges and
the chamelon Yssaril, more cards, coun-
ters, and rules for Mines, Assassins, ctc.

Available NOW!

DISTANT SUNS
(TW03) $22.95

.| More cards, counters, ‘Empire’s End’ vari-
| ant, ‘Distant Suns’ and ‘Propaganda’ game
inerfaces, rules for Interstellar War, ete.

| Available NOW!

TWILIGHT ARMADA
(TW04) $29.95

Bring your TWILIGHT IMPERTUM
game to 3-I) life with more than 300 plas-
tic miniatures. Cruisers, Dreadnoughts,
Carriers, Fighters, Spacedocks, etc.
Contains enough pieces to support a
1 G-player TT game.

Available NOW!

THE OUTER RIM
(TW05) $24.95

Two more

the tel
mMore ms

PANTASY FLIGHT, INC

An Entertainment Company

1611 Pleasant Street, Suite 310
Landerdale, MN, 55108

Email: Townmail@sprintmail.com
WWW.Angelfire.com/biz/fantasyMight



MAG*BLAST
(TW01) $16.95
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j A fast, furious, space-combat (non-collectible!) card
j g game set in the TWILIGHT IMPERIUM universe.
Protect your flagship while blowing your opponents to
smithereens. A ‘must-have’ for lovers of NAVAL WAR
and LUNCH MONEY. 2-6 players.

Interstellar War has never been so much fun!!

JUNE/JULY 1998

STREAMING SPACE<BA]

GOLFMANIA
(MAD1) $18.95

The colorful, ludicrous card-game of crazy golf! For the
‘Hole' family. Stress is good! Zap vour opponent with
lighting! Watch that gopher! ... and what on earth is...
poodle love?

AVAILABLE NOW

=7 o] NOCTURNUM: LONG SHADES
&' / (CCOI) $19.95 (Licensed from Chaosium, Inc.)

For the CALL OF CTHULHU RPG

A postmodern campaign facing the evil Skr'yth brings

investigators through the urban horror of the LS, across
the deep Atlantic, through Scandinavia, and to the brink
of insanity that awaits at the end of the world.
AVATLABLE NOW!

<oooooooooooooooooo

NOCTURNUM: HOLLOW WINDS (JUN, 98)
NOCTURNUM: DEEP SECRETS (AUG. 98)

REIGNS OF POWER
(RPO1) $54.95
A modern-day, superpower confl
game. Influence mandates in the
e nuclear policy, trade,
terrible conventional war! From the creator

of TWILIGHT IMPERIUM and
BATTLEMIST comes every
lovers Dream-Ganm
SEPTEMBER 1998




PLAY

R S REEE'E REETNEGIE G HEA

Turs Sequence : Orde Rout Check Table HEROES '
1) Wizards Council Phase 1) Rout Check JL 14 SH ID
a) Replenish Starpowers .
HERO i1
b} Draw Action Cards 2) Owerrun Check B
¢) The Council HERO #2 |
3) Archers Fire
#
) Economy Phase = Max. 2 Archers ‘ 22 Bl
a) Harvest Segment - Mo Archers as Casualties
b} Recruitment Segment Monsters ITY/ TOW i
¢) Grey Guild Segment 4) Cavalry Combat |
| | -Max.2 Cavalry | | Uit Movement Rout Kil Town: - Doubles res output
3) Individual Turns Phase | = Must take Cavalry as Casunlties Dragon 3 L 8 - +1 on defensive combat rolls.
a) Quest Segment Firegaunnt 2 3 7 = One recruit possible
b) Movement Segment 5) Front Line Combat Giamt 2 4 [
¢) Battle Segment - Max. 3 Footmen/Monsters | City: Double resource owtput
- One additional vote
4) Supply Phase = +2 addil. on defensive combat rolls
- Three additional recruits pu-.-.ulsk
F This page may be photocopied for personal use only ﬁ
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SONG OF FEAR  * EYES OF THE HAWK
Kill two enemy routed units, of your choice, during a battle in Your Archers may fire dnghlg ﬁlmgi during this
which you participate. battle-round.
Cast: At any Time During a Battle Cast: Before a battle-round begins
SONG OF FIRE  ® EYES OF WINTERS COLD **°
Destroy any two resources from an opponents stockpile Select one Realm: Only half { round down) of the wnits in that realm
Cast: During the Wizards Council may move this turm. (Home Realms may not be selected)
Cast: During the Wizards Council
SONG OF LIFE *
Add two grain to vour Stockpile EYES OF SORROW %ee
Cast: During the Wizards Council Select one realm: That realm produces no resources this tumn.
{Home Realms may not be selected)
3 4 = Cast; During the Wizards Council
SONG OF THE EARTH
Add one Wood or Iron o your stockpile
Cast: During the Wizards Council HAND OF THE SACRED FLAME ****

Roll a Die. On a result of 5 or higher, you may place a
new monster of your choice on your Home Realm.
Cast: During the Wizards Council

WORD OF THE WIND **
Give three units (but not your hero) +1 in
mavement this tum
Cast: Immediately Before vour Movement HAND OF THE VOID ****

Cancel ANY spell that has just been cast.
WORD OF THE SOUL  ** Cast: Immediatly after an opponent has cast a spell
Draw An Action Card
Cast: During the Wizards Council

eens
WORD OF THE FIERY HEART *® Give all freindly units +3 during one round of battle.
Give all freindly units +1 during one round of battle Cast: Immediately before & raund of battle

Cast: Immediately before any battle-round

WORD OF DOMINANCE, **

Cancel any ONE single vote during the Wizards Council
Cast: During the Wizands Council immediatly after

a player has cast his'her voe(s).




