
HOSAR ORDER OF BATTLE
note: heavy armor denoted by black troop type illustration

medium armor by outline, none by gray

Devotees of Hosar

at Timur

at Gunthoz at D’Ansor

at Rabat
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at Lojar
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DEMON ORDER OF BATTLE
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NEUTRAL ORDERS OF BATTLE



Capturing Characters
- higher roll (1 die) to capture
- equal roll halts character
- character roll -2 in enemy fortress hex
- roll +1 if stronger magic power in hex

Phase Procedure
(Hosar phase first)
(1) Unit Movement
(2) Invocation
(3) Battles
(4) Sieges
(5) Alliances

Battle Round Procedure
(a) Commit Reserves
(b) Battle Magic
(c) Missile Fire
(d) Melee Combat
(e) Withdrawal Option

Battle Notes

   Missile Fire
 roll value or less with 2 dice to hit
 missile value modifiers:
 +1 target has no armor
 -1 target has heavy armor

   Melee Combat
 roll value or less with 2 dice to hit
 melee value modifiers:
 +1 attacker has superior armor
 +? army leadership bonus

   Morale Check (for each hit)
 roll value or less with 1 die to save
 maximum morale value is 6
 morale modifiers:
 +? army leadership bonus
 -1 hit by battle magic missile

Characters (unit destroyed/routed)
roll 1 die if unit with them destroyed/routed
1,2 character killed
3 character routs
4,5,6 character unharmed, redeploy

Siege Dice Roll Modifiers
+1 greatest successful siege magic
+1 highest army leadership
+1 *castle (except Lyung) besieged
+1 *5th or later phase of siege
-1 *1st phase of siege
-1 *Lyung besieged without air superiority
* applies to besieger only

Alliance Results
1 becomes permanent ally
2,3 becomes semi-permanent ally
4 no effect
5 myth, does not exist
6 becomes semi-permanent ally to the enemy

Magic Success & Failure
- Battle magic successful, missiles use magic power to hit
- Invocations use magic power or less to succeed
- Siege magic roll 1 die, need 1-5 to succeed
- Special Spells (2-3 power) roll 1 die, need 1-5 to succeed
- Special Spells (4-5 power) roll 1 die, need 1-4 to succeed
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Assault Resolution Investment Resolution

SIEGE RESOLUTION TABLES

Semi-Permanent Alliance Check
1 becomes permanent ally
2,3,4 no effect, remain semi-permanent ally
5 becomes neutral
6 becomes semi-permanent ally to the enemy



1

11

21

31

41

2

12

22

32

42

3

13

23

33

43

4

14

24

34

44

5

15

25

35

45

6

16

26

36

46

7

17

27

37

47

8

18

28

38

48

9

19

29

39

49

10

20

30

40

50

each player uses victory points marker to indicate number of victory points accumulated on this track

Movement Mode

ne = no effect  x = movement prohibited

TERRAIN CHART

Terrain Type
Open Countryside (green)
Steppe (green & brown)
Desert (yellow)
Hills (red-brown
Mountains (dark brown)
Alps (white)
Forest (dark green)

Swamp (blue green)
River (blue hexside)

River Ford (white crossing)

River Bridge
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Special Effects in Battles
no effect

F mode unit melee values (-1)
F mode unit melee values(-1)

C mode unit melee values  (-1)
heavy armor unit melee values  (-1)

battles prohibited in alps
all units missile values (-1)

C & W mode unit melee values (-1)
F & C mode missile & melee values (-1)

heavy armor unit melee values (-1)
if  moved into battle via river hexside

*heavy armor unit melee values (-1)
if  moved into battle via river hexside

*heavy armor unit melee values (-1)
if moved into battle via river hexside

battles prohibited in lakes
no effect

defender may force siege situation to avoid battle
no effect

*First unit deployed by phasing player is crossing by ford and bridge and ignores battle penlaties even if in heavy armor

**If battle size six (6) or less, road adds one (+1) to battle size; if battle size seven (7) or more road has no effect

VICTORY POINTS CHART




