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Nimbur, the jewel of Volturna and largest city on that continent, is so old that its 
foundations actually pre-date the birth of Mankind. Populated by the aloof and enigmatic 
race of Aetherions, it possesses the largest library in the world. Conquered during the 
Blessed Age by Halodynes, Nimburia was forced to endure a 1,700 year occupation which 
altered it in fundamental ways. The Aetherions during that time were suffering the infertility 
curse placed on them by the Asrae gods, and with the conquest by humans a caste of mixed 
Aetherions and Mortals inevitably developed. During the occupation, cabals of Aetherions 
worshipping the Dawn Gods went underground. These inscrutable deities were the creators 
of the Aetherion race, dwelling in the outer planes. Over a period of four thousand years 
the mystic priests healed and reinvigorated the Dawn Gods by channeling Keraunoi energy 
- raw reality. 

As the Halodynes’ Threxian Empire peaked and declined, the Aetherions patiently waited 
through 23 incarnations of the phoenix Corpse-King, and when the Halodyne temple cult 
of Aesys later seized the collapsed chunk of the empire and ruled the land, the Aetherions 
bided their time. The millennia passed but for the immortal Aetherions, 4,000 years was but 
a single chapter in the history of their great city. The miraculous birth of a child to the 
deposed imperial family heralded a new chapter which began with the Night of Poisoned 
Daggers when the pure-blood Aetherions rose up and assassinated the entire Halodyne 
patriarch’s family together with most of the temple priesthoods. A new hierarchy fell into 
place, with pure-blood Aetherions as rulers, hybrid Mortherions forming the middle class, 
and Mortals constituting the under-class. The combined armies of the resurgent Golden 
Kingdom now march relentlessly westward, crushing everything the Halodynes can throw 
at them. 



chapter i

Introduction



C
hapter I - Introduction

GODSLAYER®    Rise of Legends

Welcome to Godslayer®

Well done, you made it! You got your hands on the avant-
garde game system which we are confident sets a new 
benchmark for the tabletop gaming hobby!

As you browse through the following pages you are 
embarking on a blood-spattered quest through the hazardous 
and exotic world of Calydorn!

After fifteen years of miniatures gaming ourselves, we felt 
compelled to design a new rules system and accompanying 
gaming universe, and thus GODSLAYER® was born.

At this moment you might ask yourself “Does the world 
really need another miniatures game?” - YES, it certainly 
does!

We found no other game satisfied us in terms of both ease of 
play, tactical challenge and authenticity, and so the creation of 
GODSLAYER® became a quest for that holy grail of game-
design - the perfect combination of realism and playability.

Now, after four years of relentless scribbling by candlelight 
and quill, locked within the dungeons of our own obsession, 
and after countless hours of play-testing by our rabid team 
of devotees to the god of perfectionism, we are maniacally 
happy to unleash upon an unsuspecting world these tomes of 
mythic mayhem! 

After playing a few games we hope you agree with us that 
GODSLAYER® has reached a new pinnacle in game design! 

But do not take our word for it - grab your dice and miniatures 
and leap into the game. We sincerely hope you have as much 
fun as we have!

What is Godslayer®?

the game
Set in a rich and detailed fantasy universe named Calydorn, 

GODSLAYER® is a fast and tactically challenging tabletop 
skirmish game played with highly detailed metal miniatures. 

The game is designed for two or more players and offers 
a totally new gaming experience with many aspects never 
before seen.

In the world of Calydorn it is common for charismatic or 
brawny leaders to attract loyal troops, heroic individuals, and 
terrifying creatures to their cause - be it noble or nefarious. 

As a skirmish game GODSLAYER® allows players to field 
a group of warriors in combat engagements. These so called 
warbands represent hunting parties, scouting forces, raiders 
or simply bands of adventurers, mercenaries, or bandits, etc.

The game places you in the role of a warlord, allowing you 
to create your own individual warband based on a versatile 
system of model and item selection.

Great care was taken to ensure that the rules system offers 
a new level of realistic miniature behavior. A unique system 
of action and resource management allows fast and logical 
game-play, while retaining core rules which are simple and 
memorable, allowing you to learn them rapidly. 

To keep players continuously challenged, each model 
has been provided with individual rules that result in a vast 
multitude of devious and deadly combinations embedded 
within the system, providing a rich resource for developing 
new tactics to win upcoming battles.

8
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the world
GODSLAYER® revolves around the grim world of 

Calydorn, upon which numerous factions wage war for the 
very survival of their cultures and species, where individuals 
undertake heroic or diabolic quests to acquire unto themselves 
godlike powers.

Where once gleamed the glorious nations of the Golden Age 
now sit the ruins of the Darklands - regions where creatures 
of shadow, cursed races, and demons hold sway, their hordes 
relentlessly pounding the walls of crumbling civilizations.

The history of Calydorn is painted with the blood of countless 
fallen cultures, and its denizens are only now beginning to re-
discover some of the world’s more eldritch secrets.

Ghorn - the central continent - has become the furnace of the 
gods, wherein deities forge the spirits of the boldest mortals 
into merciless mages and brutal warriors - fitting heroes for 
the current age, striving against hope to avert the holocaust of 
the Omegalypse.

The most exceptional characters manage to increase their 
powers through heroic deeds, mystic rituals, and the patronage 
of divine, demonic, or elemental entities. Some even follow 
the path of the Godquester, seeking out the Celestial Vortexes 
and consuming the encapsulated anima - the essence of a dead 
goddess - in order to attain the status of a demigod. A select 
few even undergo apotheosis, ascending to take their place 
among one of the divine pantheons.

All such heroes of legend began their careers as leaders of 
warbands, fighting countless battles - just as you will soon 
fight!

As you will discover, the world of GODSLAYER® is a rich 
tapestry on which to weave the heroic quests and sagas of your 
warbands; and on the brutal world of Calydorn thousands of 
such warbands seek glory or infamy, or simply strive to amass 
power and wealth in spoils and magical artifacts. 

Now is the time for you to prove yourself worthy, leading 
your warband to its bloody destiny!

a game overview
Before we bombard you with all the detailed rules of 

GODSLAYER®, we would like to give you an overview of 
how a typical game of GODSLAYER® runs so that you have 
a broad picture before learning the detailed game mechanics. 

Two players face each other over a model battlefield, each 
of them controlling a warband of different models which are 
composed before the game according to a points system that 
balances the opposing forces. Some models are individuals; 
some operate in groups (which are called units). 

The game is divided into six or more rounds. In each round, 
players take alternating turns to activate some of their models. 
Activated models may do such things as move, shoot, fight, 
cast spells and use tactics.

All actions are regulated by a system of action tokens, 
whereby every model has a specific number of action tokens 
at the start of its turn, and each action they perform uses up a 
certain number of tokens. This system is a natural and realistic 
way of managing your warband’s actions during each round 
and is one of the core systems of the game.

In GODSLAYER® there are no artificial turn sequences, and 
due to the constant turnabout play, the game has an immediacy 
and flow which other games may lack. The order in which a 
model performs its actions is basically open to the player’s 
choice, making the game very realistic and flexible.

Statistics represent the fighting skills, the armor, the 
determination, etc. of each model, and are listed on profile 
cards which are included with each model. These statistics 
are used in conjunction with dice rolls to determine if actions 
such as fighting or shooting are successful. Often the result 
is compared against an opponent’s statistic or roll. Luck 
plays a part, and so managing probabilities is a key factor, 
but GODSLAYER® is primarily a tactical game where even a 
streak of bad luck can be outweighed by clever play. 

Each type of model has a unique combination of abilities and 
tactics which are special rules that translate the character of 
the model into game mechanics. In addition, some individual 
models are able to order tactics to other models, making the 
game even more strategic.

The winner of the game is normally determined by 
comparing what we call “kill points”. Each player will earn 
a certain amount of kill points during the game and the one 
who has the most at the end of the game, is the victor! Special 
scenarios introduce additional victory conditions and provide 
new strategic challenges.

About These Books

To provide you with a short overview of these two tomes 
and our recommendations of how to get the most out of them, 
the following is a short introduction about their contents.

content
The two books of GODSLAYER® - Rise of Legends not 

only deal with all the rules needed for game-play, but also act 
as a sourcebook for GODSLAYER®.

For ease of gaming we have separated the rules and the 
background material and that´s why you get two books.

9
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The rulebook of course covers everything you need to know 
to compose your warbands and lead them into battle. Here 
you will learn your tactical options and how to defeat your 
opponents and it also contains scenarios, multiplayer rules, 
tips on how to paint your miniatures, build terrain, and advice 
on how to get the most from your hobby. With this information 
you can recreate the dark and beautiful world of Calydorn on 
your tabletop gaming board.

The background book will provide you with detailed 
information about Calydorn - the focus of the Seven Worlds, 
and home of mortals - which has 50,000 years of history that 
has shaped the world into the darkly exotic and lethally vibrant 
place it is today. This tome contains a detailed background 
of each of the six main factions on the central continent of 
Ghorn, each of which represents a unique empire or culture.

usage
To ensure easy comprehension of the rules, all topics have 

been placed in the most logical order possible. Nevertheless, it 
was occasionally unavoidable to foreshadow elements which 
will be explained at a later point. In such cases, the element 
previously not detailed will be written in red, bold italics, with 
the page of its later explanation noted in brackets.

Reading and memorizing the rulebook is not necessary 
before beginning to play!

A lot of the material contained within these pages is primarily 
for reference and amusement, and most of the game-relevant 
statistics and special rules are to be found on the Profile Cards 
(page 15), supplied with each model, for easy reference, so you 
will not need to constantly refer to the rulebook.

If you possess a copy of the Quick-Start Rules (which come 
as a printed version with each of the introductory boxed starter 
sets of each faction and can be downloaded from our website 
www.megalith-games.com for free), we would recommend 
you read the Quick-Start Rules first! After a few games you 
will have mastered the fundamentals of the rules, and should 
then take your time to read the complete core rules.

Further gaming will allow you to master the tactics and 
abilities of your chosen faction and gain an insight into the 
capabilities of other factions. At that point you may want to 
continue exploring the world of Calydorn in more detail on 
the Megalith Games website (www.megalith-games.com).

If at times you find it difficult to grasp a rule or have problems 
remembering everything, we suggest you keep a few models 
to hand and play-test what is written as you go along.

NOTE

If you learned the basics of GODSLAYER® with the Quick-
Start Rules, we strongly recommend you still read the core 
rules section in its entirety, even though some parts might 
seem familiar. This is because there are additional details for 
many of the rules which you should take note of that are 
not covered in the Quick-Start Rules.

future books and products
GODSLAYER® allows an immersive experience, starting 

with the very first game, and increases in enjoyment the 
deeper you go!

In order to support GODSLAYER® players, additional 
books will be released, extending the game with various new 
miniatures, additional rules, and background information 
about the world of Calydorn and its inhabitants.

GODSLAYER®    Rise of Legends10
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Thorbjörn saw them first; they were Wyldfolk for sure, dressed in leather and scale armor 
and walking around like they owned the whole forest. Didn’t they know the Skannfyrd 
claimed this land now? And next year we would push the border still further south. It seemed 
to me that the “wild” had gone out of the “Wyldfolk” for they buckled beneath the fury of 
the Skannfyrd. We rushed them and then I almost lost my head due to my arrogant folly. 
These were no tribal yokels, they were the Wyldfolk’s elite Cromlech Guard, and they had a 
Druid with them. Still, we had greater numbers and in the end Nordgaard Steel won the day 
but the Druid slipped away. Gunnar tortured one of the survivors to find out what the hell 
they were doing so deep inside our lands. Apparently they had come to visit one of their big 
stones. What a thing to die for, I thought to myself. I would die for gold, I would die for a 
woman and I might even die for the gods if I was in a good mood, but for a big stone stuck in 
the ground, I think not. Damn strange people the Wyldfolk. Just then there was a crackling 
sound from the edge of the trees, and I remembered the druid. Beneath the snowdrift I could 
now make out a buried megalith which the druid was hurriedly uncovering. Then there was 
a burst of brilliant light and the next thing I knew I was back in my village nursing three 
broken bones and hands that looked like roasted boar meat. Although I lost an eye, I had 
gained something - a healthy respect for big stones.
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How to get Started

If you are new to tabletop games, you should find the 
following sections a helpful introduction to starting your 
hobby. Experienced gamers will likely already be familiar 
with these concepts.

game requirements
In order to start playing GODSLAYER®, you will need 

several things - firstly you will need a copy of this rulebook or 
the Quick-Start Rules.

Secondly you will also need miniatures. The best way to 
begin is to buy one of the starter boxes of the faction which 
appeals to you most. You can choose starter boxes from six 
different factions, each of which contains an adequate number 
of models to play smaller games, as well as a copy of the Quick- 
Start Rules which allow you to start gaming immediately.

Finally, you will also need a tape measure showing inches, 
some 6-sided dice, and a table or board to play on.

Equipment

Below we discuss each of the components necessary to play 
in more detail.

miniatures
Fundamentally, GODSLAYER® is a game of miniatures, 

each of which represents a specific individual on the 
battlefield.

Each of the factions of GODSLAYER® has a wide range 
of miniatures and will be continuously supported with new 
models.

How many models do I need?
To start with, we recommend you purchase a starter box 

which contains around 5-8 miniatures including a warlord to 
lead your warband.

Additional models provide you with greater tactical 
flexibility and the novelty of using a great variety of interesting 
options. In time you will probably wish to expand your force 
in order to play larger games or to vary your tactics.

Calydorn is a world of brooding heroes and malevolent 
villains, whose individual actions have profound effects upon 
reality, so vast armies of miniatures are not required to have a 
challenging and fun game! 

Which Faction should I chose?
Each faction has a different style of play required to gain the 

greatest advantage from its particular benefits. Some factions 
are stronger with hit-and-run shooting or war-machines and 
some can call on horrifying monsters, while others excel in 
close combat tactics or delivering brute force. Nevertheless, 
all the factions are balanced, and have equal chances to 
triumph over their enemies.

Since you can only use models that belong to the same 
faction in a warband, you might want to flip through the 
“Factions” section of this book ( page 121- page 229), to get a  
basic feel for style of each faction. To begin with, we 
recommend you simply purchase a starter box with the models 
which attract you the most!

dice
During adventures and times of war, not everything works 

out as planned, and so many of the actions of GODSLAYER® 
require a dice roll to determine if the action can be successfully 
accomplished.

GODSLAYER® uses two different types of dice divided into 
the following categories:

Standard Dice (D6)
These are regular six-sided dice, displaying numbers from 

1 to 6. For game terms we refer to them as D6. When rolling 
multiple dice and adding their totals, we use a notation of a 
number followed by “D6”. For example 2D6 means two six-
sided dice should be rolled and their totals added together. 

Effect Dice (D3)
Effect dice are six sided dice displaying numbers from 1 to 

3. Each number is displayed two times to give equal chances 
of rolling one of the numbers. For game terms we refer to 
them as D3.

If you do not possess a D3, you can simply use a D6 and 
define it as follows:

D6 Dice Roll D3 Result
1 or 2 1
3 or 4 2
5 or 6 3

tape measure
In order to measure movement and other game-relevant 

distances, you will need a tape measure showing inches.

You can obtain such a tape measure at any good gaming 
hobby stores or from most tool or DIY / Home-Improvement 
stores.

GODSLAYER®    Rise of Legends14
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profile cards
Profile cards simplify keeping track of a model’s statistics 

and special rules, and each model or unit has its own profile 
card or cards which come packed together with the miniature. 

Better keep these cards in a safe place; you will need them to 
play the game efficiently. If you should lose or destroy a card 
by mistake, you can order new ones at the Megalith Games 
online store: www.megalith-games.com

card protectors and non-permanent 
markers
To use the profile cards most effectively, you should slip 

them into transparent card protectors so that different things 
on the card can be marked.

Since the cards are manufactured with a plastic film cover, 
it would be possible to mark things on the cards directly with 
a non-permanent marker, but to ensure a longer life-time 
of the card itself it is recommended to use transparent card 
protectors and mark the protector with an erasable marker 
(non-permanent marker).

Card protectors and non-permanent markers can be bought 
at any good gaming hobby shops, while markers are also 
available at most art stores or stationary suppliers.

battlefield
GODSLAYER® is played on what we refer to as a battlefield, 

so you will minimally need a flat surface such as a table.

We recommend using a battlefield of 48 inches width and 
48 inches length for playing games with two to four people 
of an average game size but you also have the option to play 
your games on a bigger table of 48 inches width and 72 inches 
in length.

For larger games and games with more than 4 people we 
definitely recommend a battlefield of 48 inches width, and 72 
inches length.

For regular gaming, it is a good idea to get yourself wooden 
or polystyrene boards, or a model grass mat, as explained later 
in the section on “Building Terrain” (page 233).

To add more excitement and attractiveness to the battlefield 
you should use terrain such as hills, trees and buildings which 
can be bought from professional hobby shops and good games 
and model stores or can be custom-made by enthusiasts who 
have a little time and some creative drive.

Further details on creating your own battlefield terrain are 
also found in the section “Building Terrain” (page 233).

paints
Even though paints are not strictly required for the game, we 

strongly recommend players to paint their miniatures, since 
this increases the enjoyment of the game and displays your 
individual model designs and color schemes!

There are a number of firms producing professional acrylic 
paints designed especially for miniatures gaming which can 
be found in most hobby stores and art shops. We recommend 
players to use Vallejo paints for their miniatures, because 
Vallejo has a great pallet of top-quality acrylic colours which 
will bring out the best in your miniatures!

For tips and techniques on how to paint your miniatures, 
please have a look at the chapter “Painting Miniatures” on 
page 230.

an opponent
You can spend a lot of time discovering the world of Calydorn 

by reading background information in our publications or on 
the GODSLAYER® website.

You could also immerse yourself in planning new tactics 
and warbands, painting miniatures and building terrain, but 
the hobby all comes together when playing the game against 
a worthy opponent!

Where do I find other Players?
The easiest way is usually to enquire at your local hobby or 

games store stocking GODSLAYER®. Many such shops have 
gaming days and groups of like-minded players who like to 
meet, and who welcome other players!

You could also access the forums on the GODSLAYER® 
website (www.megalith-games.com) where you will meet 
lots of other players from around the world, or you could visit 
local tournaments.

GODSLAYER®    Rise of Legends 15
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Game Conventions

To assure a general fairness throughout a game of 
GODSLAYER®, there are two major game conventions to be 
followed by every player.

dividing and rounding
At times during the game a statistic or dice roll may become 

modified. Where this results in a half number, always round 
up. 

Example: When using a D6 to determine the roll of a D3 you 
just half the result of the D6 and round it up. Let us assume 
the D6 role shows a 3. Halving the 3 gives you 1,5 which 
rounded up results in a 2. The value of the role would then be 
assumed to be 2. 

disclosure 
Nearly all of the information about every model in the game 

is assumed to be available to all players, therefore anytime an 
opponent asks about specific model information or statistics 
you should give him this information or simply allow him to 
take a closer look at the profile cards of your miniatures.

Rules Conventions

There are a few simple conventions to be understood to 
ensure that all players interpret the rules in the same way and 
to prevent misunderstandings and endless rules discussions 
during a game.

understanding rules 
We endeavoured to ensure that every rule is written simply, 

briefly and precisely, leaving no room for other interpretations 
than their exact meaning. Everything explained in a rule 
description should be played exactly as it is stated!

If something is not mentioned, it does not apply, and you 
should not assume it to mean something other than what it is 
written.

It will be clearly stated in the rule explanation every time 
there is an exception to a rule.

rules priority
The rules inside this book form the fundamental rules of 

GODSLAYER®, which is why we call them the “core rules”.

Each model also has specific, additional rules in the form of 
abilities and tactics which we refer to as Special Rules. 

Special rules consist of the following:

• Tactics
• Abilities (including sub-faction abilities)
• Weapon Abilities
• Items (including all spells)
• Special Talents

In the course of play you will find that some of this book’s 
core rules and some model’s special rules will be modified in 
some way as a result of effects or other situations.

 Therefore we have made up two easy rules to establish rules 
priority:

• Special rules that extend or alter the core rules always 
overrule the core rules. 

• Special rules can never overrule other special rules 
except where it is clearly stated.

Example: A Banebrood Ursapine is a scary creature the size 
of a giant bear and covered in poisonous pines. The Ursapine 
model has the ability Fear, requiring enemy models within 
melee range of it to make a Fear test or suffer a penalty on 
their MEL statistic. The opponent has a unit of Wyldfolk of 
Annyr Cromlech Guard within melee range of the Ursapine. 
The Cromlech Guard have the ability Sacred Oaths which has 
the special rule “The Cromlech Guard are not required to take 
Fear tests due to Fear-causing enemy models but must test for 
Fear against Horror-causing enemy models.” So we have two 
special rules at work here. In this case the special rule Sacred 
Oaths takes priority because its text clearly describes that it 
overrules the Ursapine’s Fear special rule, while conversely, 
the Ursapine’s special rule Fear does not say it overrules the 
other special rule Sacred Oaths.

resolving rules issues
In the case that players have different opinions about a rule 

or a special game situation, you should look up the exact rule 
or situation in the rulebook. If this takes too much time to 
clarify, then let the fates of Calydorn decide.

Both players roll a die, and the one who scores higher wins 
the decision.

GODSLAYER®    Rise of Legends16



C
ha

pt
er

 I
I 

- 
G

am
e 

O
ve

rv
ie

w

17



We knew our sleigh would never reach the Runewall in time, and so we made our stand in 
one of the many ruined cities of the ancient Jotuns. The Trolloth completely encircled 
us but the presence of the Old Gods was strong in that place and the Earth-magic of the 
Warsmith Grogni Svarthammer awakened the Earthlords. As he pounded the ground the 
tremors knocked down all of the Ironhide Brutes, and we made great slaughter. But that was 
in my younger days. I heard recently that the Trolloth still call that place “Deathquake 
Valley”, even 400 years later.
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Types of Models

The world of Calydorn is populated with numerous races 
such as Humans, Dwarves, Ogres and Trolls, as well as many 
monstrous creatures such as Giants, Hydras and Minotaurs.

In GODSLAYER® you will have the opportunity to field a 
vast variety of models representing these races. Each one is 
designed for a specific type of role in the game and each has 
its own special rules and limitations. 

warbands
The different types of models a player uses in a given game 

of GODSLAYER® are referred to as a Warband.

The warbands in GODSLAYER® consist of different model 
types which can be selected in many different combinations 
for each new game.

models & units
Before examining the different types of models it is important 

that we define our terms, and the difference between two main 
categories:

• Individual models
• Unit models

Individual Models refer to any single model that is not 
fielded as part of a unit, including such models as warlords, 
characters, and creatures.

A Unit Model always refers to a model that is fielded as 
part of a unit. A unit is therefore a special collection of unit 
models.

When the term “model” is used, it refers to both individual 
models and unit models. 

NOTE

Speaking of a unit always refers to all models within a 
specific unit.

model affiliation
You will find that within the rules we talk about three 

different categories of model affiliations:

• Friendly models
• Enemy models
• Allied models

Friendly Models are all models that belong to the same 
warband of one player, while Enemy Models are all models 
of the opposing player/s.

Allied Models are models that do not belong to the same 
warband and are not of the same faction but are controlled by 
another player fighting in the same team, e.g. in a multiplayer 
game with more than two players.

NOTE

If players of the same team control models of the same 
faction, those players treat each other’s models as friendly 
models.

warlords

Warlords are leaders who come in the form of a skilled 
warrior, a powerful mage, a deadly hunter or something more 
exotic such as a beast-master, a noble, or a godquester.

Each warlord represents a unique individual with powerful 
abilities and tactics which allow them to support their warband, 
making them the most tactical model in the warband.
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Nevertheless, in GODSLAYER® a warlord is not game-
winning alone and should always be used intelligently in 
concert with other models.

The warlord is always the leader of a warband and may only 
be included once per warband in regular-sized games. In large 
games, two or more warlords may be taken, but one of them 
always counts as the warband leader.

characters

Characters represent uncommon individuals such as 
sorcerers, bards, assassins, etc. who join warbands out of 
honor, duty, or for the right amount of gold.

A character is a well-skilled individual, and although its 
statistics, abilities and tactics cannot compete with those of a 
warlord, it should nevertheless not be underestimated.

units
A Unit is a group of warriors who fight in formation and are 

equipped and trained in the same way. Other models which 
are not members of a particular unit are not permitted to join 
it.

In most cases, units form the greater part and the solid 
backbone of the warband. They represent the standard troops 
most readily available on Calydorn. They can be military 
units, a band of hunters, a scouting party, a troop of gladiators, 
etc. When played efficiently, a unit on its own can be a deadly 
opponent even though their range of abilities and tactics is 
limited.

Nevertheless, the true strength of units comes to the fore 
when they are supported by characters and warlords.

A unit always consists of a unit core and may be extended 
by a specific amount of further unit models which we refer to 
as troopers.

NOTE

We recommend that you mark the bases of each unit 
member with a specific number corresponding with ones on 
the health-bar columns (page 25) shown on the unit’s profile 
card. Each column then represents the health of one specific 
model on the table.

creatures
Creatures are monstrous beasts, tamed animals, giants or 

anything else of tremendous size or particularly bestial nature. 
Sabre-tooth tigers, cyclopses, cerberoi and giant wolves are a 
few of the deadly monstrous perils of Calydorn.

These beasts are commonly not trained in tactics, but may 
have primitive instincts and inherited traits which allow them 
to perform special actions. They are mighty foes capable of 
causing devastating damage and putting enemies to rout.

Creatures balance their lack of armor with great stamina and 
an enormous durability, enabling them to withstand even the 
heaviest blows. Although hard to kill, they are not invincible, 
and a good tactician uses them prudently.
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war-machines

War-Machines are destructive and powerful devices, 
including such things as catapults, magical monoliths and 
other objects of great power.

These are uncommon and expensive contraptions in the 
world of Calydorn and are also often difficult to transport long 
distances which is why most warbands will have few of them.

Most of these feared devices are carried or led into battle by 
a crew which handles and protects them at all costs.

attachments
Some models are very specialized in their role on the 

battlefield and are dedicated to supporting a particular model 
or unit. These models are referred to as Attachments.

Attachments can be such diverse things as magical familiars, 
hunting hounds or a revered military standard.

Attachments will indicate in their profile card title whether 
they belong to a warlord, a character, a unit, etc. For example, 
an attachment listed as “unit attachment” can only be attached 
to units.

The role of attachments is to support individual models or 
units in a very specific way, affecting only the unit or model 
type for which they are designed.

Attachments each have a special Deployment Limit (page 
29). You may only field as many attachments as there are 
models/units they can be attached to. Attachments may never 
be fielded alone and must always be attached to the specific 
type of model/unit they belong to.

No model or unit may have more than one attachment of the 
same type attached to it.

Example: A Sacred Familiar, which is classified as a 
spellcaster attachment may only be fielded if you have a spell-
caster model in your warband which the Sacred Familiar 
is then attached to. If you have several spellcaster models 
fielded in your warband, you may field one Sacred Familiar 
for each spellcaster, and each Sacred Familiar is designated 
as attached each to a different spellcaster.

NOTE

An attachment classified as an “individual model 
attachment” may only be attached to a model which is 
classified as an individual model, not to a unit model.

spellcasters
Some individuals on Calydorn are able to unleash destructive 

magic such as turning armor to rust, incinerating enemies, 
reanimating undead or causing horrific mutations. Others can 
heal wounds and protect comrades from bow-fire or inspire 
them.

In addition to their regular model type, models which may 
use magic are always referred to as Spellcasters. and can be 
any of the model types mentioned before. For example, the 
Halodyne Oracle is both a warlord and a spellcaster.
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Model Profiles

In order to represent the differing strengths and weaknesses 
of troops and heroes of the nations of Calydorn, each model 
possesses various statistics and attributes. In this way, a 
brutish Trolloth warrior and a morbid necromancer have 
very meaningful differences in terms of game mechanics and 
effects.

The following section explains the standard Profile used to 
define all models.

statistics
You would expect a great warrior hero, such as a Mortan 

Centurion, to perform better than his lowly legionnaire 
subordinates, and a model’s Statistics are there to represent 
such differences. 

The most obvious and the most often used part of the profile 
is the statistics section, which represents the physical and 
mental attributes of each model; the higher the number, the 
better the attribute.

The statistics of a model are divided into its Basic Statistics 
(page 23), Weapon Statistics (page 24), and Shield Statistics 
(page 25).

All models covered by this rulebook have their full 
profiles listed within the faction chapters (page 121- page 229)  
as well as on the profile cards included in the package of the 
model.

profile cards
The Profile Card of a model displays all its necessary 

statistics and rules in one handy place, which speeds game-
play considerably.

They are an essential tool to which you can refer at any 
time, and are also used to track the Health Level (page 25) of 
your models. All profile cards are designed in a similar format 
which differs only in the faction specific colors and details.

general characteristics

Name
Shows the name of the individual model or unit for clear 

identification. In the example profile card shown, this would 
be “Valkyrie”.

Type
Specifies the type of the model such as warlord, character, 

spellcaster, unit etc. and also indicates a special model 
classification such as infantry or cavalry (which will be 
explained later on page 92). In the example profile card this 
would be “Cavalry Character”.

Faction
The faction represents the culture or race the model or unit 

belongs to. The profile card of the Valkyrie shows that she 
belongs to the “Nordgaard” faction.

Sub-faction
Each faction is further divided into sub-factions representing 

major parts of that faction’s society. The Valkyrie is part of the 
“Skannfyrd Sub-Faction”.

basic statistics

Movement (MOV)
This value indicates the speed of a model expressed as 

an amount of inches it may move each time it performs a 
movement action.

Melee (MEL)
The melee skill refers to a model’s offensive close-combat 

abilities.

Missile (MIS)
The missile skill refers to a model’s missile-combat abilities.

Magic (MAG)
The magic skill refers to a model’s skill in casting spells and 

its resistance to spells cast against it.

Defense (DEF)
The defense stat represents how skilled a model is in 

avoiding being hit by enemy missile and close-combat 
attacks, by either dodging or parrying etc.
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Armor (ARM)
The armor value indicates how hard it is to wound a model. 

It represents a specific type of armor but also incorporates 
such factors as toughness, stamina, scales, exoskeletons, etc.

Leadership (LEAD)
The leadership value is an indicator of the model’s morale, 

discipline and willpower. 

Action Tokens (ACT)
This statistic indicates the number of action tokens a model 

generates each round and therefore the number of actions it 
may perform per round.

abilities

Besides statistics a model will usually have specific abilities 
which provide it with unique powers that remain active during 
the entire game.

Abilities have no further characteristics than their name 
which is used to identify the ability.

The effects of these abilities differ widely, and they will be 
individually explained in detail on the back of each model’s 
profile card as well as in the model’s description in this book.

tactics

Most of the models also have tactics available that they 
can use to perform special actions during the game. Unlike 
abilities, tactics must be activated to be used. The effects of 
these tactics will be individually explained in detail on each 
model’s profile card as well as in the model’s description in 
this book.

Tactics enable a model’s unique nature to be represented 
within the game. For example, Halodyne Hoplites can form 
a phalanx providing them a great boost to their defense and 
armor; a Banelord may bellow to prevent enemy models 
hearing orders, a unit of Annyr Bladeslingers may load their 
slings with the nests of red hornets, etc. The possibilities to 
create dramatic action scenes are vast! 

Tactics possess the following specific characteristics:

Tactic
The name of the tactic for clear identification.

Tactic Type (TYPE)
This shows whether the tactic is used on the model/unit 

itself (Self), or ordered to another model (Model), or ordered 
to a unit (Unit), or used directly against an enemy model/unit 
(Enemy).

Action Tokens (ACT)
The cost in action tokens which must be spent to perform 

the tactic.

special talents

Some models have special talents - usually magical in 
nature - affecting friendly or enemy units in a similar way that 
spells or tactics do. These special talents include such things 
as magical auras, resurrection of dead warband members, 
providing magical potions to troops, singing enchanting 
songs, etc. 

Special Talents are represented by a box that shows their 
name and usually a separate box that is related to the special 
talent and which possesses the following three characteristics:

Talent
Name of the special talent for clear identification. In the case 

of the Valkyrie that would be “Prayer”.

Special Talent Type (TYPE)
This shows if the special talent is used on the model/unit 

itself (Self), on another model (Model), on a unit (Unit) or 
exclusively on an enemy model/unit (Enemy).

Action Tokens (ACT)
The action tokens cost to be spent to perform the talent.

weapon statistics

Most models are equipped with at least one weapon, be it 
a melee or a missile weapon, while some models might even 
have a choice of weapons or have two weapons they can use 
simultaneously.

Some weapons also list two or more possible types of 
attacks which will differ in their statistics. This represents for 
example, a great sword that can be used for quick stabbing 
attacks or for heavy smashing attacks.

A weapon possesses the following specific characteristics:

Weapon
Shows the name of the weapon for its clear identification.

Weapon Type (TYPE)
This shows whether the weapon is a melee (MEL), missile 

(MIS) or magic (MAG) weapon.

Action Tokens (ACT)
Indicates the amount of action tokens required to make an 

attack with the weapon.

Range (RNG)
The range indicates the maximum distance within which the 

weapon is effective.

Power (POW)
Indicates the basic damage a weapon inflicts when it hits.

Weapon Abilities

Shows special effects which apply when this weapon is 
used. A weapon ability always belongs exclusively to the 
weapon/attack under which it is directly listed! It will also 
be marked with a * or sometimes ** to show which weapon 
ability belongs to which weapon attack.

NOTE

Several special rules refer to a model’s basic statistics. 
Basic statistics never include the weapon or shield statistics 
of a model except where this is clearly stated under the 
special rules description.24
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shield statistics

Some models are equipped with shields which provide them 
with additional protection from enemy attacks by increasing 
their defense, armor or both.

Shields possess the following specific characteristics:

Name
The name of the shield is used for its clear identification.

Defense (DEF)
Indicates the defense bonus a shield provides.

Armor (ARM)
Indicates the armor bonus a shield provides.

Shield Abilities
Shows special effects that apply when this shield is used. A 

shield-ability always belongs to the shield under which it is 
directly listed.

The defense and armor statistic of a shield are already 
calculated into the statistics of the models equipped with it. 

This is not the case for models that may select a shield as an 
item because they may be able to select shields of different 
values. These various ARM and DEF benefits of such items 
are therefore additional to the basic DEF and ARM stats of the 
model equipping the item (page 99).

items

Instead of listed weapons and shields some models like 
warlords have access to certain items and spells.

Items
All warlords as well as some other models are permitted to 

be equipped with Items (page 30). Such equipment represents 
magical or technological devices which can be useful in 
aiding the warband .

Spells
Spells also count as items, and a model’s item choices 

will show how many spells a model may select (see page 31). 
Normally a model/unit may only be equipped with spells from 
specific Spell Sets (page 32) or from a category of spell sets, 
which is a collection of related spell sets.

Those spell sets which are valid options to chose spells from 
are mentioned in parenthesis behind the spell item choice.

health bar

Life Points (LP)
Just as a giant cyclops could logically survive more damage 

than a human priestess, models in GODSLAYER® have 
different sized health-bars, with one box for each of the 
model’s life points. These are marked off when a model takes 
damage.

Colored Health Bars
Some models have a health-bar divided into two different 

levels - one blank and one colored. The colored area indicates 
when a model is Seriously Wounded (see page 79). This state of 
health modifies the model’s basic statistics.

composition statistics

Deployment Limit (DPL)
Each model and unit has a specific deployment limit 

indicating how many of the same models/units may be fielded 
per warband.

 
Point Costs (COST)
Point costs indicate how valuable a model is and are shown 

either as MODEL for an individual model or CORE for a unit 
core and TROOPER for each additional trooper of a unit)

sub-faction ability

Usually models have a specific sub-faction ability that is 
depending on the Sub-Faction (page 93) they belong to.

descriptions

All of a model’s abilities, tactics, special talents, weapon and 
shield abilities will be explained in detail here.

Model Attributes

Other than statistics, a model has one physical characteristic 
which is described in detail in the following section.

model bases
All miniatures come with a circular base of a specific Base 

Size. It is important for game purposes that the model is 
mounted on the correctly sized base.

Bases come in three different diameters and will be referred 
to as follows:

Base Size
Small 30mm

Medium 40mm
Large 50mm

25



In the year 2520 SC, as the Mortans stood with their backs to the wall, the Lichelord 
emperors sought new weapons to combat the invading Troglodyte armies which besieged every 
major city and controlled every Federati. According to the apocryphal legend, a company 
of slingers was surrounded in a rural brickworks factory and had run out of sling stones. 
After modifying the slings to launch bricks they even ran out of these. In desperation, the 
Patrician owner collected all the clay jars and filled them from the barrels of lantern oil. 
The slingers’ next volleys caused consternation and forced the Troglodytes to flee. One 
thing which is known for certain is that the Xisteri Bombers were founded at this time and 
played a role in the liberation of the Mortan Federati.
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Creating a Warband

In order to play GODSLAYER®, players must compose 
warbands with their chosen miniatures. There are several rules 
regulating warband composition which need to be followed in 
order to create balanced warbands.

battle level
Playing games where one force vastly outnumbers and 

outclasses the other would be quite predictable slaughters and 
of course unfair. In GODSLAYER® all games are balanced by 
selecting a force of equal points, which is termed the Battle 
Level. 

Therefore, the first step in creating a warband is to agree on 
a battle level, which indicates the maximum points cost of 
models which may be used in building the warbands. 

It is up to players how many points they want to play, but 
as an orientation for battle levels, we would recommend the 
following:

Battle Level Approx. Duration
160 (Starter Box game) 30-60 minutes

200 60-90 minutes
300 90-120 minutes
400 120-180 minutes
500 180+ minutes

If players want to play a game based on other point levels, 
for example 250 or 425 points, they can of course do that!

For your first games we suggest playing at a battle level of 
160 points on each side. With this points value it is possible 
to play starter box games. This means that the only models 
players need in order to begin is one GODSLAYER® starter 
box each.

As a usual game level, we suggest playing at a battle level 
of 300 points on each side. Games of this size provide a 
fun-packed evening. Of course higher battle levels become 
even more challenging but will certainly require more time. 
Ultimately, the battle levels played are completely up to the 
players and some might want to spend a whole weekend 
playing a huge game of GODSLAYER®.

choosing models and composing the 
warband

To create a warband you can select from numerous models 
of different types such as warlords, characters, units, creatures 
and others. All models chosen must be of the same faction.

Each faction is divided into sub-factions which may be 
mixed freely in the same warband, but fielding models which 
have the same sub-faction as the warlord allows them to use 
special abilities called Sub-Faction Abilities (page 93).

Some players like to maximise their advantage by using all 
or most of their warband from the same sub-faction. Others 
prefer the tactical flexibility of a mixed sub-faction warband. 
The choice is up to players.

Some people may also wish to build themed warbands such 
as a force from a specific city-state or a nomadic Fiannor tribe 
or a Mortan alchemist’s personal retainers etc.

There is a vast range of possibilities for you to experiment 
with based on GODSLAYER® background material. 

Each model has a specific point cost (COST) which 
accurately represents its value based on its statistics, armor, 
weapons, abilities, and tactics. This means the higher a 
model’s statistics or the better its equipment, the more points 
it will cost.

NOTE

Because units may consist of a varying number of models, 
the value of a unit is calculated by adding up the cost of the 
unit core plus any additional trooper models in the unit.

Add together the point cost of your individual models and 
units, taking care not to exceed the point value of the battle 
level. If the points do exceed the battle level, you will need to 
remove models or items to bring it under the limit.

GODSLAYER®    Rise of Legends28



C
ha

pt
er

 I
V

 -
 W

ar
ba

nd
 C

om
po

si
ti

on

deployment limit
Some troops and individuals are not as common on Ghorn as 

others. Therefore, each model and unit has a certain limitation 
of how many times it may be fielded in a warband. 

This limitation is called the Deployment Limit (DPL) and 
may never be exceeded.

Example: A Troglodyte Lighteater with a deployment limit 
(DPL) of 2 may be fielded one or two times inside a Troglodyte 
warband, but may not be fielded three or more times.

warlords
Each warband must always include one warlord that is 

designated to be the warband leader. You may never include 
more than one warlord model in a normal game’s warband 
(games of a battle level of 0-499 points)!

Usually a warlord has a deployment limit of 1, meaning that 
each warlord may only be fielded once in each warband, but in 
some rare occasions (e.g. the Troglodyte Grondagh Filthling) 
a warlord may have a deployment limit of 2. If this is the case, 
then you are allowed to field two warlords of this type in one 
warband even though you are normally only allowed to field 
one warlord per warband.

NOTE

Each warband of up to 499 points may always only include 
one warlord, except if the deployment limit of a warlord 
states a number higher than 1.

Besides that, higher battle levels will allow you to take 
additional warlords for your warband.

 Each 500 points of battle level allow you to take one 
additional warlord, so for example a battle level of 0-499 
points allows you to field one warlord while a battle level of 
500-999 points allows two warlords. A third warlord could be 
fielded for battle levels between 1000 and 1499 points.

Each 500 points of battle level also increases the deployment 
limit of each model and unit by one for each additional 500 
points.

So for example a battle level of 500-999 points increases the 
deployment limit of every model and unit by +1 while a game 
with battle levels between 1000 and 1499 points increases 
DPL by +2. 

Additional Warlords taken in a warband beyond the initial 
one may be different warlords or multiples of the same one, or 
any combination thereof.

Example: A player is composing a Wyldfolk of Annyr warband 
and he wants to theme it around druids. He naturally wishes 
to take as many units of Cromlech Guard as possible, since 
they are the guardians of the sacred groves and megaliths of 
the druids. The DPL on the profile card states: 2. Our player 
is planning a big game at a battle level of 800 points, and so 
he is allowed to take a 3rd unit of Cromlech Guard.

NOTE

If you play a game with more than one warlord, you must 
nominate one of the warlords to be the warband´s leader. 
This declaration is necessary for specific rules like Sub-
Faction Abilities (page 93), Priority Rolls (page 45), etc.

unit composition
A unit always consists of a varying number of members, but 

minimally must consist of the unit core. Additional troopers 
may be added up to the maximum listed on the profile card.

unit core

The core of a unit is indicated by the gray colored health bar 
boxes which can be found on the profile cards and which is 
also specified in the rulebook’s faction chapters. This is the 
minimum size of the unit.

The unit core may include a Leader (L), and/or a Musician 
(M), and/or normal Trooper models (numbered columns) and 
all of them are already calculated into the unit core’s point 
costs. 

NOTE

A unit must at least be deployed with the minimum number 
of models shown as the unit core and may never be deployed 
with less models than the unit core states.

troopers

Some units allow additional troopers to be added up to the 
maximum unit size by paying the COSTS indicated for each 
trooper.

The maximum permissible models of a unit (the maximum 
unit size) is shown by the number of additional plain-colored 
health bars - meaning that each health bar of a unit´s profile 
card refers to one model that can be fielded for that unit.

NOTE
As previously mentioned in the chapter on composing the 

warband, a unit’s cost is determined by adding together the 
total cost of the unit core and the cost for each additional 
trooper.
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items
On the world of Calydorn, civilizations have been creating 

magical items for many millennia, from gypsy talismans to 
the ultimate weapons forged by deities - the Godslayers. 

Naturally powerful individuals go to great lengths to acquire 
these sorcerous devices, and use them during battle. Items 
include weapons, armor, useful devices and other artifacts 
which can improve a model’s Abilities (page 54), Tactics (page 
54), or even statistics.

item classification 

The item classification indicates to which faction and which 
general group of items the item card belongs. This can be 
weapons, artifacts, concoctions, etc. In the example item card 
shown this would be a “Halodynes Weapon” item card.

item sub-classification

Items are broken down into more detailed sub-classifications, 
showing which type of items are represented by the item card 
such as two-handed swords, technical devices, etc. In the 
example above the sub-classification would be “Spears”.

Models with that item sub-classification listed as an option 
on their profile card may select from those relevant items.

All items in a particular sub-classification may still be 
referred to by their overall classification, e.g. weapons, 
artifacts, concoctions, etc.

The profile card states how many of each item sub-
classifications may be selected by a model.

Units, creatures, and characters generally come already 
equipped with their appropriate items which are also already 
included in their total points cost and listed on their profile 
card.

Each faction has different items, reflecting its background 
and resources. For example, the Mortan Empire has a secular, 
technological culture, defined by its necromancers, alchemists 
and engineers, who have access to alchemical serums and 
mechanical devices. On the other hand, the Wyldfolk of 
Annyr are closely tied to nature and devout followers of 
the Asrae gods, having access to divinely blessed weapons, 
herbal potions, etc.

A model may only choose items which belong to its own 
faction, and no item may be taken more than once by the same 
warband except for spells.

Models that have access to items are not required to take the 
maximum number of items they could take, and there is no 
minimum, so all item choices are optional.

NOTE

If a model does not take any weapon item, it does not have 
the possibility to perform attacks since it is assumed that the 
model has nothing to hand which could damage an enemy. As 
previously mentioned, most models already have a weapon 
equipped, as noted on their profile card.

Models which do not indicate the possibility to take items 
are already fully equipped. All of their equipment will be 
listed on their profile card, and is already calculated into their 
point costs.

A model may use its equipped items throughout the entire 
game. Under special circumstances items are destroyed or 
used-up, as is the case with items including the phrase “once 
per game” in their item description.

All items are represented by item cards, each one showing 
faction-specific items for particular item classifications. 
The item cards show all their relevant specifications such as 
weapon statistics, special rules, their point costs etc.

The special rules of an item will always be shown directly 
under its name, and where there are multiple special rules for 
different options of the same item (such as weapon items with 
two different attacks, both having different special rules) it 
will be additionally noted with a * or **.

For ease of reference, the item cards taken by a model should 
be placed next to the profile card of that model.

NOTE

All items have a point cost (pts) of their own which must be 
added to the model’s total cost. 
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There are four main classifications of items:

Weapons
Included in these categories is a vast array of types such as 

the Nordgaard axes and hammers, Trogladyte’s morning stars, 
the two-handed spears and longbows of the Annyr, the two-
handed axes of the Banebrood and many more.

Heroes of Calydorn are able to effectively use only 
certain types of weapons due to their training and cultural 
background; therefore a model may take only a weapon of the 
sub-classification specified on its profile card.

NOTE

Attacks with a weapon item always count as “enchanted 
attacks”. Enchanted attacks are the same as any normal 
attack, except that they often have special benefits or 
penalties against certain models such as ethereal, demonic 
and undead models. 

Weapon item cards always list the weapon item statistics, 
and just like the regularly equipped weapons, they show the 
NAME, TYPE, ACT, RNG and POW of the weapon. The card 
also lists the points cost (PTS) of the weapon.

Most weapon items have special weapon abilities, which are 
mentioned below the weapon statistics. If a weapon item has 
several attack types it may occur that the different attack types 
have different weapon abilities. In such a case the weapon 
abilities belonging to each attack are marked with an asterisk 
or a double asterisk (* or **) and are explained below the 
general weapon effect.

Suits of Armor
This classification can include helmets, shields, armor 

pieces, or entire suits of armor, and anything else that could 
generally be considered as physically protective.

A model may take any armor of the sub-classification 
specified for that model.

All armor items are listed with their name, point costs and 
special effects.

Shield items also have a DEF and an ARM statistic which 
must be added to the basic statistics of the bearer.

Concoctions
Concoction items cover potions, poisons and acids etc. A 

model entitled to take an item belonging to the concoction 
category may choose a valid item of that sub-category and of 
their faction. 

Potions are a common sub-category of concoctions. Models 
carrying potions may use them at any time during their 
standard activation without spending action tokens to do 
so. Some potions have a general effect which is triggered 
automatically when the described situation occurs.

Most potions are only usable once per game and will 
generally last until the end of the current round. Nevertheless, 
there may be potions which can be used more often or which 
last longer than the current round. In such cases it will be 
clearly noted under the description of the item.

All concoctions are listed with their name, point costs and 
special effects.

Artifacts 
Anything magical that has the protective powers of a 

talisman or that can be used in a beneficial way is called an 
“artifact”.

Models permitted to take items from the artifact category 
can choose any artifact item in the item list of their faction of 
a sub-classification which they are allowed to take.

Artifact items are listed with their name, point costs and 
special effects.

spells
Calydorn is a world drenched in thousands of years of 

magical tradition. Gifted individuals learn arcane skills 
enabling them to tap the elements, the powers of the gods, the 
dimensional substance of reality known as Keraunos, or even 
one of the dark arts such as mutation magic, necromancy, or 
demonology. 

All Spells are handled in the same manner as items, with the 
exception that a spell may be equipped more than once per 
warband, and like any item, spells come in the form of item 
cards with statistics, point costs and descriptions of special 
effects.

Each spell belongs to a specific spell set, which represents 
a particular field of magical study, or the forte of a particular 
god.
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spell category

Classifies to which faction and spell category a spell set 
belongs to. In the example spell card shown, this would be 
the “Halodynes” faction and the spell set would belong to the 
“Logos” spell category.

spell set 

Shows the particular name of the spell set. Each spell set has 
several spells belonging to it and mentioned on the back of 
the spell card. Models that are able to equip spells will always 
have their allowed spell sets listed on their profile card.

Name
Name of the spell for clear identification

Action Tokens (ACT)
This indicates how many action tokens must be spent for 

casting the spell.

Range (RNG)
This indicates the range of a spell in inches.

Complexity (CPL)
This shows the basic difficulty of casting the spell.

Effect
States the special rules for the specific spell.

equipping spells
A spellcaster may select spells up to their maximum allowed 

limit (listed in the items section of its profile) from any of its 
available spell sets of a certain spell category. Each faction 
has several spell sets from which to choose.

While some spellcasters may choose from any spell set, some 
might be limited in their spell-set options. The restrictions are 
mentioned within parenthesis:

If a spellcaster may select spells from any spell set of a 
certain spell category, this will be stated on its profile. If a 
spellcaster is restricted to a specific number of spell sets of a 
certain category, this will be explained on the profile. Some 
spellcasters are limited to only one specific spell set of a 
category. This case too will be noted on the profile.

Example 1: A Banebrood Bisotaur Shaman who may choose 
any 3 spells from any spell set of the spell set category 
Mutations would have the following item choice:

3 Spells (Any Mutation Spell Set)

Example 2: A Banebrood Fallow Shaman who may choose 2 
spells from only 1 spell set of the spell set category Mutations 
would have the following item choice:

2 Spells (One Mutation Spell Set)

Example 3: A Halodyne Oracle who may choose 5 spells 
from the specific spell set Logos of the Gods as well as from 
one other spell set of the Logos spell category would have the 
following item choice:

5 Spells (Logos of the Gods and one other Logos spell set)

Sometimes it also occurs that a spellcaster has a combination 
of restrictions such as being allowed to take a specific spell set 
of a spell set category plus any or limited additional spell sets 
of the same or another category.
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Banebrood 300 points Warband List - INCORRECT

Models   Points
1x Gorelord    52
 - Hornplate Armor   5
 - Disruption Totem   12
1x  6 Gut-Hackers (unit core plus 3 troopers)     131
2x Ursapine   76 (2x38) 
1x 4 Mongrels (unit core)    48
_____________________________________________
Total    324

This warband list is incorrect because:
1. The Warband exceeds maximum agreed battle level 

points of 300.
2. There are too many models in the Guthackers unit, 

since the unit may only have 5 models maximum.
3. The Gorelord is not equipped with a weapon. 

Although technically permitted, it is a very bad idea 
not to give your warlord a weapon because then he 
cannot make attacks!

Banebrood 300 points Warband List - CORRECT

Models   Points
1x Gorelord    52
 - Hornplate Armor   5
 - Infector Blades   8
1x  5 Gut-Hackers (unit core plus 2 troopers)     110
2x Ursapine   76 (2x38) 
1x 4 Mongrels (unit core)    48
_____________________________________________
Total    299

This warband list is now correct.

Halodynes 500 points Warband List - INCORRECT

Models   Points
1x Godquester (City-State)  57
 - Kopis   5
 - Wristbands of Salvation   6
 - Longbow   8
 - Aurel Collar  7
1x  Godquester (City-State)      57
 - Scimitars   12
 - Wristbands of Salvation   6
 - Hoplon   3
 - Major Healing Potion  7
4x 3 Hill Ogres (unit core)  296 (4x74) 
1x Cerberos    35
_____________________________________________
Total    499

This warband list is incorrect because:
1. Only 3 Hill Ogre units may be deployed. Normally  

the limit is two but a 500-points battle-level  
increases the DPL by +1 to three units.

2. Neither of the warlords is permitted to equip a  
shield, but one has been equipped (the Hoplon).

3. Wristbands of Salvation are taken by both warlords; 
but items may only be taken once per warband.

Halodynes 500 points Warband List - CORRECT

Models   Points
1x Godquester (City-State)  57
 - Kopis   5
 - Wristbands of Salvation   6
 - Longbow   8
 - Minor Healing Potion 4
1x  Godquester (City-State)      57
 - Xiphos   5
 - Hailbow   11
 - Helm of the Gods   8
 - Waters of Foretelling 5
 - Power Crystal 5
3x 3 Hill Ogres (unit core)  222 (3x74) 
1x 6 Hoplites (unit core) 70
1x Cerberos    35
_____________________________________________
Total    498

This warband list is correct.
Note: although the warband is slightly less than the 500 
points needed to field two warlords, the agreed battle 
level is 500 points, so two warlords are permitted.
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Twelve-thousand miles east of their homeland, the descendents of Uthyr Songword’s holy 
armies joined forces with the Halodynes who had followed Jendor the Magnificent upon 
his conquests of the south and with another of the Five Blessed Peoples - the Umbagwe 
led by the anointed champion Mwenda. The conquest of Taibek was conceived as a joint 
endeavor by the three peoples in order to secure the lands around that sea which forms 
the boundary between Kassobar and Xandria. So far from home, with their forces so thinly 
spread, mutual cooperation was deemed the best option for success. The combined forces 
liberated the lands along the western shore from their demonic oppressors, the Yamalords 
of Jigoku. This region of lowland brush, known as the Orchid Coast was to be the jump-
off point for the envisioned conquest of Xandria. Each of the generals involved claimed 
their own little kingdom within this vast valley, ruling the Mangon inhabitants within 
their domains. However, with the disappearance of Uthyr Songsword in the Feylands of 
the Otherworld and the resurgence of Maluria, the kingdoms of the Orchid Coast were 
starved of fresh forces, and the relentless eastward march of the holy armies petered out. 
Within a century, the minor kingdoms had become independent states, warring with each 
other for land, resources and power. Wyldfolk nations fought Halodynes and Umbagwe in 
a constantly shifting pattern of borders. The Zenith of the Blessed Age had been reach and 
from that point onwards civilization began its long decline.
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General Terms

There are some basic terms used in the explanation of 
later rules which should be clarified here in order to make 
understanding easier.

objects
Anything on the battlefield which can not be referred to as 

a model is named an Object. Objects are not placed on bases 
as models are. Anything targeting an object is measured to its 
nearest outer edge.

measurement
In GODSLAYER® you will often need to measure distances 

between models, or between objects and models. All distances 
in GODSLAYER® are expressed and measured in inches. 

When measuring between models or objects, always 
measure between their closest edges/points.

All measurement should be precise, otherwise players 
may become unfairly advantaged or disadvantaged. When 
measuring if something is within a specified range, it can 
sometimes be very difficult to determine fractions of an inch, 
due to interposing models, terrain etc. In such questionable 
cases, the players should each roll a die and the one scoring 
higher decides.

NOTE

In order to simulate the difficulties of battlefield 
decision-making, it is not permitted for players to measure 
any ranges before they are required to by performing an 
action! This means that a player cannot first measure a 
distance, and then decide if he will take an action; he must 
declare he is taking the action first before measuring the 
distance allowed through the action. 

lead range
Each model possesses a specific range in which it can 

interact with other models for intangible matters such as 
giving and receiving orders, assessing impending threats, and 
inspiring confidence etc. This range is called LEAD Range 
and is equal to a model‘s leadership value in inches.

NOTE

A model always counts as being within its own range!

being within ranges
Oftentimes, situations and effects require a model to be 

within a specific range. A model qualifies as Being in Range 
as soon as any part of its base is within the specified distance. 

The term Completely Within Range means that the entirety 
of a model’s base is within the specified range and not just a 
portion of it.

Units are in range as long as one model of the unit that is in 
formation with the rest of the unit is in range.

Units that are required to be completely within range are in 
range when every model of that unit is in range.

Example: The player measures the Demarchon’s (model A’s) 
LEAD range. Two of the Hoplites are within his LEAD range 
(model B and D) while one Hoplite (model C) is out of his 
LEAD range. Model B is completely within the Demarchon`s 
LEAD range because the base of model B is completely within 
the specified distance.
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base contact
From time to time we refer to models being in Base Contact 

with other models. This means that the base of a model 
physically touches the base of another model, with the bases 
placed next to each other.

lines
Sometimes players need to draw a Line on the battlefield 

to see if something is in range or can be seen. Such a line is 
straight, and considered to have no width.

tests
At times during the game, models will be required to take 

various Tests on their statistics to determine a particular 
effect, such as testing on leadership to see if they are affected 
by the scariness of a creature. 

Each time a test is called for, the player must roll with 2D6, 
and must score equal to or less than the specific value used for 
this test. Scoring over the statistics means the test has failed.

Some tests will have special conditions and are not always 
rolled with 2D6. In such cases, it will be stated in the 
explanation of the effect which precipitates the test.

dice rolls
Sometimes effects or actions require a dice roll that must 

be equal to or higher than a specific value. E.g., when a roll 
is needed that must result in a four or more to be successful, 
it will be referred to as a roll of 4+. The “+” indicates that the 
roll must be equal to or higher than the stated number.

origin and target models
In some places the rules speak of an Origin Model and a 

Target Model or a „target object“. A model which initiates 
an effect or an action, targeting another model/unit, is always 
referred to as the origin model. The term “to target” defines 
the process of naming a model/object that one player wishes 
to affect by an attack, tactic, spell, etc.

Each time a rule or effect speaks of a “target model”, it refers 
to a single model that has been subject to an effect, or has 
become the target of an attack or spell.

When speaking of a target unit, a whole unit is subject to 
an effect, an attack or a spell. Since a unit consists of several 
models that cannot be counted as one target, a unit counts as 
being targeted as soon as one model of the unit can be targeted 
by the effect, attack or spell in question.

resolving attacks
In these rules we will frequently speak of Resolving 

Attacks. An attack is an action in which a model attempts to
cause damage to another model through melee, shooting or 
magic.

Resolving an attack refers to performing all steps from 
beginning to end, starting with the declaration of the Attack 
(page 68), through the Attack Roll (page 70), Damage Roll 
(page 79) to the application of Damage and Effects (page 79) as 
well as removing possible Casualties (page 80).All of these are 
described in detail in coming chapters.

Line of Sight

A very important rule to understand at this point is Line Of 
Sight. This is one of the core rules which will be referred to 
frequently, and on which many other rules are dependent.

drawing line of sight
GODSLAYER® accurately simulates battlefield skirmishes, 

taking into account the situation and view on the ground.

In many cases, models require a clear view in order 
accomplish such things as Charging (page 62), Shooting (page 
74) or Casting Spells (page 77). These rules simulate battlefield 
reality, preventing unreal situations such as running through 
other people, shooting through brick walls or casting spells 
through a thick forest.

Being able to see target models or objects from an origin 
model/unit’s point of view, is termed “line of sight”, and is 
abbreviated “LOS”.

A model has line of sight to another model or an object 
as long as an unobstructed line can be drawn from any one 
point of the origin model’s base to any part of the object or 
anywhere on the target model’s base.

NOTE

Line of sight does not require all parts of a base to satisfy 
the above; even a tiny section of unobstructed sight qualifies. 

Line of sight from a model to another model or object can 
be drawn at anytime during the game, even before declaring 
an action, but this must not allow a player to measure the 
distance, for example by using a tape-measure to check line 
of sight.

interposing models and objects
Sometimes models or objects may stand completely or 

partially in the line of sight to a target model. Such models/
objects are called Interposing Models or Interposing Objects. 

A model/object becomes an interposing model or object, 
when a line from any point of the origin model’s base to any 
point of the target model’s base crosses its base.
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sight values
Some races and monsters of Calydorn tower above ordinary 

humans, and as such may be visible even when standing 
behind other individuals.

In order to represent different model sizes in GODSLAYER®, 
we have already established different base sizes. For line of 
sight purposes these different bases each have a numeric value 
which we call Sight Values as follows:

Base Size Sight Value
Small 1

Medium 2
Large 3

drawing line of sight through models
It would be unrealistic if line of sight to a giant was blocked 

by a small rock or a Gnoll.

With sight values we regulate drawing line of sight through 
interposing models:

As per our line of sight rules, a model has line of sight as long 
as an unobstructed line can be drawn from the origin model’s 
base to the object or other model’s base. As an exception to 
this normal rule, an unobstructed line of sight may always be 
drawn to models/objects with a higher sight value than any 
interposing models even if it is not possible to draw a line of 
sight to the base of the target model/object.

This means that even though the base of a target may be 
completely obscured by interposing models/objects, as long 
as the interposing models or objects have a lower sight value 
than the target or the origin model, then the target counts as 
completely visible.

Conversely, if a large creature can be seen over the heads of 
interposing troops, the creature can also see over their heads, 
and so we have the following rule:

An origin model with a higher sight value than interposing 
models may draw an unobstructed line of sight to a target 
model.

A model drawing line of sight to a target model may do so 
even when there is an interposing model in its way as long as 
the interposing model has a lower sight value than the model 
drawing line of sight.

drawing line of sight through objects
As we learned already, line of sight may be drawn to models 

behind objects as long as a part of the target model’s base 
can be seen, but it would be odd if a 5 meter Cyclops could 
hide behind a one meter high wall. Therefore we have the 
following rules so that even though no part of the base can 
be seen, it might still be possible to draw line of sight to that 
target model. This depends on the height of the object and the 
target model behind it.

As well as each model having a sight value, each object 
also has a specific sight value. This sight value is determined 
by measuring the height of an object and using the value of 
inches as the sight value (rounding up). For example a wall 
which is 2 inches high, has a sight value of 2, while a small 
fence that is 0.5 inches high would have a rounded-up sight 
value of 1.

In cases where a model stands completely behind an object 
and no part of its base can be seen, it is still possible to draw 
line of sight to that model if its sight value is higher than the 
sight value of the object it stands behind.

Conversely, models may always draw line of sight over 
objects which have a lower sight value than their own.

drawing line of sight and elevated po-
sitions

Models standing on higher ground, such as a hill, rock or 
building, add the sight value of the object to its own sight 
value, and may draw line of sight over models and objects 
with a lower sight value than their total.

In return a model on lower ground may draw line of sight 
to an elevated model/object, ignoring all interposing models 
or objects with a lower sight value than the target model has.

Example: A Pendragon with a sight value of 1 stands on 
a 3-inch high hill, which consequently has a sight value 
of 3. The Pendragon therefore has a total sight value of 4. 
He may now draw line of sight over any model/object with 
a sight value of 3 or less. Models may draw line of sight to 
the Pendragon, completely ignoring interposing models and 
objects with a sight value of 3 or less.

line of sight obstruction
Following the above rules alone could result in strange and 

unrealistic situations.

Example: The Pendragon is now standing on a 10 inch 
high tower (sight value 11), and wants to target a Skulleater 
standing immediately behind a house. The house is 3 inches 
high and therefore has a sight value of 3, while the Skulleater 
has a small base and a sight value of 1. The Pendragon 
therefore has 8 points of sight value more than the interposing 
house, so would usually be able to see the Skulleater behind 
the house.

This would obviously be ridiculous since the house is so 
large and the target is directly behind the far wall. Therefore 
we have the line of sight obstruction rule: 

It is never possible to draw line of sight to a target if it is 
completely covered by an interposing model or object with a 
sight value of 2 or more ranks higher than the target, as long 
as the target model is within 2 inches of the interposing model 
or object. 

Example: Let us return to our previous example: If the 
Skulleater is positioned within 2 inches of the house, he cannot 
be seen by the Pendragon because the interposing house has 
a sight value which is 2 ranks higher than the Skulleater‘s.

In case you are concerned about remembering all this, do 
not worry! These rules are pure common-sense and will be 
entirely clear and intuitive once you have faced the above 
situations a few times. Just refer to this section in the case 
of any questions, since they cover all possible eventualities.
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Model A is able to draw a direct LOS from 
a point of its base to a part of model B’s and 
C’s base. It is not able to draw a direct LOS 
to any part of model D’s or E’s base since 
the line to model D is obstructed by model B 
and C and the line to model E is obstructed 
by an object.

It may still draw LOS to those models 
though because model D and E have a higher 
sight value than the interposing models/
object and so the interposing models/object 
can be ignored.

Be aware that model D and E would also be 
able to draw line of sight to model A because 
the interposing models/object have a lower 
sight value than them!

Model A is able to draw a direct LOS from 
a point of its base to any part of model B’s 
base. 

Model A is not able to draw LOS to model 
C’s base because model B is completely 
obstructing it and model B has an equal sight 
value as model C.

 Model A is also not able to draw LOS to 
model D’s and E’s bases because model D 
is completely obstructed by model B and 
the object, while model E is completely 
obstructed by the object. Since model D and 
E have an equal or smaller sight value than 
model B and the object, it is not possible for 
model A to draw an unobstructed line and 
thus model A has no LOS to them.

Model A is standing on a 3 inch high hill 
which gives it a total sight value of 4.

Model A is now able to ignore interposing 
models and objects with a lower sight value 
than 4 when drawing line of sight.

In this case it is able to draw line of sight 
to model B, model C, model D, and model E. 

Under normal circumstances model A 
would also be able to draw line of sight 
to model F because it is obscured by an 
interposing object with sight value 3, which 
model A may ignore. However since model F 
is standing within 2 inches of an object that 
has at least a 2 inches greater sight value 
than itself, the line-of-sight obstruction rule 
applies, and model F cannot be seen.
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Action Tokens

A battle is a frantic mayhem in which people and creatures 
are all acting and reacting simultaneously. GODSLAYER® 
simulates this by dividing the action into player turns which 
are essentially periods of time.

Each model is allowed to perform a certain number of 
actions during these time-periods, with faster, more competent 
models, such as a warlord, performing more actions per turn 
than his less capable units. This is represented by Action 
Tokens. Each model has a certain action token (ACT) value 
listed on the card, and each action costs a specific number of 
action tokens.

definition of actions
You will find that this rulebook oftentimes refers to “actions” 

a model may perform. An action is basically everything that a 
model spends action tokens for, e.g. moving, fighting, spell-
casting, using tactics and also using those items which require 
action token expenditure.

Movement Actions
Movement actions include everything that requires a model 

to move. So every time a model Moves (page 60) or Charges 
(page 62), it will perform a so called movement action.

Charge Actions
Charge actions differ a little bit from movement actions since 

charge actions only refer to the Charge Movement (page 64) of 
a model/unit. In addition, a charge action also includes the 
Charge Attack (page 64).

Combat Actions
Since we sometimes speak of combat actions, you will find 

it useful to know that everything that requires an attack roll 
is defined as a combat action, be it a melee, missile, magic 
attack or a spell attack roll.

NOTE 

There are certainly other actions besides the three 
examples, such as using tactics. As mentioned before, 
basically anything that requires the expenditure of action 
tokens is referred to as an action.

what are action tokens?

Action tokens form the core mechanic of the rules upon 
which all actions are based, and it is therefore important to 
understand their meaning and use.

The best way to conceive of action tokens is as portions 
of time and energy. Each action token stands for a specific 
amount of time/energy a model expends to perform an action.

As you will see later, action tokens are the basis for all 
actions a model can perform during the game. They regulate 
in a natural way all movement, fighting, tactics and other 
actions.

Megalith Games produces action tokens for use in games, 
but it is equally possible to use coins or something similar 
instead to represent them.

action token pool
The current amount of action tokens a model/unit has is 

referred to as its Action Token Pool. This pool might increase 
or decrease during play by either spending tokens for actions 
or by gaining additional tokens from effects, items, tactics, 
other models, etc.

generating action tokens
Each individual model or unit generates the specific amount 

of action tokens listed on its ACT statistic at the beginning of 
each game round, specifically, in the Initiation Phase (p. 43).

NOTE

Even though units consist of several models, they only 
generate the amount of action tokens given in the ACT 
statistic once per unit. A unit’s action token pool is not 
multiplied by the amount of unit members! This is because 
when a unit spends a token to perform an action, all unit 
models are then entitled to perform that action. It is 
helpful to conceive of a unit as a single entity possessing 
several bases.

Action tokens must be expended for any actions a model/
unit takes, and no matter how many action tokens have been 
used up during one round, they are completely refreshed to 
their initial amount at the beginning of the next round, during 
the initiation phase.

It is not possible to carry-over unused action tokens from 
one Standard Activation (page 50) to the next. The initial 
amount will always stay the same, even if some action tokens 
of a previous round’s activation have not been used.

Example: A Banebrood Pestbringer has an action token 
(ACT) statistic of 5, which means he generates 5 action tokens 
during the initiation phase of each round. During his turn he 
uses up 3 of his tokens, leaving him 2 action tokens remaining. 
At the beginning of the next initiation phase in the next round 
he refreshes his action tokens to his initial ACT value which 
would be 5. The 2 left over tokens from the previous round 
are lost.

Some models/units generate more action tokens than 
others. This represents how fast and dynamic a model/unit is 
in performing actions, and so a very skilled one will have a 
higher action token value than that of an average model/unit.
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spending action tokens
The expenditure of action tokens is a very simple and logical 

system explained in detail in the relevant sections covering 
game actions such as movement, combat, shooting, magic, 
and tactics. 

All one need know at this point is that every time a model/
unit performs an action, it must remove the relevant amount of 
action tokens from its action token pool. These action tokens 
are gone for this round and cannot be re-used.

It is not mandatory to spend all action tokens during a 
model’s or a unit’s standard activation.

tracking action tokens
Since each model or unit is not required to spend all of its 

action tokens when it is activated, and might want to keep 
some to react to later situations in the same round, it is 
necessary to physically track action tokens.

In order to efficiently keep track of your action tokens for 
all of your models and units, we recommend using one of the 
following simple methods:

1. The best way is to place them above the profile card of 
the unit or model. Every time a model/unit spends an action 
token, it is moved to the bottom of the profile card. This 
way the tokens on top of your profile card will always show 
immediately how many tokens are still available for this turn, 
and the tokens on the bottom side of the profile card will show 
how many tokens have already been used up for this turn.

The next time you refresh your tokens you just move all 
tokens from the bottom to the top, and you are done! This is 
a very efficient and easy way to keep track of all your tokens 
and to quicken the refresh process.

To maximize the efficiency of this method we recommend 
you use a different colour or a different kind of token for your 
warlord, because as you will see later, he has the ability to 
assign some of his action tokens (page 90) to other models/
units. Therefore using a different colour or type for his tokens 
will prevent possible confusions and make it easier to return 
the assigned tokens back to your warlord. 

2. As a second option, tokens can be tracked by placing them 
next to each model/unit on the battlefield, and removing them 
from each respective pile as they are expended and restoring 
them at the beginning of each round.

3. Alternatively, players may use the numbers on a D6 to 
display the current amount of action tokens. Under normal 
circumstances a D6 is enough to manage the action tokens, 
since most models will have no more than 6 action tokens 
available. The D6 can be placed on the corresponding profile 
card of the model or on the table next to the unit.
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Some say Mavro-Chalkos was the battle of our age. In 2891 SC, an army of 108,000 Mortans 
engaged a force of 140,000 Halodynes upon the glassy, black, volcanic plateau of eastern 
Cinderdale. So great was the killing that it could not be squeezed into a single day and 
so both forces retired at sunset to renew the fight at daybreak. The tales of heroism and 
tragedy were astounding. Arthusa Goldeneye slew one of the 13 imperial Lichelords while 
the Mortan general Gaius Sertius Lecenius Felix destroyed an avatar of the god Achallon. 
Both sides claimed victory but not one mile of land was lost or gained. The ugly truth 
is there was no winner, only losers, for the cost in lives was a formidable blow to both 
cultures, necessitating several years of recovery. Indeed both armies had lost more than half 
of their number by the time the dust had settled and the screaming had stopped. Fortunately 
Cinderdale is a culture of fire-worshippers - otherwise the stench of the dead would have 
reached the gods above.
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Starting a Game

This chapter will walk you through the exact steps of 
beginning a game of GODSLAYER® in detail, from setting 
up the Battlefield to placing miniatures and starting play.

preparing the battlefield
Assume that you have decided on a battle level, and both 

you and your opponent have selected warbands at the agreed 
points (battle level), including arming relevant models (such 
as the warlord) with items. Before you can send your freshly 
prepared warband into battle, you should establish an adequate 
battlefield by selecting a board or table and adding to it pieces 
of scenery to represent terrain.

We recommend playing GODSLAYER® on a table that is 48 
inches by 48 inches. Larger tables are also possible, especially 
when playing with more than two players (page 108). 

Real battlefields contain woods, buildings, lakes, rivers, 
hedges etc., and games of GODSLAYER® use terrain models 
to simulate such features.

Using terrain is encouraged, since this increases tactical 
challenges and opportunities, and also adds much atmosphere 
and an aesthetic look to your games.

In the modelling section of this book (page 116) you will find 
instructions on building a scenic board and terrain, but you 
might want to search the GODSLAYER® forums (http://
forums.megalith-games.com) for additional information.

For setting up the battlefield we recommend that one player 
sets up the terrain by placing all terrain pieces, and positioning 
them in a way that does not overly disadvantage one of the 
players. 

NOTE 

For a regular game, we recommend at least 25% of the table 
be covered in scenery pieces.

All players should agree on what type each terrain piece 
represents before starting the game. The effects of terrain 
pieces are discussed in the “Terrain” section on page page 104.

table sides
Before beginning the setup and deployment of your models, 

it is necessary to determine which Table Side each player has. 

One player placed all the terrain on the battlefield, now the 
opponent chooses the table side on which he will set up his 
models.

The player who set up the terrain then sets up his models on 
the opposite side.

Sometimes the table sides are already specified depending 
on the Scenario (page 111) the players chose to play.
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In Multiplayer Games (page 108) it can also happen that two 
table sides are not enough. This may happen if three or more 
players/teams play against each other. In that case, you may 
use all four table sides or split a table side into two sections.

determining the starting player
(priority roll)
In each round it is necessary to determine the Starting 

Player. This requires a dice roll which is called the Priority 
Roll.

In general the starting player is determined by each player 
rolling 2D6, and the one with the highest total result then 
chooses who will be the starting player for this round. In 
addition to this there are two modifiers that may improve the 
priority roll:

• Since some models have a better strategic sense than 
others, the player whose warlord has the highest 
LEAD value adds +1 to his priority roll (in games 
with two or more warlords on each side the model that 
was declared to be the warband’s leader will be used 
to determine the LEAD value).

• A warband consisting of fewer models/units is easier 
to command than a warband consisting of many 
models/units. Therefore both players count all of the 
model/unit profile cards in their warband (including 
attachments, but excluding item cards) at the begin-
ning of each round. The player with less total profile 
cards receives +1 to the priority roll. 

NOTE 

The number of model cards is always counted at the start 
of the round and applies for that whole round; it is not 
recalculated during the round when the card totals change, 
for example when a player’s model is destroyed. Please note 
that item cards are not counted!

If the priority roll totals of both players are equal, then the 
player whose warlord has the highest leadership goes first. If 
both Leadership values are equal, then both players roll a D6, 
and the highest result wins.

If a player has no warband leader in play anymore, the 
player that still has a warlord automatically gains +1 to his 
priority roll. If a warlord is removed from a game in which 
each player has fielded more than one warlord, the controlling 
player may nominate another one of his remaining warlords 
to be the warband’s leader and may therefore use his LEAD 
for the next priority roll.

If both players have the same amount of profile cards, no 
one gains the +1 bonus for having the least profile cards.

NOTE

The priority roll does not count as a test (page 37)! There 
are special rules which refer to tests, or tests based on 
LEAD, but these rules do not apply for the priority roll, 
because the priority roll is not a “LEAD test”.

setup and deployment
Now it is time to place your miniatures on the battlefield! 

This process is called the Setup Phase.

The area in which a player may set up his miniatures is 
called his deployment zone. Each opposing player (or team of 
opposing players) set up the models on opposite sides of the 
table. The deployment zone of each player/team is 8 inches 
deep from the edge of their side of the table, and extends from 
one side edge to the other. 

Since each player has an 8-inch deployment zone 
measured inwards from the player’s table edge, there should 
consequently always be 32 inches between the opposing 
player’s deployment zones when playing on a standard table 
that is 48 inches wide.

If you play on a table that is shorter or longer than 48 inches, 
then you should adjust the depth of the deployment zone. 
The most important point is to have a distance of 32 inches 
between the edges of both players’ deployment zones.

After the deployment zone of each player has been 
determined, the starting player places all of his miniatures 
first, anywhere completely within the deployment zone. Then 
the opposing player places all of his models in the same way. 

advanced deployment
The world of Calydorn contains individuals who are 

trackers, scouts and experts in ambushes, vanguards which 
move ahead of the main force. Such models have Advanced 
Deployment abilities in GODSLAYER®, allowing them to be 
placed after the regular setup phase is finished. 

If both players have models with the “advanced deployment” 
special rule, then the starting player places all of his advanced-
deployment models or units first and then the opponent places 
all of his.

Models with advanced deployment may be placed up to 
an additional 8 inches further forward from the edge of the 
deployment zone, giving them a total setup zone of 16 inches 
on a standard-size table of 48 inches.
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secret deployment
In addition to advanced deployment, there are models 

capable of deploying secretly upon the battlefield. As the 
name suggests, this deployment is done in secret and only the 
player controlling the models will know exactly where they 
are located. 

Secret Deployment is done after both players have finished 
their advanced deployment.

Deploying a model/unit with secret deployment is done by 
placing three markers anywhere on the table. The markers 
are numbered from 1-3 and are delivered together with all 
miniatures that have the secret deployment rule.

If you do not have official markers on hand, you could also 
use three round pieces of cardboard numbered 1, 2 and 3. The 
size of these markers is not particularly important, for you 
will always refer to the centre of them.

If a warband has multiple models/units with secret 
deployment, then place three tokens for the first model/unit 
plus one token for each additional model/unit with secret 
deployment. Do not place 3 tokens for each. The additional 
tokens are numbered 4 and 5 and will also be found inside all 
packs of models with secret deployment.

Sometimes a player will have more than one model/unit that 
can be placed in secret deployment. In that case, it is possible 
that more than one model/unit may be located at the same 
marker.

If both players have secret deployment, the starting player 
places all of his secret deployment markers first and then the 
opposing player places his.

Models which may use secret deployment have a special 
secret deployment box on the back of their profile card on 
which you should mark the token indicating their position. 
This box must be filled out by the controlling player in secret 
after he has placed all of his secret deployment markers on the 
table. The player should then put the profile card of the model 
back on the table with the back side face down so that the 
opposing player cannot see the true location of the unit/model.

NOTE

The usual rule about disclosure (page 16) does not apply 
for secret deployment. You should never reveal the secret 
deployment card to an opponent!

The secret deployment markers remain in the game until the 
player has revealed all of his relevant models/units, which he 
may do during one of his turns in any round except the first 
one. Models in secret deployment may never be revealed in 
the first round.

Since all models and units must be activated each round, 
those in secret deployment must also be activated, following 
the normal rules of Activation (page 50). When activated, a 
model/unit deployed secretly can either be revealed or any one 
of the secret deployment markers (only one of the markers!) 
may be moved up to 3 inches. A marker may not be moved 
within Impassale Terrain (page 98), over models, or moved 
closer than 5 inches to an enemy model/unit.

NOTE

The same secret deployment marker may not be moved more 
than once per round. This is important in the case that there 
is more than one model/unit with secret deployment in play.

When a player decides to deploy a secret model/unit, he 
reveals the secret deployment box on the respective profile 
card, showing which marker he chose. He then centers the 5 
inch template (page 238) over the secret deployment marker 
and places the model/s with their bases completely within the 
template. 

In this diagram a unit of Bladeslingers is profiting from 
the Pendragon‘s Dugout ability and may be placed in secret 
deployment. All models are placed completely within the 
secret deployment area.
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Models deployed may be activated normally in the round of 
their deployment.

It is not possible to remain hidden when enemies are standing 
close. All models assigned to a secret deployment marker are 
immediately revealed as soon as an enemy model moves 
within 5 inches of the center of that marker. To determine if a 
model is within 5 inches, check it using a tape measure.

If models are being revealed, all models assigned to the 
revealed secret deployment marker must immediately be 
deployed. If there is not enough space for discovered models 
to be deployed completely within the template, deploy each 
model as close to the marker as possible. No model may be 
deployed in a way so that it engages an enemy model.

If a player did not already activate a model/unit in the round 
it is discovered, it may still be activated normally this round 
but may not perform a Charge Action (page 62). 

game turns and game rounds
After both players have completed their setup it is time to 

start the game.

GODSLAYER® is played in a turnaround sequence by two 
opposing sides with one or more player per side. Every game 
of GODSLAYER® is divided into Game Rounds that regulate 
how long a game will last, and when players can act. A game 
normally consists of six game rounds. 

Each game round encompasses two phases, starting with the 
Initiation Phase in which certain general actions are done by 
both players and followed by the Activation Phase wherein 
players activate their models on a turnaround basis. 

The term Game Turn describes the time in which a player 
is the protagonist, using some of his models or units. Using a 
model is referred to as Activating it (page 50).

Each round is processed in the following order:

Initiation Phase
• Generate action tokens
• Sustain spells 
• Determine the starting player

Activation Phase
• Players activate models in turnaround sequence

It is enough for the moment to know that during the 
activation phase of each round the starting player goes first, 
activating one of his models or units. This is then referred to 
as the starting player’s first turn in this round.

After the player has finished the standard activation of his 
models, his turn ends. Now it is his opponent’s turn to activate 
some models. After the opponent ends the standard activation 
of some of his models, it is again the starting player’s turn to 
activate some more of his.

When both players have activated all of their deployed 
models/units once, the activation phase and current round 
ends. A new round then begins, progressing through each of 
the two phases. In regular games this is repeated until the sixth 
game round ends, but certain Scenarios (page 111) might have 
more or less than six game rounds.

If the same unit of Bladeslingers were placed as shown in 
the diagram above, this would lead to an incorrect placement 
of the models because models A, B and C are not placed 
completely within the 5 inch template.

If several models/units are deployed on the same marker, 
it might happen that not all models fit into the specified 
deployment area. In this case do the following:

If a unit uses secret deployment and not all models of it can 
be placed completely within the 5 inch template at the same 
time, place the models around the edge, in base contact, as 
close as possible to the central point.

Let us suppose a player deploys a massive Wyldfolk of Annyr 
warband with a battle level of 750 points and chooses two 
Pendragons. The player makes use of both Dugout abilities 
of the Pendragons and assigns two units of Bladeslingers 
to the same secret deployment marker. When the two units 
are revealed, they would not fit completely within the 5 inch 
template and would need to be placed as close to its center 
as possible.
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Our ritual hunt was interrupted by the discovery of a Gnoll horde attempting to tear 
down the key megalith at the intersection of two leylines. We knew it could not be an 
accidental choice, and it surely presaged an impending invasion, so we resolved to hinder the 
vanguard’s plan. We drove them off but they returned time and again. A Beasthunter from 
another tribe joined us, also upon a ritual hunt. It seemed as though the goddess Brannia 
Annua had led us all here for this purpose. Arianwyn and Devlyn died on the first day, and 
Enos the morning of the second. We kept our vigil for 3 days, and at last no more of the 
vermin returned. Several hundred Gnoll corpses littered the clearing and the ground was 
black with a blanket of crows. We were about to rest when we heard a rumbling and suddenly 
the megalith disappeared into the ground. My face must have blanched as I realized the little 
rats had been tunneling the entire time, and the horde we had massacred had been merely a 
diversion to keep us occupied.
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Activating models

A model/unit must be activated before it may perform any 
actions on the battlefield. This is done during the activation 
phase. Once activated, that model’s or unit’s actions for this 
turn will be undertaken, including any movement, shooting, 
combat magic and tactics. 

standard activations
During each round, each model/unit must be activated once 

and may perform its various actions. This is referred to as a 
Standard Activation. A model or unit is not permitted more 
than one standard activation per round.

A standard activation of a model/unit starts when the 
controlling player nominates the model or unit to be activated 
and immediately ends whenever the controlling player 
decides so.

NOTE

It is not allowed to forfeit the standard activation of a 
model or unit during a round! Every model and unit of each 
player must be activated during a round of GODSLAYER®, 
even if they do nothing during their standard activation.

Sometimes the rules speak of a model’s next standard 
activation. This always refers to the standard activation of 
the model/unit and not to any of its Passive Activations (page 
51)! In cases where an effect or a rule applies until a passive 
activation of a model it will clearly state this! 

activations per turn
As you have learned, a round is divided into alternating 

player turns. In each turn a player has a specific activation 
limit. This means that a player may only choose one of the 
following four options and may activate only the allowed 
types of his warband’s models during that turn:

Activation Limit per Turn
1

Individual 
Model

1
Unit

2
Individual 
Models

1
Individual 

Model
+

1 Unit

The player may activate the models in any order but not 
concurrently and after the player has activated his chosen 
models, his turn ends. 

It is of course entirely possible for a player to activate 
only one unit or individual model, but you will find many 
individual models have helpful synergies with others, and so 
it is common to activate both a unit and an individual model 
for greatest tactical advantage.

Example: A player with a Wyldfolk of Annyr warband 
activates one of his individual models, in this case a Bard of 
Aynnsing. He moves, attacks an enemy model, and after he 
has finished his combat-actions, the player decides that the 
standard activation of the Bard of Aynnsing ends.

Since this Wyldfolk of Annyr player is allowed to activate 
one more individual model or one of his units, the player 
decides to activate a unit of Bladeslingers in the same turn. 
He then performs all actions with the Bladeslingers and when 
the standard activation of the unit ends, he is not permitted 
to activate anything else. Now it automatically becomes the 
opponent‘s turn.

starting activation
The player who was determined to be the starting player for 

the current round gets the first turn and will start to activate 
his first models.

Because activating two models or a model and a unit at the 
start of a round would be a strong advantage, the starting 
player of each round may only activate one model/unit instead 
of the usual activation limit in his first turn.

Starting Player’s Activation Limit

1
Individual Model

1
Unit

After the starting player has finished his single activation 
in his first turn, each player may activate their models/units 
normally again.

activating individual models
Before a model may perform any action it must be activated. 

Each model can only be activated once per round and only one 
model may be activated at a time. While a model is activated 
it can perform movement, magic, combat actions, tactics and 
other possible actions.

Activating a model is done by declaring the selected model 
and then performing all actions that the player wants the 
model to perform. After the model has finished its actions, 
its standard activation ends. It cannot perform another 
standard activation until the next round. A model’s standard 
activation may be ended at any time the player chooses; he 
is not required to expend all action tokens in order to end the 
standard activation.

activating units
Activating a unit is a little different to activating an 

individual model because a unit consists of several models 
which all act in unison.

All rules for activating an individual model also apply to 
activating a unit except for the following:

Every model inside the unit must perform the same action 
at the same time. Once the next action begins, the previous 
action is ended, and may not be continued.

Example: A Nordgaard player decides to move an Einherjer 
unit. He may move every unit member, or leave some 
stationary. Once the unit then performs another action, such 
as using a tactic, he may not continue his previous movement, 
even if some models still had movement remaining. 

When a player decides a unit will use a tactic, all models of 
the unit will use the tactic.

When a player decides a unit will perform a combat-action 
all models of the unit may perform the combat-action.
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activating attachments
The activation of an attachment does not count towards the 

maximum allowed standard activations per turn. Attachments 
allow a player to essentially make an extra activation in a turn. 

Example: A player of a Halodyne warband activates a unit 
of Hill Ogres and afterwards he activates a Sanctum Priestess 
in addition. Because the Sanctum Priestess has a Sacred 
Familiar as an attachment, the player may also activate the 
Sacred Familiar in this turn.

Attachments are always activated directly before or after 
the standard activation of the model they are attached to. The 
model/unit they are attached to is referred to as the “parent 
model/unit”.

Example: As in the example before, the player may decide 
to use the Sacred Familiar first and then continue with the 
activation of the Sanctum Priestess or he performs all of the 
Sanctum Priestess’s actions completely and then handles the 
Sacred Familiar‘s activation.

Even though attachments are assigned to a parent model or 
unit, and become activated before or after them, they still have 
their own statistics, abilities, tactics and action tokens, and 
are treated as separate. Attachments do not benefit from the 
parent unit’s or model`s tactics or abilities.

If the parent model/unit is destroyed, the attachment may 
still be activated just as any normal individual model or unit 
may during the rest of the game but it will then obey the 
normal rules of activating one individual and/or one unit.

NOTE

The starting player may never activate more than one 
individual model or one unit in his first turn. As an 
exception to this rule, attachments that are assigned to 
the individual model or unit being activated may also be 
activated as usual.

remaining activations
When both players have a different number of models/

units in play, one of them will often have already finished 
the standard activation of all his models/units while the other 
player may have several still to activate.

In such a situation the player who still has remaining models/
units then activates the remainder one by one.

passing activations
At the beginning of each round, both players count how 

many model/unit profile cards they have, as mentioned in the 
paragraph regarding determining the starting player (page 45). 

The player with less profile cards may choose to forfeit one 
of his turns this round, meaning that he does not activate any 
model/unit this turn, and thereby passes the turn over to the 
opposing player again, thus forcing him to activate another of 
his models/units.

To forfeit a turn, the player need only state this immediately 
when the turnaround would normally take place. 

tracking activations
In order to track the activations of all your models/units we 

would recommend that you place all of your profile cards in a 
vertical position so that you can clearly read the profile card’s 
name. As soon as you activate a model/unit, turn the specific 
profile card 90 degrees into a horizontal position so that you 
can now read all its statistics. This way, everyone involved in 
the game always knows what has already been activated this 
round.

At the beginning of each new round you should turn all your 
profile cards back to their upright positions again.

passive activations
In addition to a model’s/unit’s standard activation each round, 

they may additionally be activated at other points during the 
round under special circumstances. These activations are 
called Passive Activations because they occur as a reaction to 
something and do not allow the models to undertake just any 
action they want; only a specific action may be undertaken 
each time. These passive activations interrupt the current 
activation (friendly or enemy) and models may always 
perform passive activations where the situation allows it.

There are no limitations to the amount of passive activations 
that a model/unit may perform during one round, but you 
will find that most passive activations require unspent action 
tokens in order to perform the required actions, and in this way 
the amount of passive activations is limited by the amount of 
remaining action tokens. In addition a model or unit may only 
perform one passive-activation at a time and must completely 
resolve it before it may perform another passive activation. 
The specific rules permitting the passive activation regulate 
exactly when it may take place.

It is important to note that a passive activation may only be 
performed under special circumstances. A model or unit may 
only choose to perform a passive activation when the situation 
allows it, e.g. it may counter attack when being attacked, or 
it may retreat when being charged. The rules will clearly 
indicate when a passive activation is permitted.

In terms of the core rules, the following passive activations 
are allowed. 

• Counter Attacks (page 71)
• Fleeing (page 86)
• Free Strikes (page 73)
• Expiry Rolls (page 101)

A passive activation may also be allowed by a special 
rule, for example, the Counterstrike tactic of the Halodyne 
Syntarch.
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On the mysterious and exotic continent of Zholmin, dark-skinned Sekuman Ogres roam 
the savannah that covers the centre of that land, dwelling in howdah-houses perched upon 
the backs of immense shelled leviathans. The savannah gives way to desert in the south, but 
around the inland Saeculum Sea lie the fertile lands of the Ashantian Empire; a bronze-
age culture of chariot warriors, populated by Sekuman humans. This ancient empire, built 
upon the ruins of the God-Khan City-States which preceded it, has thrived for thousands of 
years, and still worships the Umbatta Pantheon. As the Leviathan Nomads encroach upon 
the prime grazing lands of the Ashantian Empire with the Animist philosophy of the dead 
goddess, battle is inevitable. Now that the nomads have learned to life-force of Dhannya 
within their monstrous juggernauts, the Ashantians have become desperate due to a string 
of defeats. Cults of sinister new gods have begun to gain widespread following on the streets 
of the imperial capital Butumati.
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Abilities

One of the advantages of GODSLAYER® is the vast range 
of possibilities available to a player in the form of tactics 
and abilities. All models have specific tactics and abilities 
they can make use of, representing techniques that have been 
drilled on the parade ground, plans discussed before the batt-
le or simply skills learned through everyday living in their 
particular environment or profession. 

abilities
The denizens of Calydorn have essential skills which 

define their character. For example Annyr hunters spend their 
lives trekking through woods, marshes and streams, and are 
therefore able to move through such terrain without difficulty, 
while Skannfyrd warriors are extremely tough and disdainful 
of pain enabling them to shrug off injuries that would drop 
an average man. Such intrinsic capability is expressed in 
GODSLAYER® as Abilities.

The abilities of a model are automatic effects which apply to 
it at all times. A model will never have to spend action tokens 
or pass tests in order to use its abilities. All abilities count as 
special rules which are constantly active.

weapon abilities
Weapon Abilities are just like regular abilities and their 

effects are constantly applied, even though some weapon 
abilities will only have an effect on a target model under 
special circumstances like after a successful hit or when 
dealing damage. All such special circumstances are mentioned 
in the weapon abilities description.

Tactics

Tactics represent special maneuvers or ploys a model or unit 
may perform to gain a specific advantage.

tactics and their classifications
Each tactic requires a specific amount of action tokens to 

be expended as stated on its profile card. This represents 
how complicated and time consuming it is to accomplish the 
specific tactic.

All tactics a model can perform are classified in one of the 
four following types:

Self
A tactic listed as “self” always affects only the model/unit 

it belongs to.

Model
A tactic listed as “model” may be ordered to any one model 

within LEAD range of the origin model. This may be an 
individual model, a single model of a unit, or can even be 
used by the origin model itself. 

Unit
A tactic listed as “unit” may be ordered to a whole unit or 

any one individual model within LEAD range, or can even be 
used by the origin model itself.

Enemy
A tactic listed as “enemy” may only affect enemy models/

units within LEAD range of the origin model.
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performing, ordering and receiving 
tactics
In a real battle, individuals act on their own initiative and 

may also be ordered to do things by champions, heroes and 
other leaders. This is also possible in GODSLAYER®, and is 
represented by performing, ordering and receiving tactics.

Tactics are performed by declaring which tactic a model 
will perform and then spending the required amount of action 
tokens.

In general, each model or unit may only perform one tactic 
per round. The only exception is that warlords are allowed 
to perform any number of tactics any number of times up to 
their action token limit; (see the section on Multiple Orders 
(page 90).

A few other models have a special rule which allows them to 
perform more than one tactic per round, in which case it will 
be clearly noted on their profile card.

Tactics may be performed at any time during a model’s 
standard activation, but not during the performance of another 
action such as the resolution of an attack, meaning it is not 
possible to make the attack roll, and then use a tactic before 
resolving the damage. Nor may a tactic be performed in the 
middle of a movement action, during the casting of a spell, 
during the resolution of a shooting attack or during the 
execution of another Tactic. 

Example: A Troglodyte Reaver Runt unit with a movement 
rate of 3 performs a movement action. It may perform a tactic 
before moving, or may move 3-inches once, and then perform 
a tactic, but may not move one of the three inches, perform a 
tactic and then move the remaining two inches.

When a model applies one of its tactics to a friendly model or 
unit, this is referred to as “ordering” a tactic. The target model 
or unit to which the tactic applies is said to be “receiving” a 
tactic.

Self Tactics
Self Tactics only ever affect the origin model/unit. 

Most models or units have several tactics available (which 
are listed on their profile card), but they may only use one of 
their own tactics per turn. An exception to this is warlords 
who may perform or order any number of tactics any number 
of times. All other models may only use one tactic per turn.

Deciding and then doing something oneself is quite 
simple, but when a group of people need to be informed and 
coordinated to perform an action in unison, it becomes more 
challenging, especially in the heat of battle.

For this reason, any tactic classified as “self” that is activated 
will automatically succeed for individual models and for units 
which include a Unit Leader (page 90) without need for a 
LEAD test.

If a unit has lost its leader, then it must pass a LEAD test in 
order to use a self tactic. If it fails then the tactic may not be 
used.

Ordered Tactics
Some commanding individuals with greater experience and 

strategic acumen are able to order units and individual models 
to perform tactics. In this way, a model such as a warlord 
or character can apply a tactic on their profile card to other 
models and units; this is referred to as Ordering a Tactic.

Any tactic classified as a Model Tactic may be ordered to an 
individual model or a single model of a unit.

Any tactic classified as a Unit Tactic may be ordered to an 
entire unit.

To order a tactic to a model or a unit, the target model/
unit must be within the LEAD range and line of sight of the 
ordering model.

Ordering procedure:

1. Check if target is within line of sight and then spend the 
required action tokens for the tactic.

2. Check if the target model/unit is within LEAD range 
of the model ordering the tactic. If it is out of LEAD 
range, the ordered tactic automatically fails and all 
action tokens spent for it so far are lost.

3. If the receiving model/unit is within LEAD range of 
the ordering model, it is required to pass a LEAD test 
to determine if the order was heard and understood. 
 
If the test succeeds, the target model/unit has received 
the tactic successfully and benefits now from the 
tactic’s special rule. If the test fails, the tactic was not 
received and the target model/unit does not benefit 
from its effects. In this case, all action tokens spent for 
ordering the tactic are lost.

Warlords are allowed to perform more than one tactic per 
round, so they are therefore able to order the same tactic 
again, any number of times, spending the required amount of 
action tokens each time.

Enemy Tactics
Some tactics cause an effect directly on an enemy unit or 

model; such tactics are referred to as Enemy Tactics. In order 
to succeed, the target model must be within the LEAD range 
and line of sight of the origin model!

Procedure:

1. Check if target is within line of sight and then spend the 
required action tokens for the tactic.

2. Check if the target model/unit is within LEAD range 
of the model ordering the tactic. If it is out of LEAD 
range, the enemy tactic automatically fails and all 
action tokens spent for it so far are lost.

3. The origin model/unit and the target model/unit both 
roll a D6 and add their current LEAD values to the roll. 
• If the origin model/unit scores equal or higher 
than the target model/unit, the enemy tactic succeeds. 
• If the origin model scores less than the target model/
unit, the tactic has failed and all action tokens spent for 
it are lost.

Example: A Nordgaard Warsmith tries to use his tactic 
Shatter on a unit of Banebrood Maldire Mongrels. The 
Warsmith’s LEAD value is 9, the Maldire Mongrels’ LEAD 
value is 7. Both, the Warsmith and the Maldire Mongrels roll 
a D6 and add their LEAD to it. The Warmsith rolled a 2 and 
has a total result of 11. The Maldire Mongrels rolled a 3 and 
have a total result of 10. Since the Warsmith scored the higher 
result, his enemy tactic Shatter takes effect on the Maldire 
Mongrels.
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limitations of tactics
Observant players will discover clever combinations of 

tactics, abilities, orders, spells, and items, which result in 
very favourable benefits for a model. These combinations are 
intentional but do obey specific limitations.

A model/unit can be affected by several tactics simultaneously 
but only one of each kind; so a model/unit can only be affected 
by one tactic initiated by itself and one ordered tactic received 
from a friendly or allied model. Additionally, a model/unit 
may only suffer one enemy tactic at a time.

Example: A unit of Mortan Legionnaires becomes affected 
by the enemy tactic of a Nordgaard Warsmith called 
“Shatter”. The Legionnaires now suffer -2 ARM from the 
enemy tactic. In the Legionnaire’s players next turn, the 
warlord model (Centurion) orders the tactic “Ancestral 
Pride” which increases the Legionnaire’s MEL by +1. Then, 
in the Legionnaires own standard activation, they perform 
their self-tactic “Testudo” which grants them +2 DEF and 
+2 ARM. The -2 ARM penalty of “Shatter” is now negated by 
the “Testudo” tactic which gives a +2 ARM benefit, and so 
the Legionnaires gain no ARM benefit or penalty and will now 
have the modified stats of +2 DEF and +1 MEL. 

If a model/unit is already affected by one of its own tactics, 
an ordered tactic that it received, or an enemy tactic, and then 
becomes affected by a second tactic of the same kind, the 
previous tactic of that kind is cancelled, and the most recent 
tactic is applied.

Example: Referring to the Legionnaires in the previous 
example, they also now become affected by the unit tactic 
“Campaign Veteran” ordered by a Princeptor of their 
warband. The newly ordered “Campaign Veteran” tactic 
grants them an additional D6 for the purposes of calculating 
a possible critical hit.

Because the Legionnaires are already affected by 
the ordered unit tactic “Ancestral Pride”, which was 
ordered by the warlord, this previous special rule of +1 MEL 
is lost and the new rule is applied. The model’s statistics 
would therefore now be modified by +2 DEF and instead of 
the +1 MEL bonus from Ancestral Pride, they will instead 
benefit from the special rule of “Campaign Veteran”.

NOTE

Each miniature purchased comes with tactic 
tokens. These are printed in two different colors:  

• self tactics are black 
• enemy tactics are colored in the faction color.  

In this way it is easy to track if a model or unit is already 
affected by a self, friendly or enemy tactic.

tactic durations
The duration of tactics is always mentioned in the 

explanation of the tactic on the model’s profile card. Some 
of them last until the end of the current turn or round, while 
others might last until the start of a model’s next standard or 
passive activation.

If a model is removed from the game, any tactic of that model 
which is still in play at that time, will continue to last until the 
described end of the tactic and will not end automatically just 
because the model is removed from play.

variable tactic act costs
Tactics which have a “*” noted under their action-token 

column have a variable cost. 

A tactic with a variable action token cost may always be 
performed by spending 0 ACTs but as you will see in the tactic 
description, the expenditure of additional action tokens will 
increase its effect.

A model performing a variable-cost tactic may spend any 
amount of action tokens on it, limited only by its remaining 
action token pool or occasionally by a specific limitation 
mentioned in the tactic‘s description.

special talents
Some Special Talents cost action tokens to use, just as 

tactics do, but like abilities, they do not require a test for them 
to be performed.

Unlike spells, which can be selected by the player, special 
talents are an integral, unchangeable aspect of the model. 

Examples of special talent’s would be a Bard of Aynnsing’s 
songs or a Brewer of Odrorir’s potent brews. Talents can affect 
friendly or enemy models, or the model with the talent itself.

Example: A Bard of Aynnsing has the special talent Minstrel 
written on his profile. Minstrel allows the Bard of Aynnsing to 
perform one song per round. The songs the Bard may perform 
are also listed on its profile as part of the special talent, 
because the special talent allows access to these additional 
tactic-like effects.
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Gorelord Bloodmange’s inner beast stirred at the sight of the carnage around him. The force 
known as the Urghast was feeding upon his hate, and vice versa. He took a deep breath of air 
thick with smoke and the scent of blood, then let out a bestial bellow that ripped through 
the clamor of carnage. The Mortan town had been transformed into a slaughterhouse 
by Beastspawn savagery. Here, the abomination called civilization had found its nemesis. 
Bloodmange’s mind could not comprehend why mortal peoples had to surround themselves 
with false constructs like family, governments, laws, markets and money. Why could the 
humans not live true to their very nature, like the Reavers did? Weakness, that was the 
reason; they were weak, and all these clothes, buildings and walls were constructed to 
hide that weakness. Bloodmange looked at the signpost at the edge of town and stared down 
the arrow-straight, paved road which led from this town to the next. He laughed at the 
folly of the Mortans, for he would use their own roads against them as his horde marched 
inexorably deeper into the empire. Civilization would be its own undoing. His bestial troops 
awaited orders. “Burn it. Burn it to the ground so that we may make the war-dance in its 
ashes”.
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Movement

Skillful movement and manoeuvring can often mean victory 
or defeat for a warband. Part of the tactical challenge involved 
in GODSLAYER® entails moving your models into a position 
where they can be most effective.

Manoeuvring models can be a very strategic matter. You 
must attempt to bring missile troops close enough to the 
enemy to shoot them, albeit without placing them in undue 
danger of being charged.

Conversely, players will also want to charge with their best 
fighters into melee before they are charged by enemy models.

moving models
A model can be moved by spending action tokens; for each 

action token spent on Movement, the model may move once 
up to its MOV value in inches. Moving the full value is not 
mandatory.

Move the model by measuring the distance the model moves 
from the edge of its base, using a tape measure. When you 
measure from one point of the base (for example the middle 
of the “front” according to the way the model is facing), make 
sure that the model ends its movement with that point being 
within the permitted movement distance.

Any time a model performs a movement action, the 
controlling player needs to declare the amount of action 
tokens the model will spend on moving. Nevertheless, after 
this movement is completed, the player may then declare a 
second or further movement if he wishes, up to a specific 
exhaustion limit (described later).

When moving, a model may never cross bases of other 
models, not even partially, be they friendly or enemy models.

 
Models may also never cross objects with an equal or higher 

sight value than their own. Models may cross objects with 
a lower sight-value than their own, but may not end their 
movement on an object. This means that the model crossing 
the object must be able to move its base completely over the 
object.

NOTE

Models are not required to move in a straight line; they 
can be moved in any direction.

Moving Unit Models
Unit models are moved just the same as individual models. 

The only difference is that they are moved one after another.

Once a movement action for a unit has been declared, the 
models all use the same amount of action tokens declared for 
their movement. 

Models in a unit are not required to move exactly the same 
distance or direction; the only restriction is that no model may 
move more than the movement distance that was paid for.
After a player has placed all the unit models where he wishes, 
the movement action for the unit ends.

unit formation
Units are a group of individuals who stick together for 

mutual benefit. In addition to being trained and equipped in 
the same way, they share a bond of unity, whether they are 
noble Cromlech Guard or snivelling cowardly Reaver Runts; 
duty or fear keeps them united. 

To represent unity, all models in a unit must maintain a so 
called formation - all models must be within 2 inches of another 
model of that unit at the end of each action. This is referred 
to as Unit Formation and may not be broken voluntarily. A 
player may always measure the distance between each unit 
member in order to check the unit formation.

Model A (Position A) performs a movement action. It spends 
1 ACT to move once up to its MOV value in inches which 
would be 3 inches (Position B). Then it decides to perform a 
second movement action by spending another 2 ACT to move 
up to twice its MOV value in inches which would be 6 inches. 
First it moves 2 inches (Position C) and then another 2.5 
inches (Position D). It ends its movement here even though it 
could still move another 1.5 inches because it only used up 4.5 
of it´s 6 inches movement.

All models of that unit are in unit formation because no 
model is further away than 2 inches from another model of 
its unit.
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NOTE

The unit must be in formation at the end of each action! E.g. 
while moving, members of the unit may be out of formation 
for a short time as long as they are back in formation again 
once the movement action is finished.

unit models out of formation
Sometimes a formation can become involuntarily broken 

during play. In this case the unit may try to re-establish their 
formation by performing movement actions (but no charges!) 
until all models of that unit are within 2 inches of another 
model of that unit.

A unit that does not re-establish its formation may not 
declare charges or order or receive tactics for as long as the 
unit counts as being out of formation.

Tactics that were already affecting the unit before it fell out 
of formation and which are still active when the unit falls out 
of formation, will continue to affect the unit.

A unit that is out of formation may become subject to an 
effect that refers to the whole unit. In this case only the models 
of that unit which are in formation to the unit model that was 
targeted with the effect are subject to the effect.

Example: A Nordgaard Warsmith successfully uses his enemy 
tactic Shatter on a unit of Mortan Praetorian Carnifexers. 
Unfortunately the unit is out of formation and split into two 
parts. One part is consisting of two models which are in 
formation to each other while the other part consists of three 
models that are in formation with each other. The Warsmith 
targeted the part with the two models in formation, so only 
those two models will be affected by Shatter.

exhaustion limit
Moving around a battlefield covered in vegetation, obstacles 

and corpses is exhausting and often difficult when the ground 
is slippery with water and blood, especially when burdened by 
heavy armor and equipped with cumbersome weapons.

In GODSLAYER®, players are free to spend their action 
tokens on any action they want their models to perform. 
Nevertheless when moving, models are subject to the 
exhaustion rule, meaning that there is only a limited amount of 
movement actions a model can make before being exhausted.

Each model may only spend a maximum of 4 ACTs for 
movement during one round. Some special classes of models 
have different restrictions as described in the chapter on 
Model Classifications (page 92). 

falling
Some game effects can cause models to fall from an elevated 

position. In such cases, a model that falls is placed directly 
underneath its previous elevated position. A model that falls is 
immediately knocked down and loses one life point for each 
full inch it fell.

Example: A Troglodyte Hammerfist falls off a 5 inch cliff and 
so he is placed underneath his previous position, is knocked 
down, and loses 5 life points.

Models may also voluntarily jump off elevated positions 
at any time, in which case all rules for falling are applied to 
them.

leaving the battlefield
Sometimes a model/unit may flee off the battlefield or even 

voluntarily leave it. A model/unit that moves off a table edge 
in any way counts as leaving the battlefield and is removed 
from the game. For purposes of Victory Conditions (page 110) 
and Kill Points (page 108) this model/unit counts as destroyed.

A model/unit that has left the battlefield may not return 
during the rest of the game.

NOTE

A model only counts as leaving the battlefield if it flees 
or voluntarily moves out of it! A model that is being moved 
involuntarily, e.g. by an enemy effect, simply stops at the 
edge of the battlefield.

In this diagram model C is more than 2 inches away from 
model B and F and is therefore not in unit formation with the 
rest of the unit models. Model A and model B are in formation 
with each other but not to any other model of their unit and are 
therefore also out of unit formation. Models D, E, and F are 
all in formation with each other but are not in unit formation 
with model A, B, or C and are also out of formation. In order 
to restore the formation it is necessary to move all models 
within 2 inches of at least one other unit model.

If a unit does not have the possibility to restore its unit 
formation within its standard activation, it still counts as being 
out of formation and may try again in their next standard 
activation until the unit formation is restored.

NOTE

Unit models out of formation will still use up the unit’s 
action-token pool and all models of the unit must perform 
the same actions, even those out of formation.
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Engaging Models

In GODSLAYER®, melee combat forms a major part of the 
game in which models represent people hacking, stabbing 
and pummelling each other with melee weapons. Of course, 
people who are standing more than two meters apart would 
find it difficult to hit each other, so models must therefore be 
brought into close enough proximity to enemy models during 
the movement phase in order to engage them.

how to engage models
Engaging refers to models being within Melee Range 

(page 68) of another model. Melee range is a number listed 
under weapon statistics, and melee range numbers indicate a 
distance in inches.

There are two different situations in which we speak of 
engaging:

• If one of your models has an enemy model within 
its melee range, your model counts as engaging that 
enemy model.

• If one of your models is within the melee range of an 
enemy model, your model counts as being engaged by 
that enemy model.

In most cases models have a melee range of 1 inch, meaning 
that they can engage enemy models when they are within a 
distance of 1 inch of them. This also means that in most cases 
when one model is engaging an enemy model that both of 
them are engaging each other.

As mentioned before, most of the time that one of your 
models is engaging an enemy model, then your model is also 
engaged by that enemy model.

However, sometimes a model may have a higher melee 
range than its enemy and may stand outside that enemy’s 
melee range. The model with the longer melee range would 
then be able to engage that enemy model while not being 
engaged by it.

Example: Several Halodyne Hoplites each have enemy 
Banebrood Reaver Tribesmen models located within 1.5-2 
inches of them. The Hoplites have a melee range of 2 inches 
and are therefore engaging all Reaver Tribesmen models that 
are 2 inches or less away from them. The Reaver Tribesmen 
only have a melee range of 1 inch and thus they cannot engage 
any of the Hoplites. In this case the Reaver Tribesmen count 
as engaged while the Hoplites are still unengaged.

charging
Charging describes a special type of movement whereby an 

individual model or unit runs straight at an enemy, building up 
momentum and determination while preparing its weapon to 
strike the enemy it engages.

In game terms, a charge is made to bring models into close 
combat with enemy models and grants the chargers special 
benefits which are not gained from simply engaging.

A charge is referred to as a charge action and does not count 
as a movement action.

Declaring Charges
A charge may not be declared for a model/unit if it has: 

performed any movement actions, any Melee attacks 
(page 69), Missile attacks (page 74), Magic attacks (page 78) or  
Thaumaturgy Spells (page 77). 

In practical terms, this means the only things a model can 
do before charging in that round are activating tactics, using 
items or abilities, casting incantation spells, and making 
required tests. This is because a charge is a sudden and 
coordinated action which relies partly on surprise to catch an 
enemy unawares.

 
A model/unit can declare a charge against any enemy model 

in line of sight, as long as the charging model or any member 
of the charging unit is not already engaging or engaged by 
a model. This is because models are too concentrated on 
the deadly business at hand to be able to contemplate other 
charges, irrespective of melee ranges.

To declare a charge state which model is charging, the enemy 
model being charged, and the type of charge being performed. 
Models may charge only a single target model, although they 
can then be placed in melee range of several enemy models.

When a unit charges, each unit member must charge an 
individual target. The player must specify which enemy 
model each of his unit models charges.

Target enemy models may be charged by more than one 
model; for example, three charging models could charge the 
same target. The charging unit models must be placed so that 
they are in formation at the end of the charge movement.

Unit members must all perform the same Type of Charge 
(described in the next paragraph).

Model A has a MEL weapon with a RNG of 1 inch. Model 
B and model D are within its melee range and are therefore 
engaged by model A. Model C is out of its melee range and is 
therefore unengaged. Model A would now also be within the 
melee range of model B and D since both models also have 
a melee range of 1 inch. In that case model A would also be 
engaged by model B and D.
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Performing Charges
Each time a model or a unit will perform a charge, it will 

need to spend a specific amount of actions tokens to do so. 
The cost of the charge is dependent upon the type of attack 
the charger will choose for its charge action. Many models 
have several attack options costing different actions tokens. A 
model performing a 2 ACT attack for the charge attack, will 
spend 2 ACTs to perform the charge action, while a model 
choosing a 3 ACT attack type will spend 3 ACTs for the 
charge. 

NOTE

although a charge includes moving, this charge movement 
is free; the ACT cost of a charge is the ACT cost of the attack 
to be made. 

Charges are therefore always performed by first selecting 
the kind of melee attack a model will execute and spending the 
specific amount of action tokens for this attack. The charging 
model/unit then gains a specific free movement based on the 
type of charge.

types of charges
There are two different types of charges. Most models are 

only able to perform a standard charge action, but certain 
models such as light infantry are eligible to perform a long 
charge, reflecting their mobility.

The charge type being employed must be stated at the time 
the charge is declared. The charge type selected may not be 
revised during the charge.

The following charge types are referred to as charge actions:

Charge
A model performing a Charge may move up to double its 

MOV statistic in inches plus an additional 2 inches for free.

Long Charge
A Long Charge may only be performed by models which 

have an ability listed permitting this. 

A model performing a long charge may move up to three 
times its MOV statistic in inches plus an additional 2 inches 
for free.

No matter which type of charge a model chooses, it will gain 
+1 MEL and +1 POW to its melee attack and Damage Rolls 
(page 79). This is called the charge bonus, and it applies until 
the end of the turn in which the model charged. 

The significance of the charge bonus is explained in the 
section regarding Fighting Styles (page 70), but for now it is 
enough to know that +1 MEL to the attack and +1 POW to 
damage rolls is a considerable advantage! For this reason it 
makes sense to maneuver your models strategically to place 
them in positions where they can charge enemies.

Example: The player of a Wyldfolk 
of Annyr warband decides to let his 
Cromlech Guard perform a charge 
action against an enemy Nordgaard 
Fjell Warriors unit. The Wyldfolk 
player chooses the Great Axe attack of 
the Cromlech Guard, costing 3 ACT. 
He spends 3 ACT from the Cromlech 
Guard’s action token pool and may then 
perform a charge, moving double the 
MOV value of the Cromlech Guard plus 
an additional 2 inches for free.

If the same player would have decided 
to let his unit of Bladeslingers perform 
the charge, they could have performed 
a long charge as a valid charge option 
instead since the Bladeslingers are light 
infantry and are therefore allowed to 
perform long charges.
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moving chargers
Charging models must always move in a direct line towards 

the declared target of their charge, and may move any distance 
up to their total charge movement.

Unit models which charge are all moved separately one after 
another, their moving order decided by the controlling player.

When a unit charges it can quite often happen that one or 
more of the models cannot charge due to models or objects in 
their direct path, while the rest of the unit can. In such cases, 
it is possible to charge with just the unit models which are 
able to charge.

If a unit model does not have a valid target to charge or if 
the player does not want it to charge, it may simply move 
its charge movement in any direction (which need not be in 
a straight line), but it should of course be in unit formation 
when all the charge movement has been completed.

Such non-charging models in a charging unit may not 
perform a charge attack Charge Attack (described later), even 
if they are engaged with an enemy after their movement. They 
may however attack later in their unit’s turn when further 
attacks are made, but do not benefit from the charge bonus.

Models of the same unit are not restricted to charging the 
same enemy. It is entirely possible for unit models to charge 
models of two enemy units or to charge a unit, a creature and 
a character etc., as long as the unit remains in unit formation 
and obeys the rules of moving chargers. 

NOTE

unit models are never allowed to break unit formation 
after completing charge movement. If they cannot all be 
placed in unit formation and in melee range of the charged 
models, then some models will need to be adjusted so that 
they maintain formation. This can result in some models not 
engaging the models they charged, but remember that as long 
as one model of a charging unit reaches its charge target, the 
unit does not have a failed charge.

It is also entirely possible for a charging model to be placed 
in melee range with models in addition to the model it charged. 
In this case, all models in melee range of the charger of course 
count as being engaged by the charger.

The charging model must attack the model it charged with its 
charge attack, but subsequent further attacks may be allocated 
against other enemy models it is engaged with.

Since a charger enjoys its charge bonus for the entire round, 
it will also benefit when subsequently attacking other enemy 
models which it did not initially charge.

Example: A Wyldfolk of Annyr Pendragon has charged 
a trooper model in a unit of Nordgaard Fjell Warriors, but 
the player has positioned the Pendragon to also engage the 
Brewer of Odrorir. The Pendragon’s charge attack is made 
against the declared target of the charge - the Fjell Warrior. 
After the Pendragon has made his charge attack against the 
Fjell Warrior that he charged, he may perform further attacks 
against the Fjell Warrior or against the Brewer of Odrorir. 

After a model has completely resolved its charge, it may 
move again, but may not charge a second time in the same turn/
round. Remember that a model/unit may only charge once per 
standard activation and charges may only be declared before 
any of their movement or combat actions have taken place.

successful and failed charges 
For a Successful Charge, an individual model must end 

its charge movement engaging the charged enemy model. If 
the charger finishes its charge-move without engaging the 
charged enemy model, the charge counts as failed.

A charging unit only fails their charge if no member of the 
charging unit engages a charged model. If a single unit model 
fails its charge by not engaging the charged model, the unit 
will not count as having failed a charge, as long as at least 
one model of the same unit managed to engage the target of 
its charge.

Example: A unit of three Troglodyte Grayhorns is charging 
a unit of Wyldfolk of Annyr Wycca Warriors. After measuring 
the charge movement of all Grayhorn models, it turns out that 
only one of the Grayhorns is actually able to engage a Wycca 
Warrior. This still counts as a successful charge because even 
though two of the Grayhorns have not engaged any Wycca 
Warriors, at least one Grayhorn managed to do so.

A model or unit that has made a Failed Charge makes its 
full charge movement directly in the direction of the target of 
the charge and then immediately ends its standard activation. 
It may still keep its remaining action tokens and may perform 
passive activations during the rest of the current round.

Models whose charge would cross another model’s base 
must stop immediately upon touching the base. The same is 
true if the charger crosses Impassable Terrain (page 104). In these 
cases the charge counts as failed.

charge attacks
When a model has successfully charged an opposing model, 

it may make the attack which it paid for (the cost paid for the 
charge). This initial attack of a charging model is referred to 
as a Charge Attack. (Making melee attacks will be covered 
fully in the chapter Melee on page 68)

Chargers may not perform any tactics, use special talents or 
cast spells between the charge movement and the resolution 
of their charge attack. This is because the charge movement 
and charge attack are considered to be a single flowing action.

Example: A Banebrood Reaver Tyrant charging a Mortan 
unit of Legionnaires cannot declare his charge, then use his 
Painkiller tactic and then resolve the charge attack. He must 
either use the Painkiller tactic before he charges or after he 
has completed his charge attack.

If a charged model is Destroyed (page 80) before the charge 
attack was resolved, the charge attack may be made against 
another enemy model within melee range.

Example: Two unit models of a unit of Halodyne Sons of War 
both charged the same target model of a unit of Banebrood 
Maldire Mongrels. Since the first Son of War manages to kill 
the charged Maldire Mongrel, the second Son of War may 
redirect his charge attack to another enemy model that is 
currently inside his melee range.
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moving into close combat
In addition to the procedure of charging, there is another 

way models may engage another model - by simply moving 
so that the target is in melee range. This can be useful when a 
charge is not possible, for example where there was no line of 
sight to the enemy at the start of the turn, or when there were 
models or terrain blocking movement in a direct line.

Moving into combat requires the expenditure of action 
tokens for the movement as well as the cost for any attacks 
that should be performed. Since moving into combat is not a 
charge action, no charge bonus is applied. Clearly, charging 
provides great advantages, and is one of the core principles 
of the rules.

slay movement
The charge impetus of some individuals carries them right 

into the thick of the battle and is not halted by the first enemy 
in their path. Such accomplished killers benefit from Slay 
Movement.

If an attacking individual model (not unit models!) manages 
to destroy the enemy model it charged with its charge attack, 
it immediately gains D3 inches of free movement and one 
free attack of the same type as it used in the charge. This free 
attack also counts as a charge attack, but the charger will not 
gain a second slay movement if he kills this second model 
with his slay-movement attack. Slay-movement is a one-time 
benefit during a charge.

NOTE

Unit models are not permitted to make slay movement even 
when a unit has only one model left.

A model which is performing slay movement may move up 
to the determined distance and is not affected by free-strikes. 
It is however not obliged to move at all if the player so wishes, 
and of course still benefits from the free attack.

Model A is performing a charge action 
against model B (target model). Model A 
chooses a valid MEL attack from its MEL 
weapon statistics and pays the ACTs for this 
attack. After that it may move up to 2xMOV + 2 
inches in a straight line without spending ACTs 
for it. The model moves its full 8 inches (charge 
movement A) towards model B, engaging 
it once it has finished its charge movement 
(position A), so the charge is successful.

The model could also choose a different 
direction and move 7 inches (charge movement 
B) until it is engaging model B (position B). In 
this case model A also engages model D and 
may attack it with another melee attack action, 
but only after it performed its charge attack 
against model B.

Model A declares a charge against model B 
but after moving 8 inches (Charge Movement 
A), model B is not within its melee range and 
thus the charge fails and model A immediately 
ends its standard activation.

Instead model A could also declare a charge 
against model D (which is in LOS because 
model D has a higher sight value than the 
interposing object). If so, model A would need 
to stop moving (Charge Movement B) as soon 
as it touches the object because it may not 
cross objects with an equal or higher sight 
value than its own. When model A’s charge 
movement ends, it does not have model D 
within its melee range and thus the charge of 
model A fails.
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The trail of the necromancer was easy to follow, besides the reeking scent of evil, we found 
numerous creatures along the way which were missing body parts. We caught the imperial 
Mortifex after he had disinterred the sacred burial mound of Corwyn MacBrath, hero 
of the ancient kingdom of Brennath. What the accursed necromancer was doing with the 
bones we did not wait to find out. Morgyth, our revered Lord of Decay could bear the 
abominations no further and so, with scythes swinging, we set about laying to rest the souls 
of the undead soldiers in the Mortifex’s retinue. That was when a massive undead construct 
called a Moloch emerged from the swamp, and we realized what all the missing body parts 
had been used for.
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Melee

The world of Calydorn is awash with blood, as empires rise 
and fall. While history records the large battles of the age, 
there are countless thousands of skirmishes taking place 
during any given year.

The melee combat is the part of the turn where the blades of 
warbands clash, where the weak are cut down, and where the 
game is often lost or won. 

models in melee & melee range
A Melee is defined as one model fighting at least one enemy 

model in close combat.

A model is classified as being in melee as soon as one or 
more enemy models are within the range of its melee weapon 
and line of sight or, conversely, if the model is within range of 
an enemy’s melee weapon and line of sight. 

The range of a melee weapon is always referred to as its 
Melee Range and therefore the range of a model’s melee 
weapon defines the melee range of the model. 

Melee range defines the distance in inches in which a model 
can engage enemy models.

Just as described in the paragraph about engaging models, 
the same diagram shows the melee range of a model as well 
as which models it is able to attack in melee. Model A is 
engaging model B and model C. Since engaging a model is 
dependent on the melee range of the weapon, this means that 
by definition, a model is always able to attack enemy models 
that it engages in melee.

melee range benefits
Models equipped with long weapons such as spears or 

staffs will usually have a benefit due to their greater reach. 
Therefore a model with a weapon that has a higher melee 
range can engage enemy models within its melee range even 
though the model itself might not be engaged by the enemy 
models (inside their melee range).

Example: a Halodyne Hoplite stands 1.5 inches away 
from two Banebrood Maldire Mongrels. The Hoplite has 
a MEL range of 2 inches because of his spear, while the 
Maldire Mongrels only have a MEL range of 1 inch with 
their hand weapons. Therefore the Gnolls are engaged by 
the Bladeslinger, but the Bladeslinger is not engaged by the 
Gnolls.

Model A has a melee range of 2 inches and is therefore able 
to engage all models within 2 inches. Model B and model 
C each have a melee range of 1 inch and may engage all 
enemy models within 1 inch. Since model B and model C are 
within the 2 inches of model A, they are both engaged by it. 
Conversely, model A is not within 1 inch of model B or model 
C and is therefore not engaged by them.

melee & elevated models
As you have already learned, models must have an enemy 

model’s base within their melee range in order to attack them 
in melee. Sometimes a model might have an enemy model in 
its horizontal melee range but positioned on a different level, 
as when one of them is standing in an elevated position.

In the paragraph about drawing line of sight and elevated 
positions (page 38), you learned that all objects have a sight 
value equal to their height in inches for each full inch of its 
height. Also mentioned was the rule that models standing 
on an object add the sight value (SV) of the object to their 
own SV. Therefore, every elevated object has a specific sight 
value based on that calculation. In such cases where models 
are located at different elevations, it is still possible for them 
to attack if the sight value difference of the models is equal 
to or less than their melee range and assuming they are in 
horizontal melee range to each other.

Example 1: A Mortan Princeptor is standing on an elevated 
position which is one inch high. He therefore has a total sight 
value of 2. A Banebrood Skulleater stands on the ground 
below and has an unmodified sight value of 1. The Princeptor 
and Skulleater are within 1 inch of each other horizontally. 
Since the sight value difference between the Skulleater and the 
Princeptor is 1 inch and both have a melee range of 1, they 
could both fight each other.

68
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Example 2: A Mortan Princeptor is now standing on a wall 
2 inches in height, having a total sight value of 3. Within his 
horizontal MEL range are a Banebrood Fomorian Guthacker 
and a Banebrood Skulleater. The Skulleater and the 
Princeptor both have a melee range value of 1 inch, and even 
though they are in horizontal melee range to each other, the 
sight value difference is 2 inches, meaning that they cannot 
attack each other. The Guthacker also has a melee range of 
1 inch, but he has a sight value of 2, and so the Guthacker 
and the Princeptor can attack each other since the sight value 
difference between them is only 1 SV, which is equal to the 
melee range of the Guthacker and the Princeptor.

NOTE

This rule only applies in situations where models are 
located on different levels! As long as they are standing on 
an equal level, the sight value has no impact on melee.

attackers and defenders
Sometimes it is necessary for clarification to speak of 

models as either Attackers or Defenders.

Therefore all models belonging to the player whose turn it is 
are referred to as attackers while all models of the opponent 
are referred to as defenders for that turn.

Once it becomes the other player’s turn, his models are now 
referred to as attackers and the opponent’s ones as defenders. 
Below is a table summarizing the exact sequence of processing 
attacks. Each step will be detailed in the following sections 
and chapters.

Do not worry if it seems complex when reading it for the 
first time, the system is extremely intuitive and logical, and 
after a few attacks, you will quickly become proficient in the 
sequence of resolving melee combat.

The following is meant for reference and provides a 
framework to which you can refer while reading the following 
chapters. 

Sequence of Handling Charges and Melee Attacks

Charge Procedure:
1. Nominate charging model/unit
2. Select model(s) being charged
3. Select type of charge
4. Select weapon and attack type
5. Move chargers and determine if charge was successful
6. Defender now has the chance to declare counter attacks
7. Continue with the melee procedure

Melee Procedure:
8. Check strike ranks of involved models
9. Highest strike rank will attack / counter-attack first
10. Check if target model is within melee range of the 

nominated model attacking
11. Apply charge bonus or fighting style
12. Make to-hit roll for the attack / counter-attack 

(attacker’s MEL +2D6 vs. target’s DEF)
13. If attack hits, apply damage roll (POW of attacker’s 

attack +2D6 minus target’s ARM)
14. Mark off damage
15. Remove casualties

Conditional:
16. For units making attacks, repeat the above procedure 

for the next unit model
17. For individual models which charged, if they destroyed 

the target of their charge with the initial attack, then 
they are eligible to make slay-movement.

fighting in melee
Many different styles and techniques are relevant in a battle, 

so too is the weight of the weapon. A fighting model using 
more challenging moves and combinations, which are more 
time consuming, has a greater probability to hit the enemy 
than a model who makes quick and simple thrusts or slashes.

Troops wielding heavy weapons designed to crush enemies 
will need more time during an attack than a model fighting 
with a small light weapon.

The action-token system is flexible to represent these 
situations and allows a model to make several quick attacks 
or make fewer attacks with a higher precision, as well 
as regulating how unwieldy a weapon is. As previously 
mentioned, action tokens represent portions of time during 
the game turn

To fight in melee, a player must decide on a target, which 
can be any enemy model within melee range of one of the 
attacker’s weapons. Some models are armed with more than 
one weapon. If the enemy model is within the melee range of 
several of the attacker’s weapons, then the attacking player 
decides with which weapon the model will attack. 69
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Some weapons have different attack options, such as striking 
a quick, light blow, costing 2 action tokens and striking a 
heavy blow costing 3 action tokens.

If the attacking model has several types of attacks with a 
weapon, the attacking player decides which attack type will 
be used for the attack and spends the appropriate ACT cost 
listed with that weapon’s attack. In most cases, models are 
only equipped with one melee weapon, which will only have 
one type of attack.

After the action tokens have been spent, the player receives 
two dice which are used to make what is called a “melee 
attack roll”.

When units make attacks, every member of the unit uses the 
same weapon and same type of attack. For example it is not 
permitted for some models to perform a 2-ACT attack and 
others to perform a 3-ACT attack.

NOTE

Although each unit member uses the same weapon and same 
type of attack, there are situations in which you may not 
want all of your unit members to attack. In such a case, unit 
members may forfeit an attack, even though the rest of the 
unit members perform their attacks.

melee attack roll
After deciding on which attack a model will perform and 

spending the action token costs for that attack, the controlling 
player makes the Melee Attack Roll. This is done by rolling 
2D6, then adding the value of the attacking model’s current 
MEL statistic. 

NOTE

A model’s MEL stat can be modified by being injured, or 
through tactics, abilities and spells etc. A melee attack roll 
is always done with 2d6 plus the current MEL of the model.

determining melee attack hits
To score a successful Hit, the total of the attacker’s melee 

attack roll must be equal to or higher than the target model’s 
current defence (DEF) statistic.

Example: A Mortan Legionnaire is engaging a Wyldfolk of 
Annyr Cromlech Guard. The Legionnaire has a MEL statistic 
of 6. The DEF of an Cromlech Guard is 13. This means the 
Legionnaire would need to score at least a 7 with 2D6 to hit the 
Cromlech Guard. The controlling player of the Legionnaire 
rolls two dice and scores an 8. The player now adds the MEL 
statistic of the Legionnaire to his roll, making a total of 14. 
The Legionnaire has hit the Cromlech Guard!

After each successful melee attack roll, you will need to 
determine the consequences of the attack which normally 
results in dealing damage to the model which was hit. This 
will be explained in further detail on page 79.

initial and further attacks
The first attack a model makes when it is activated for the 

first time in a round is called its Initial Attack. Models are 
limited in the number of attacks they may make during their 
activation only by their available actions tokens. Some models 
may make four or even more attacks in a turn, while standard 
units are usually able to make two attacks. Any attacks made 
by the same model in the same turn, after the initial attack, are 
called “further attacks”.

NOTE

When a unit fights, all unit models which the controlling 
player wishes to attack are required to complete their 
initial attacks before any further attacks can be done by any 
of this unit’s models.

Further attacks are conducted exactly the same as initial 
attacks. The attacking player begins by naming the target and 
deciding on an attack it wishes to use.

Example: A Gnoll Reaver Runt unit is in melee with a unit 
of Halodyne Hoplites and has already completed its initial 
attacks against them. Since the Reaver Runts still have 
2 action tokens left, they can be spent on a further attack, 
granting each Reaver Runt a second attack.

After a model has completed its second attack, it can 
continue with a third attack, and a fourth one, etc. if it still has 
enough action tokens to do so.

After each successful attack roll, a damage roll is made as 
described on page 79.

fighting styles
Individuals may employ different styles of fighting in 

combat, depending mostly upon the nature of their enemies. 
Some warriors might concentrate their full efforts to 
perform a complicated series of combos while others could 
make powerful swings to land heavier blows. Combat in 
GODSLAYER® allows both of these possibilities by using 
Fighting Styles.

Each round, models may employ a “fighting style”, and this 
fighting style applies for the entire turn. When an attacking 
model/unit declares its first melee attack of a standard 
activation, it must then select a fighting style.

All models of a unit use the same fighting style, and even 
unengaged unit models also count as using the same style.

There are two different fighting styles a model can choose 
from:

• Offensive Fighting Style - Adds +1 MEL to all of the 
model’s melee attack rolls 

• Powerful Fighting Style - Adds +1 POW or +1 direct 
damage for all its melee damage rolls

After the fighting style has been chosen, remember to 
include this bonus in calculating the melee attack or damage 
roll of the model/unit by adding +1 MEL or +1 POW/direct 
damage depending on the fighting style it has chosen.
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Example: A Troglodyte Obsidian Nightmare is activated and 
attacks a Banebrood Reaver Tyrant which is already in the 
Nightmare’s melee range. Since it is the Obsidian Nightmare’s 
first attack (initial attack) this turn, he must be assigned a 
fighting style, and the player chooses to fight using powerful. 
This grants him +1 POW to his melee damage rolls or +1 
direct damage if he would choose an attack that inflicts direct 
damage (page 80).

The +1 bonus of the fighting style remains until the end 
of the current turn and may not be changed during that turn. 
For each new round in which a model/unit is the attacker in 
a melee, it must be assigned its fighting style newly before 
attacking.

Units and models may select the same fighting style as they 
used in the previous round or may choose a new one. 

A defending model or unit or a model/unit that performs 
a passive activation may never choose a fighting style, for 
example, when making Counter Attacks (described later).

charge bonuses
Successful chargers do not need to choose a fighting style; 

instead they always profit from a so called Charge Bonus, 
which gives them both +1 MEL and +1 POW for their melee 
attack and damage/direct damage! This bonus does not count 
as a fighting style! The charge bonus lasts until the end of the 
turn in which the model or unit charged.

A model/unit benefitting from a charge bonus may not 
choose a fighting style as long as the charge bonus applies.

Example: If the Obsidian Nightmare from the previous 
example would have charged the Banebrood Reaver Tyrant, 
he would not be allowed to choose between the powerful and 
the offensive fighting style and would instead profit from the 
charge bonus which automatically grants him +1 MEL and 
+1 POW to his melee attack and damage rolls.

NOTE

A charge bonus is not classified as a fighting style. When 
a special rule will refer to a fighting style, this rule will 
have no effect on a charge bonus and vice versa!

counter attacks
Each time a model declares an attack against an enemy model/

unit in melee, the attacked model/unit may immediately begin 
a passive activation and perform one counter-attack action 
against the attacking model/s. The Counter Attack must be 
declared before the attackers have started their attacks.

A counter attack is performed just like a normal melee attack, 
meaning that the controlling player of the counter attacking 
model/unit may choose any of the model/unit’s valid melee 
attack types, spends the required action tokens and rolls to hit 
and damage as usual.

Counter attacks can only be performed against melee attacks 
and may only be performed by using melee attacks in return. 

Counter attacks are resolved based on the Strike Ranks 
(page 72) of the models/units involved. 

When performing counter attacks, the following must be 
observed:

• Counter attacks of a model may only be made against 
models/units which attacked it with a melee attack.

• Counter attacks can only be made with a valid melee 
attack and against models in melee range and line of 
sight.

• Counter attacking models may not choose a fighting 
style! 

NOTE

A model/unit may only make counter attacks when being 
attacked and may not perform counter attacks when there 
was no one attacking the model/unit. It is not allowed 
to perform a counter attack against another individual 
model or unit other than the one which attacked. It is 
also important to understand that a counter attack must 
be declared each time the attackers attack, whether this be 
initial attacks or further attacks within the same turn of 
combat.

Counter attacking counts as a passive activation of the 
model/unit and may be performed at any time during a round 
and as often as the action tokens of the model or unit allow. 
During counter attacking (as with all passive activations), 
models may not move, use tactics, cast spells, shoot with 
missile weapons, or make any other form of action other than 
performing melee attacks.
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Counter attacking a Unit
Units may be counter attacked just as normal models and in 

order of strike rank.
 
Please note that in cases where the counter-attacking model/

unit has a lower strike rank than the attacking unit, counter 
attacks may not interrupt an attack action of the attacking 
unit, they may only be made after the whole attacking unit 
has completed a melee attack action. For example, after all 
attacking models have attacked, the defender may counter 
attack. Then after the attacker makes a second round of attacks 
the defender may make a round of counter-attacks. Because 
the attacker has a higher strike rank, the attacks and counter 
attacks do not count as simultaneous!

Units Counter attacking
When units counter attack, every model in the unit may 

counter attack, even if some of the models were not directly 
attacked. They may only counter attack models/units which 
attacked the unit.

It can occur that a unit is attacked by only one or few enemy 
models. In this case very few unit models may be in range 
to counter attack. Even so, the whole unit must still pay the 
necessary action tokens to counter attack. 

Example: 10 Troglodyte Reaver Runts are engaged by 6 
Nordgaard Skannfyrd Kinswords, but the attacking player 
has positioned the Skannfyrd Kinswords so that they are 
all engaging only 3 of the Reaver Runts. In this case, if the 
Reaver Runts counter-attack, then only 3 models may fight 
even though action tokens are spent for the whole unit to fight.

Two Halodyne Hoplites engage two Banebrood Maldire 
Mongrels. Remember that the Hoplites have a melee range 
of 2 inches while the Maldire Mongrels have a melee range 
of only 1 inch. Of the two Mongrels, only model D is able to 
engage one of the Hoplites (model B). If the Hoplites would be 
the attackers and the Maldire Mongrels the defending models, 
then the Maldire Mongrels could only counter attack one 
Hoplite (model B) even though the whole unit would need to 
spend the action tokens for the counter attack. If the Maldire 
Mongrels were the attackers, only model D would be able to 
make attacks, but model C would also count as an attacker 
because the whole unit always performs the same action. 
Model A could counter attack either model C or model D, 
while model B could only counter attack model D.

Counter attacking Slay Movement
Sometimes individual models profit from slay movement as 

a result of successfully destroying a model with their charge 
attack. In this case the charge attack and any attacks that result 
from the slay movement may be counter attacked as usual. 

Since attacks that result from slay movement are treated as 
new actions and therefore new attacks, a model/unit wishing 
to counter attack slay-movement attacks must again spend 
action tokens to do so.

Example: A Nordgaard Scarjarl charges into a unit of 
Maldire Mongrels. The Mongrels decide to counter attack the 
Scarjarl with their 2 ACT attack. The Scarjarl manages to 
destroy the Maldire Mongrel he charged with his charge attack, 
resulting in him gaining slay movement. Since the Mongrels 
decided to counter attack, the Maldire Mongrels may fight 
back before any slay movement action of the Scarjarl may 
be performed. After the Mongrels have made their attacks, 
the Scarjarl performs his slay movement, engages, another 
Mongrel and attacks it with his free slay movement attack. 
The Maldire Mongrels may again counter attack him, but will 
need to spend another 2 ACT for their second counter attack.

strike ranks and simultaneous combat
All models in GODSLAYER® have a so called Strike Rank 

which regulates the initiative of the models fighting in melee - 
meaning the order in which attacks take place. The strike rank 
(abbreviated SR) is not a statistic shown on a model’s profile 
but instead it is a general value which applies to all models 
and units in the game.

Unless otherwise stated, each model/unit possesses a strike 
rank of 1.

During most combats, the strike rank will be 1 for both 
sides; however, certain effects and situations in the game may 
increase or decrease a strike rank to another value, causing 
one side to have a higher strike rank.

Simultaneous combat
Combatants which have the same strike rank always 

perform melee combat actions simultaneously. In such a case 
both attacker and counter-attacker attack and damage rolls are 
considered to occur simultaneously.

Obviously it is more practical for one player to roll first and 
the opponent to then make his rolls, but all relevant models 
suffer the effects/damage of the attacks only after attacker and 
counter attacker have both made their attacks. This can result 
in both models destroying each other, in which case, both are 
removed from play.

Varied Strike Rank Combat
Models with a higher strike rank than engaged enemies will 

always perform and completely resolve each of their melee 
attacks before any engaged enemy models with a lower strike 
rank are able to act. If the counter-attacking model/unit has 
a lower strike rank than the attacking model/unit, then the 
counter attacks are applied after each of the attacking models’ 
attacks has been completely resolved and any casualties have 
been removed as described on page 80. 

Counter-Attackers with a higher Strike Rank
Sometimes the counter-attacking model/unit might even 

have a higher strike rank than its attackers and in such cases, 
the counter attacking models perform and completely resolve 
each of their counter attacks before any of the attacking 
model’s attacks can be made.
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NOTE

A counter attacking model/unit with a higher strike rank 
than the attacker may perform one counter attack directly 
after the attacking model has declared an attack upon it. 
It may only perform one counter attack for each declared 
attack of the attacker.

Summary of Melee Combat Sequence

Equal Strike Ranks - Simultaneous combat
1. Both sides count as fighting each other simultaneously
2. Destroyed models are removed and effects are applied 

on both sides after all attacks have been resolved.
3. Attacker may end the combat or make further attacks

Attacker Has Higher Strike Rank - Attacker fights first
1. Resolve all initial attacks of the attacking model unit
2. Remove destroyed models
3. Defender models/units may now counter-attack
4. Attacker may end the combat or make further attacks

Defender Has Higher Strike Rank - Defender fights first
1. Attacker declares which of defenders models/units will 

be attacked by his model/unit
2. Defender resolves all counter attacks of all eligible 

models/units
3. Casualties are removed
4. Attacker resolves all of his initial attacks
5. Attacker may end the combat or declare further attacks 

free strikes
There are occasions during a skirmish when troops are 

presented a perfect opportunity to strike the enemy, often 
because an enemy rushes past them. In these cases, models 
can lash out at the foolish individuals with what are called 
Free Strikes.

A model may perform a free strike at any model that 
voluntarily leaves or passes through its melee range. A free 
strike is performed immediately when the model leaves the 
melee range. After the free strike has been resolved, the 
attacked model may continue moving and performing actions 
as normal.

A free-strike is done without spending action tokens and the 
model performing the free-strike may use any of its attack 
types. Free-strikes benefit from a +2 to hit and a +2 damage 
bonus.

Performing free strikes counts as a passive activation.

Model A starts to perform a movement action (position A). It 
moves once and enters the melee range of model B (position 
B). It then moves out of model B‘s melee range again (position 
C) and would suffer a free strike by doing so.

combat duration & reinitiating melee
Combat continues in subsequent rounds until one side is 

completely unengaged. This can happen when the models of 
one player in a melee destroy all the opponent’s models in 
that melee. It could also occur that models move out of melee. 

NOTE

It may also occasionally happen that two units which have 
only a few models of each unit engaged with each other 
may become unengaged when the few engaged models are 
destroyed, thus leaving a gap between the units.

Of course melee can be reinitiated at any time simply by 
moving into the melee range of a model/unit and therefore 
engaging it or by charging. 
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Missile Combat

The realms of Calydorn have developed numerous lethal 
weapons to kill at long range, from simple blowpipes, javelins 
and bows to crossbows, power-lances and bomb-slings. 
Missile-armed troops can thin the enemy ranks or act as a 
deterrent to channel enemy models where you want them.

Each model with a weapon categorized as a Missile weapon 
can use this to shoot enemies at a distance.

ranges
In a raging battle in unfamiliar terrain, where targets are 

moving, and where decisions are made under pressure, 
archers can often fire a salvo only to discover the target is 
too far away.

In order to simulate the real difficulties of determining 
correct ranges in battle, it is not permitted for players to check 
ranges before declaring to shoot; the player with the shooting 
models must estimate if the targets are within range and may 
only measure the range once the attack has been declared and 
paid for.

shooting
An unengaged model can shoot at any enemy which lies 

within its missile weapon’s maximum range and within line 
of sight. Models may not use missile attacks while being 
engaged.

NOTE

If some of a unit’s models are engaged in melee, the 
unengaged models of that unit may still perform missile 
attacks!

To shoot at a model you must declare a single target in line 
of sight. When shooting at a unit, a specific model within 
the unit must be selected. Decide which missile weapon the 
shooter will use for the missile attack. As in melee, each 
weapon attack costs a specific amount of action tokens which 
must now be expended.

After the target and the weapon have been declared, spend 
the action tokens for the attack and then check the range 
from the shooter to the target model. If the target is within 
the maximum range of the weapon then it can be attacked, 
otherwise the shot falls short and the expended action tokens 
are lost.

When units shoot they are handled one model at a time, 
with the target being declared, the range being checked, 
missile attack roll and Damage Roll (page 79) made for one 
unit member, and then repeating with the next unit member. 

Sequence of Handling Missile Attacks
1. Select shooting model/unit
2. Declare target
3. Check line of sight to potential target (if necessary)
4. Select missile weapon and type of attack 
5. Expend action tokens for attack
6. Check range
7. Apply long range modifiers where applicable
8. If target is within maximum range, make a missile 

attack roll

missile attack roll
The controlling player of a model performing a missile 

attack, rolls 2D6 and adds the current MIS value of the 
shooting model. This roll is referred to as a Missile Attack 
Roll. 

NOTE

A model’s basic MIS stat can be modified by being injured, 
or through tactics, abilities and spells etc. A missile attack 
roll is always done with 2d6 plus the current MIS of the 
model.

determining missile attack hits
To check if a shooting model hits its target, make a missile 

attack roll as explained in the previous section and compare 
the result to the target model`s DEF value. If the result of the 
missile attack roll is equal to or higher than the target model’s 
DEF, it has successfully hit the model. If the result of the 
missile attack roll is lower than the target model`s DEF, the 
shot simply fails to hit its target and is disregarded.

Example: A unit of Nordgaard Fimbul Toughborns with a 
MIS statistic of 6 are shooting at a unit of Mortan Preatorian 
Carnifexer who have DEF 13. The Toughborns will need to 
roll a total of 7 or more on 2D6 to hit them.

After each successful attack roll, a damage roll is made as 
described on page 79.
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shooting at long range
Models may shoot further than the range specified for their 

missile attack. Therefore each missile weapon has not only 
a standard range value but also a maximum range value of 
double the standard RNG of the missile weapon. 

As soon as a model shoots at a target that is outside the 
standard RNG listed for their missile attack, we speak of 
shooting at Long Range.

Long range shooting may target models up to double the 
RNG of the standard missile attack. A model shooting at long 
range suffers -1 MIS for its missile to-hit rolls and -1 to its 
missile damage rolls. Models are not able to shoot more than 
double their missile RNG.

screening & cover
Shooting a model can sometimes be made more difficult 

because the target is standing behind cover or is obscured by 
interposing models. In such cases we speak of models being 
screened or models being in cover.

Models that are screened or in cover usually profit from a 
bonus on their defense value and are therefore harder to hit 
with missile attacks.

Screening
The battlefield is a constantly shifting scene with people 

running back and forth. It can be challenging to shoot enemies 
when there are objects and people between the shooter and 
the target.

As you have learned in the rules for line of sight (page 37), it 
is possible to target models when there are interposing models 
or objects between the shooter and the target, as long as the 
target’s base is only partially obscured. In such a case, the 
target is of course harder to hit than a model standing in the 
open. 

If a target model is partially obscured by an interposing 
model or object, then the target model counts as Being 
Screened. 

Example: A Wyldfolk of Annyr Scabhta Hunter targets 
a Mortan Preatorian Carnifexer but there is a Mortan 
Legionnaire standing halfway between them. Since the 
Scabhta Hunter can still draw line of sight to the Preatorian 
Carnifexer he may still target and shoot him but since the 
Legionnaire partially obscures the Preatorian Carnifexer, the 
Legionnaire counts as an interposing model and therefore the 
Preatorian Carnifexer is being screened by the Legionnaire .

A screened model gains +1 DEF against missile attacks.

Cover
A person who is hidden directly behind another person or 

an object that is directly in front of them would of course be 
even harder to hit than in the case of screening. Therefore a 
screened model which is within 2 inches of the interposing 
model or object screening it counts as Being in Cover.

A model in cover gains +2 DEF against missile attacks.

Example: If the Preatorian Carnifexer of the previous 
example were within two inches of the Legionnaire that 
screens him, he would gain cover against the shot of the 
Scabhta Hunter.

Model A could perform a missile action against model B, D and E because they are all in LOS. It cannot draw LOS to model 
C because it is completely obstructed by model B. A missile attack against model B would be performed normally since the 
model is within the given RNG of the weapon (12 inches). Model E is out of that range but still within long range (24 inches) 
and so it can be attacked with -1 MIS. Model D is completely out of range so a missile attack declared against that model would 
automatically fail. If model A targets model E, then the interposing object would provide screening (+1 DEF) to model E. Since 
model E is within 2 inches of the interposing object, it will even benefit from being in cover (+2 DEF) against the missile attack.
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screening & cover exceptions
There are two exceptions/clarifications which need to be 

made here which greatly enhance the realism of the game and 
are actually very simple rules. 

Close Shots 
Obviously it would be odd if a person standing very close 

to the shooter would obscure the shot, since the shooter could 
simply lean to one side.

We can assume that models are aware of each other and 
are able to bend down or lean around or otherwise position 
themselves to get off a good shot when there are others nearby.

It would be equally odd if the shooter was hiding behind 
an object such as a wagon, wall or tree-stump and suffered 
a shooting penalty because of it! Therefore we have the 
following exception to screening and cover:

If a shooting model is within 2 inches of the interposing 
model/object which provides screening or cover for a target, 
then that target model does not benefit from being screened 
or in cover.

NOTE

This is often the case for units performing missile attacks 
which are in a staggered formation, instead of a neat line. 
Unit models which are within 2” of each other never cause 
screening or cover for target models.

Because Model B is within 2 inches of an interposing object, 
it would normally profit from a cover bonus against missile 
attacks from model A. But since model A is also within 2 
inches of the same interposing object that provides cover for 
model B, missile attacks of model A count as close shots and 
model B may not profit from being in cover anymore.

Elevated Positions
There is also the very rare situation where a shooter or 

target (or both) are in elevated positions, and a model stands 
between them but on a lower level. This will usually result in 
no screening benefit for the targeted model.

If one model shoots at a target model, and either one or both 
of them is on an elevated position, models/objects between 
them provide screening/cover only if the interposing model/
object has a higher sight value than the elevated position. 
Models/objects in between the shooting model and the target 
model that have an equal or lower sight value than the elevated 
position may not provide screening/cover!

Example: A unit of Wyldfolk Scabhta Hunters is targeting a 
Banebrood Pestbringer which stands on a 2 inch high hill. In 
between them stands a Balescorch Cyclops and a Gorelord. 
The Gorelord can not provide any screening or cover because 
his sight value is the same as the sight value of the hill - which 
is 2. The Balescorch Cyclops has a sight value of 3, so he could 
potentially provide screening or cover for the Pestbringer.

shooting over models
A giant model such as a Balescorch Cyclops towers over 

normal people, and so it would be odd if normal-sized people 
in between would block line of sight or if the Balescorch 
Cyclops’ line of sight would be blocked by them. The same is 
true of an enemy standing atop a building or city wall - people 
in between would not realistically block line of sight.

When an interposing object or model partially or fully 
obscures a target, it is still possible to shoot that target if the 
interposing object or model has a lower sight value (page 38) 
than the shooter or the target model. 

In such cases, where the target or shooter has a higher sight 
value than the interposing object/model, the interposing 
model will provide screening or cover to the target model.

Example: A Wyldfolk of Annyr Beasthunter with a sight 
value of 2 targets a Halodyne Demarchon who is completely 
obscured by a Syntarch model. Since the Syntarch has a 
sight value (SV) of 1, while the Beasthunter has SV 2, the 
Beasthunter may draw line of sight over him, but the Syntarch 
does provide screening or cover for the Demarchon.

shooting at engaged models
It is risky but possible to shoot at models which are engaged 

in melee. If one misses, it is very easy to shoot a fellow 
warband member by mistake.

For shooting at an engaged model, the target model always 
counts as being in cover, and so gains +2 DEF against missile 
attack rolls. If the missile attack roll fails, then a friendly 
model (of the shooter) may be hit. Immediately make a 
missile attack roll against the closest friendly model engaged 
with the former target using the friendly model’s DEF value. 
This attack roll does not suffer the -2 modifier on the missile 
attack roll. If the new roll succeeds, then completely resolve 
the missile attack against the new target model. If it fails 
again, the missile attack counts as having hit nothing, and is 
disregarded.

NOTE

an enemy model which is engaging one of your models but is 
not engaged by it (due to the enemy’s longer MEL range) is a 
valid target, and so the above would not apply.
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Magic

Magic is an accepted fact on the world of Calydorn and 
can prove a potent weapon on the battlefield. All magic has 
its source from one of the five elements, the mystic powers 
known as Keraunos, or granted from the gods themselves, and 
all individuals able to use these magical powers are referred 
to as spellcasters.

In GODSLAYER®, players have the possibility to 
field spellcasters in their warbands which can introduce 
additional strategies by the selection of appropriate spells or 
combinations thereof.

If a model qualifies as a spellcaster, that fact is noted on 
its profile card. Each spellcaster has access to specified spell 
set categories which represent the focus of that spellcaster‘s 
knowledge. The available spell set categories are listed on 
the spellcaster‘s profile card in parenthesis following its spell 
item choices.

casting spells
Every time a spellcaster attempts to cast a spell, there are 

certain difficulties that must be taken into account, such as the 
complexity of the spell, the magical resistance of the target 
and the mental power of the spellcaster.

An apprentice druid would have a lower probability of 
successfully casting a particular spell than the Grand-Master 
Druid of the Blessed Synod of Oaks with the same spell. For 
that reason, the magic skill (MAG) is used in determining 
success or failure of spell casting.

Casting a magic spell is accomplished by spending the 
necessary amount of action tokens listed on the spell item card 
and declaring the target (where appropriate). Certain aspects 
and restrictions for a spell such as range, number of affected 
models, and power etc. are all specified inside the spell’s 
statistics and description and need to be taken into account as 
when performing melee or missile attacks.

Spells may always target models that are engaged in melee 
and do not suffer a penalty to their spell-casting roll when 
doing so.

In order to be able to cast a spell, there are two things a 
spellcaster needs to take into consideration:

• A spellcaster must be unengaged by enemy models to 
cast a spell

• A spell that targets another model/unit always requires 
line of sight

spell complexity
Each spell has a special listed Spell Complexity that shows 

how difficult it is to be cast. This complexity is used to 
determine if the spell casting roll (explained in the paragraph 
below) is successful or not.

Helpful spells cast on friendly models are handled differently 
to harmful spells cast on enemies. In particular the difficulty 
rating of casting these two types of spells is calculated 
differently. All spells have an innate complexity.

Incantations (when targeting friendly models)
The difficulty rating of all spells which target a friendly 

model/unit is simply the indicated complexity listed on the 
spell card. Spells which do not require a target model/unit are 
also handled as incantation spells.

Thaumaturgy (when targeting enemy models)
Spells which target an enemy model/unit take into account 

the MAG statistic of the target. The difficulty rating for the 
spell-casting roll equals the listed spell complexity plus the 
target’s MAG value.

spell casting roll
All spell casting is accomplished by rolling 2D6 and adding 

the current MAG of the spellcaster to the result of the roll. 
This is referred to as a Spell Casting Roll.

If the total of the spell casting roll equals or exceeds the 
difficulty rating of the spell, the spell is successful. If the total 
is less, then the spell was unsuccessful, and all action tokens 
spent on it are lost.

A spell casting roll is always done with 2D6 plus the current 
MAG of the model.

NOTE

A model’s basic MAG stat can be modified by being injured, 
or through tactics, abilities and spells etc. A spell-casting 
roll is always done with 2d6 plus the current MAG of the 
model.

When a spell is successfully cast, all effects listed in the 
description are immediately applied.

Example: A Mortan Necromagus casts the spell “Aranite 
Torpor” on a unit of Amazon Hunters within his line of sight 
and LEAD range. He expends 2-ACT from his action token 
pool, and prepares for the casting roll. “Aranite Torpor” has 
a complexity of 11, so the total difficulty rating of the spell 
is equal to the MAG value of the Amazon Hunters (4) plus 
the complexity of the spell, resulting in a difficulty rating of 
15. The Necromagus rolls 2D6 and adds his MAG skill of 6 
to the result. If the total result is equal to or higher than the 
difficulty, the spell was successful, if not, it counts as failed. 
So the Necromagus would need to roll at least 9 with two dice 
to equal the difficulty, and succeed in casting the spell.

A spell’s effects are never applied when the spell casting 
roll fails, and spells which use an Area of Effect (page 97) will 
not Deviate (page 97); in that case, the effects of the spell were 
simply not triggered.
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spell attacks
Each time a spell deals damage to a target model, we speak of 

this as a Spell Attack. Those spell attacks count as enchanted 
attacks and are performed just like other spells but sometimes 
it is important for the rules sake to differentiate between melee, 
missile, spell and magic attacks. As the name indicates, attacks 
by spells would be spell attacks. Magic attacks are something 
entirely different, and are explained later.

Screening and cover penalties do not apply against spell 
attacks, but as noted previously, line of sight is required.

Sequence of Casting Spells
1. Select spell to be cast
2. Check if spell is an Incantation or thaumaturgy spell
3. Declare target
4. Check line of sight to target
5. Expend the action tokens for the spell noted on the 

spell card
6. Check range
7. If target is within the spell’s range, then make a spell-

casting roll (spellcaster’s MAG + 2D6 agains the spell 
complexity). If not in range, the spell automatically 
fails.

8. If the spell casting roll was successful, apply spell 
effect, including calculating damage for spell attacks.

spell limitations
A model or a unit may only be affected by the same spell 

once at any given time. The same spell may never be cast a 
second time on the same model or unit until the previous same 
spell is ended. Nevertheless, a model/unit may be affected by 
any amount of spells simultaneously as long as they are not 
the same spell.

sustaining spells
Some spells can be kept in play by their caster, making their 

effects last without having to cast them again. Such spells are 
indicated by the word “sustainable” in parenthesis following 
the spell name on the respective spell card.

Sustainable Spells may be kept in play by the expenditure of 
one action token during the beginning of each new initiation 
phase, after action tokens have been generated. For each spell 
the player wishes to maintain, remove one action token from 
the pool of the spellcaster who cast the spell.

Each spellcaster may sustain no more than one spell at any 
time and may only sustain spells cast by himself. A spellcaster 
is not required to be within a specific range in order to sustain 
a spell he cast; rather he may sustain any one spell he cast 
anywhere on the table. If a spellcaster sustaining a spell is 
destroyed, the spell that was cast by him or sustained by him 
immediately ends.

magic attacks
Some entities in GODSLAYER® may perform attacks which 

do not obey the regular rules of melee and missile combat. 
Such attacks are normally originated from an especially 
magical weapon or a certain type of magical or psychic 
ability, such as the Soul Screech of a Wyldfolk of Annyr 
Banshee or the Mental Grasp of a Troglodyte Longshadow, 
and such are referred to as Magic Attacks. 

magic attack roll
A magic attack is conducted similar to melee and missile 

attacks, but instead of using the MEL or MIS statistic of the 
attacker, the MAG statistic is used instead. MAG attacks 
always count as enchanted attacks. To make a magic attack, 
roll of 2D6 and add the current MAG stat of the attacker.

NOTE

statistics of models can change throughout the game due to 
spells, tactics, items etc. A magic attack roll is always done 
with 2d6 plus the current MAG of the model.

determining magic attack hits
Just like determining successful hits in melee or missile 

attacks, you compare the result of the magic-attack roll with 
the DEF of the target model. If the result of the magic attack 
roll is equal to or higher than the target model’s DEF, the 
magic attack successfully hits.

Magic attacks can only be made against models within line 
of sight and within the given range of the magic attack. An 
attacker using a magic attack is not required to be engaged in 
melee with the target in order to attack. 

Screening and cover penalties do not apply against magic 
attacks and magic attacks may never benefit from a fighting 
style or a charge bonus.

The damage caused by magic attacks is determined in the 
same manner as with melee, shooting and spell attack.
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Dealing Damage

A model which is hit by a melee, missile, magic or spell 
attack may suffer damage. Some hits can cause minor scrapes 
while others can sever limbs or strike vital organs.

damage & armor
The extent of the damage from an attack, be it a melee, 

missile, spell or magic attack, is determined by rolling 2D6 
and adding the POW of the attacker’s weapon or spell. This 
roll is called a Damage Roll.

Example: A Mortan Legionnaire hits a Wyldfolk of Annyr 
Bladeslinger with a POW 2 melee attack. The damage caused 
to the Bladeslinger equals 2D6 plus the POW of the attack 
which is 2. The Legionnaire rolls a 6 with his damage roll. 
Adding the result to the POW 2 of his attack, the Legionnaire 
is causing a total of 8 damage points to the Bladeslinger.

The armor of a model will protect it from mortal wounds 
and will always reduce the power of the impact by absorbing 
or deflecting it.

To represent the effect of the armor, we deduct the armor 
value (ARM) of the model hit from the total damage received 
each time it is hit.

Example: The Bladeslinger has an armor value of 5. The 
total damage roll of the Legionnaire in the previous example 
was 8. If we now deduct the ARM value of the Bladeslinger 
from the total damage points, it results in 3 damage points 
that penetrate the Bladeslingers armor, causing a loss of 3 life 
points to the target.

In addition to armor many models benefit from damage 
reducing effects from abilities, tactics, spells and items etc. 
These also should be calculated into the damage received.

NOTE

Sometimes an effect may halve or reduce damage in some 
way and a model may have several effects that will help it to 
reduce the damage suffered. Nevertheless a model that may 
halve the damage received may only half it once and is not 
allowed to use two halving effects to actually quarter the 
damage received. 

marking damage
Each time a model suffers damage that penetrates its armor, 

it will lose life points, and players will therefore need to keep 
track of its lost and remaining life points. This is done by 
marking off the damage suffered on the model/unit profile 
card.

Model/unit profile cards have a health bar which shows the 
current life points of the model/s as unmarked boxes.

Each model starts the game with its full life points, and 
every time it suffers damage, the life points are marked off 
inside the health bar section. Mark off one box for each point 
of damage a model suffers.

The marked off boxes remain marked until the end of the 
game and may only be erased if the model benefits from an 
effect such as regeneration, healing spells or healing potions, 
in which case some life points might be restored.

When marking damage for individual models, always start 
from the top left box of the health bar, moving sequentially 
through the boxes to the bottom right.

Health bars for units are different than for individual models. 
These show a single bar for each potential member of the unit. 
Each row is numbered starting from 1 and progressing up to 
the maximum number of unit members.

They also show an L and/or an M in many cases which 
refer to the health bar of the unit leader (L) and/or the unit´s 
musician (M).

When marking damage for unit models, always start from 
the top and then mark sequentially downward through the 
boxes to the bottom.

In the diagram an individual model has suffered 4 points 
of damage which are marked off from the top left, marking 
the boxes sequentially to the right (example 1). If the same 
individual model had suffered 7 damage, the 7th damage 
point would be marked off in the next row down starting from 
the left (example 2). A unit marks off its damage in the specific 
column for the unit model that suffered the damage, from top 
to bottom.
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seriously wounded models
You may already have noticed that some health bars of 

individual models have two different colored zones - blank 
and orange boxes. The blank boxes show normal wounds 
received, and the orange section indicating when a model is 
Seriously Wounded. 

As the health bar boxes of a model with two color zones are 
marked off, the model may at some point enter the orange 
colored zone and then counts as seriously wounded.

When a model is seriously wounded, it suffers -1 to all its 
basic statistics for as long as it remains seriously wounded.

NOTE

Only the basic statistics are reduced! A model‘s other 
statistics like its weapon statistics etc. will not be affected.

Within the game we speak of effects caused by special 
rules; for the purposes of clarity, seriously wounded does not 
count as an effect, it is a basic core rule, and the -1 to all basic 
statistics consequently is also not counted as an effect.

To determine which health-bar zone currently applies, 
always refer to the color of the last unchecked box.

Example: The Sanctum Priestess starts with 8 Life points. A 
Wyldfolk of Annyr Fiannor Farfarer shoots her with an arrow 
causing 4 points of damage, so we mark off the first four 
white boxes. The next unmarked box is orange, so all of her 
basic statistics are now reduced by 1 because she is seriously 
wounded. As we can see, this has reduced her movement from 
3 to 2, so when the player wishes to move her, she cannot 
move as fast as when she had full health, and her MAG stat 
has been reduced from 7 to 6, thereby making it more difficult 
for the Priestess to cast spells, etc.

The diagram shows the health bar of an individual model 
with 9 total life points. 6 of them are uncolored while the 3 
colored boxes represent the seriously wounded area. As soon 
as the model loses its first 6 life points it will be left with only 
the colored health bar boxes unmarked and then counts as 
being seriously wounded.

NOTE

When suffering a -1 penalty on the basic statistics due to 
being seriously wounded they do count as modified statistics.

destroyed & removed models
As a model suffers damage, it loses life points, which can 

result in the death of a model.

When the last health bar box of a model is marked off, the 
model is immediately destroyed and is removed from the table 
for the rest of the game. Each time you remove an individual 
model, you should also remove its profile card from play. 
Individual models which flee off the table also count as 
destroyed and therefore their cards should be removed too.

Since each unit model has its own health bar, only the 
unit model that is destroyed is removed from the game, and 
the profile card remains until the final model of the unit is 
destroyed or has fled off the table.

A destroyed model may play no further part in the game.

A Nordgaard Fjell Warrior (unit model 5) has suffered 6 
points of damage. The player marks the damage on its profile 
card. Because the Fjell Warrior only has 6 life points and all 
are marked off, it is destroyed and removed from the game.

NOTE

There might be other ways than destroying a model to 
remove it from the game such as special game effects, but in 
all cases, removed models count as destroyed.

direct damage
Sometimes models suffer damage which is not reduced by 

armor (or other effects), for example from falling, fire, acid, 
crushing or psychic damage, etc. This is referred to as Direct 
Damage.

As the term suggests, direct damage is applied directly to 
the model without reduction from armor. Simply mark one 
box off the model’s health bar for each point of direct damage 
it suffers.

GODSLAYER® includes many possibilities for the 
reduction of damage such as magical talismans, protective 
spells and certain abilities reflecting the toughness of some 
models. Effects originating from abilities, items, spells, etc., 
which would normally reduce the amount of damage suffered 
by a model are not applied against direct damage. 
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Special Combat Situations

There are sometimes unforeseen or special situations which 
can occur on a real battlefield and such are reflected by special 
combat rules in GODSLAYER®.

critical hits
Sometimes a fighter gets lucky or his enemy makes a fatal 

mistake. To represent this, a model that was successfully hit 
by a melee, missile or magic attack (but not spell attacks) 
which includes at least two dice of the same number in the 
attack roll, suffers a Critical Hit.

NOTE

A critical hit only applies if the attack roll hits! If the 
attack roll does not equal or exceed the DEF of the target 
model, then it fails, even if a pair of the same number was 
rolled.

In addition to the normal damage roll, a critical hit deals 
direct damage equal to the amount of action tokens that were 
used for the attack, e.g. a critical hit that was performed with 
an attack costing 2 action tokens will inflict 2 points of direct 
damage in addition to the normal damage roll. A critical hit 
performed with an attack that cost 3 action tokens will deal 
3 points of direct damage in addition to the normal damage 
roll, and so forth.

Example: An Obsidian Nightmare attacks a Preatorian 
Carnifexer using a heavy flail which costs 3 action tokens. 
The Obsidian Nightmare needs a 7+ to hit the Preatorian 
Carnifexer. The player rolls a double 4 on the attack roll, and 
so he has scored a critical hit! If he had rolled a double 3, it 
would not count as a critical because the attack would have 
been a miss! Now the player makes the normal damage roll 
and also deals 3 points of direct damage to the Praetorian 
Carnifexer because the Obsidian Nightmare’s attack was 
made with 3 action tokens.   

NOTE

If a model has a protection roll, it makes a single test for 
both the normal and the critical hit damage. 

fumbles
Melee is a brutal confusion with combatants moving rapidly 

in a tight space and where accidents can easily occur.

If the dice result of an attack roll consists only of 1’s, then 
the attack automatically fails. This counts for melee, missile 
and magic attacks but not for spell casting rolls.

A model that fumbled is not allowed to make any further 
attacks and counter-attacks for the rest of this round. Note that 
if the fumbling model was a unit model, the rest of the models 
in the unit are not affected and may still perform attacks and 
counter attacks.
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As we waded ashore on the hidden Isle of Kathos, Petrocles, Alyander and myself were set 
upon by foul Beastspawn - clearly the twisted descendents of the former Minaxon sect which 
had dwelt here. We allowed one of them to live and then tracked it back to its lair, hoping 
it would lead us to our objective. Sure enough as the Oracle Aesaphina had revealed to us, 
the ancient temple of the lost god lay upon the island. In our hubris we assumed it would 
give up its secrets easily; how wrong we were.
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Psychology

Battles are frightful experiences where monstrous creatures 
can terrify even the bravest men. Compounding this, battles 
in Calydorn often involve foul sorceries, the living dead 
and even multi-dimensional, soul-sucking demons. It is not 
surprising that some troops freeze or even run!

Most denizens of Calydorn are ordinary people with a good 
deal of courage who are trying their best to be brave in these 
blood-drenched days of dread but every person has their 
limits. Conversely there are some of notable cowardice who 
have learned that flight is better than fight.

Many warbands contain drilled and experienced veterans 
who are used to facing such dangers, and those whose faith 
and dedication to their gods nullify such fears. Then there are 
those who are so mentally deranged, intoxicated, or insanely 
angry that nothing ever matters…

The psychology rules in this chapter govern such factors 
and explain when models are required to make tests of their 
courage. To represent steadfastness, discipline and faith, each 
model has a leadership characteristic which, quite in addition, 
shows his ability to obey orders.

bravery tests
Some situations require a bravery test to see if a unit resists 

its impulse to run. When a bravery test is called for, the model/
unit must roll equal to or under its LEAD value.

Many different tactics, spells and situations call for Bravery 
Tests, and each will be clearly stated when it occurs. 

One situation is general to all games and so it is stated here 
in the core rules:

A unit must take a bravery test at the end of each turn in 
which it has lost half or more of its models. This refers to the 
number of unit models at the beginning of that turn. By turn 
is meant any turn, not just the turn in which the unit had its 
standard activation; e.g. this could also be during the turn of 
an opponent.

If a unit fails its bravery test it will immediately Flee as 
described on page 86.

Example: A unit of Banebrood Reaver Tribesmen begins 
the game with 10 unit models. In the first turn, the opponent 
activates his Wyldfolk of Annyr Scabhta Hunters, and during 
this turn, 3 Reaver Tribesmen are destroyed by the Scabhta 
Hunters’ bow-fire. Later in the same round, the opponent 
activates his Bladeslingers and in that turn 3 more Reaver 
Tribesmen are destroyed, leaving them with 4 models. 
Although they are now below half of their starting unit 
strength, a bravery test is not required because they did not 
lose half of their models within a single turn. In the second 
round, during the turn in which the Bladeslinger activate 
again, the combat continues and the Reaver Tribesmen lose 
2 more of their last 4 models. At the end of this turn they are 
required to make a bravery test since the unit lost half of its 
current models within one turn.

fear
Some models on the battlefield are huge, brutal monsters 

or horrifying creatures which have a powerful effect on a 
model’s morale. Such models cause Fear in the hearts of their 
enemies.

As soon as a model/unit is engaged by or engages a fear-
causing enemy model/unit it must immediately make a Fear 
Test, by rolling its LEAD value or less on 2D6. If the test is 
failed, the model/unit will suffer -2 MEL for as long as it is 
engaged by or engaged with the fear-causing model/unit.

A fear test need only be made once if either: 
• The model/unit becomes engaged by a fear-causing 

enemy model/unit, or 
• Engages a fear-causing enemy model/unit. 

No matter how long that engagement continues, the test is 
only made once.

NOTE

The test is only made once if one of the above two conditions 
occurs; it is not made again if the second condition occurs 
thereafter (for example if models engaging a fear-causing 
model then become engaged by that fear-causing model).
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Similarly as with engaging, models wishing to charge a 
fear-causing enemy model must pass a fear test. If failed, they 
suffer -2 MEL for as long as they are engaged by or engaged 
with the fear-causing model/unit.

Exceptions
Fear-causing models are not affected by other fear-causing 

models. 

Fearless models are not affected by fear-causing models.

Fear-causing models and fearless models treat horror as fear 
and must therefore take the usual fear tests against horror 
causing models.

horror

Some monstrous creatures or supernatural entities can 
cause even the bravest warrior to panic. Such models are so 
terrifying that they cause Horror.

 
As soon as a model/unit is engaged by or engages a horror-

causing enemy model/unit the player must immediately make 
a Horror Test for the affected model/s, by rolling their LEAD 
value or less on 2D6. If the test is failed, the model/unit must 
immediately Flee (page 86). 

A horror test need only be made once if either: 
• The model/unit becomes engaged by a horror-causing 

enemy model/unit, or 
• Engages a horror-causing enemy model/unit. 

No matter how long that engagement continues, the test is 
only made once.

NOTE

The test is only made once if one of the above two conditions 
occurs; it is not made again if the second condition occurs 
thereafter (for example if models engaging a horror-causing 
model then become engaged by that model).

Models attempting to charge a horror-causing enemy must 
pass a horror test or else must immediately end their standard 
activation before any charge movement is performed.

Exceptions
Horror-causing models are not affected by fear or horror.

Horror-causing models never need to take bravery tests.

NOTE

As stated earlier, fearless and fear-causing models are 
affected by horror, but for them the effect is downgraded 
to fear. Nevertheless, general rules will always refer to 
„horror tests“, even when some of the affected models may 
be required to apply only fear tests and their results.

multiple psychology effects
There are situations where a model or a unit will face more 

than only one terrifying opponent, and for cases where a 
model or a unit desires to engage or charge into melee range 
of more than one of these foes there is a special rule.

Models engaging/charging several fear-causing and 
horror-causing models
A model/unit that engages or charges into melee range of 

more than one fear-causing or horror-causing model at the 
same time is only required to pass one test. This is because the 
models engage the fear/horror-causing models simultaneously. 

As long as there are only fear-causing models, a single fear 
test must be made. As soon as there is one or more horror 
causing model, a single horror test must be made, but no fear 
test.

If any of these tests are failed, the normal penalties apply 
in regards to all the fear or horror causing models in melee 
range. 

If the test is successful, the model/unit does not need to test 
again for a model that it still engages or is still engaged by.

Example: A unit of Halodyne Hoplites charges a Mortan 
Moloch as well as models in a unit of Legio Mortum. Since the 
Moloch causes horror and the unit of Legio Mortum causes 
fear, the Hoplites must make a single horror test but no fear 
test. If they pass their test, they are able to charge as normal 
and do not need to test for horror or fear again against these 
enemies for as long as they are engaging or engaged by the 
Moloch and/or the Legio Mortum.

Models engaged by fear-causing and horror-causing 
models
If a model becomes engaged by several fear and/or horror 

causing models, it is still necessary to make one test for 
each and every fear-/horror-causing model/unit, since each 
engagement occurs consecutively not simultaneously.

Example: The Hoplites from the example above are charged 
in the next turn by a second unit of Legio Mortum (who 
cause fear) and a second Moloch (which causes horror). 
Immediately upon becoming engaged, the Hoplites must pass 
a fear test and a horror test or suffer the consequences. 
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fleeing
If the morale of warriors is broken there is only one thing 

left to do - flee! That means finding the fastest possible way 
off the battlefield.

A Fleeing model/unit automatically moves directly towards 
its deployment zone with its maximum possible movement 
allowance in inches by spending as many action tokens as 
possible for movement, up to their exhaustion limit and the 
limit of their action tokens remaining.

If a model/unit is forced to flee but has no action tokens left, 
it will remain exactly where it is and may not move but still 
counts as fleeing. 

Example: A unit of Mortan Legionnaires is forced to flee. 
The Legionnaires will immediately move up to their maximum 
movement distance based on their current action tokens and 
exhaustion limit. Because the Legionnaires have not so far 
been activated, they still have their usual four action tokens. 
These action tokens must be spent on their flee-movement, but 
since their exhaustion limit only allows them to move three 
times (due to being heavy infantry) (page 92), they can only 
spend three action tokens on flee-movement and therefore 
will move three times their MOV value directly towards their 
deployment zone.

NOTE

Fleeing models never count as engaging other models but 
can still be engaged by enemy models.

Models which are required to flee will always move 
immediately except when engaged in melee, Knocked Down 
(page 98) or Stationary (page 99):

• Models engaged in melee which are forced to flee, 
will do so immediately after the enemy model/unit 
completes its current action.

• Knocked down models which are required to flee, must 
immediately stand up, spending the required amount 
of action tokens for Standing Up (page 98), and must 
then perform their flee movement as described in the 
paragraphs above. If a model is not able to stand up 
because it has no action tokens left, it will remain 
knocked down and counts as fleeing.

• Stationary models which are required to flee remain 
stationary and may not be moved at all, but nevertheless 
count as fleeing.

• If a model is surrounded by other models and forced to 
flee while there is no space to which it could move, the 
model remains where it is but counts as fleeing.

A fleeing model cannot be affected by free strikes, may not 
make any other actions during their flee movement and may 
not perform passive activations other than to continue fleeing.

Fleeing unit models are not required to maintain unit 
formation while they are fleeing!

A fleeing model/unit which becomes engaged by an enemy 
model/unit must perform a passive activation and immediately 
continue fleeing by spending remaining action tokens on a 
new flee movement. This flee movement is handled exactly 
like any normal flee movement described in the previous 
paragraphs. This additional flee movement may result in a 
unit exceeding its exhaustion limit in that round.
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A model/unit which fled counts as fleeing until it rallies (see 
following paragraph).

Example: If the Mortan Legionnaires from our previous 
example have already made their flee movement and then 
become engaged again, they must undergo a passive activation 
and perform a new flee movement. Since they already spent 
three of their four action tokens on the first flee movement, 
they will now have only one action token left to spend on the 
second flee movement. This means the Legionnaires will need 
to move their MOV value once, spending their last remaining 
action token.

rallying
At the beginning of each standard-activation of a fleeing 

model or unit, the model/unit must attempt to Rally by passing 
a Rally Test. This test is done by rolling equal to or under the 
model’s/unit’s LEAD value on 2D6. For units, a single test is 
made which applies to all the models of the unit.

If the test is passed, then the model/unit rallies and does not 
count as fleeing anymore but immediately ends its standard 
activation, without the possibility to perform any other actions 
this turn.

Rallied models/units may still perform passive activations 
thereafter in the same round, such as for performing counter 
attacks.

If the rally test is failed, the model/unit still counts as fleeing 
and immediately continues its flee-movement by spending the 
maximum possible action tokens on movement (constrained 
only by its exhaustion limit and remaining action tokens). 

A model/unit that failed its rally test will always continue 
fleeing towards its deployment zone. The model/unit then 
counts as having been activated and immediately ends its 
standard activation.

Models/units make one rally attempt per round.
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They tied us up facing the cook pot, and it was obvious we were to be supper for the village. 
The Pot became the focus of my entire consciousness; I hated it, feared it, and yet it transfixed 
me. Outside the Reaver villagers belonging to the Saxagor Tribe danced and chanted 
ever louder, driving themselves into an ecstatic bloodlust. As Cailin and Blandwyn wet 
themselves and fervently prayed, I noticed an abrupt change in the festivities. Pandemonium 
broke out in the village, and then minutes later fell silent. We shuffled to the door and 
were stunned to see the Reavers had butchered themselves. After breaking free we went 
around and silenced the wounded. Clearly something had gone dramatically wrong with 
their ritual. I had heard tales of such before but never credited them. The psychic, monstrous 
force they prayed to must have escalated out of control and overwhelmed them, driving 
them into red-eyed bloodlust. Every tree, wall and cart was splattered with gore, and many 
died with the faces buried in the entrails of another. Before we made our escape There was 
one thing I had to do. Apparently Cailin and Blandwyn dragged me away from the cooking 
pot a while later, my hands bloody from pounding that hateful object. It haunts my dreams 
to this day.
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Warlords

Since warlords are charismatic and dominant individuals of 
extraordinary ability there are certain rules which apply only 
to them.

assigning action tokens
Warlords are able to motivate their warband during the 

battle. This is done by assigning additional action tokens to 
a model/unit.

A warlord can assign up to one action token to each model/
unit within its LEAD range and line of sight at any time during 
the warlord’s standard activation.

For each assigned action token, deduct one token from the 
warlord’s action token pool and increase the target unit’s 
action token pool by one.

Assigning action tokens is declared before checking if the 
target model/unit is within the warlord’s LEAD range. If 
the model/unit is not within LEAD range of the warlord, the 
assigned action token is lost, meaning that you deduct it from 
the warlord’s action token pool but you do not increase the 
target model’s/unit’s action token pool by one.

In a game where there is more than one warlord in a warband, 
each warlord may assign action tokens to models/units, but a 
model/unit may never receive more than one assigned action 
token in total.

hardened will
All warlords are experienced individuals who have seen 

countless battles. Nearly nothing on a battlefield can scare a 
warlord, hence all warlords have the ability Hardened Will. 

A model with Hardened Will is never required to take a fear, 
horror or bravery tests.

multiple orders
Unlike other models, warlords are experienced in ordering 

tactics to their warband and thus warlords can use as many 
tactics as they have action tokens to pay for them.

They may also use the same tactic multiple times per turn/
round for as long as they have sufficient action tokens to do 
so.

Unit Leaders

Units normally include a Unit Leader, which is usually more 
experienced than the regular unit-members, having fought in 
numerous battles, and might have slightly better life-points. 

To indicate that a unit has a leader, one column of the unit’s 
health bar will be marked with an “L”.

Due to the increased confidence and coordination which a 
leader brings, a unit will suffer -1 LEAD when their leader is 
removed from play.

A unit which includes a leader is not required to test for 
performing its own self tactics, as long as the leader is alive 
and in unit formation. Even when possessing a leader, a unit 
will still need to test for receiving tactics ordered to them by 
other models.

Musicians

Some units may include a Musician. A unit that possesses 
a musician will have it indicated on the unit’s health bar with 
an “M”.

A few individual models also count as musicians and will 
have a suitably fitting ability indicating this. 

Tactics ordered to a unit which includes a musician, or to a 
model that counts as a musician, are received automatically 
and no LEAD test is required.
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If a musician is within LEAD range of a model that orders 
a tactic, it can act to Channel (page 96) the ordered tactic from 
that model to another friendly unit/model. It is also possible 
to channel a tactic through two or more musicians as long as 
each musician is within lead range and line of sight of the 
former musician channelling the tactic.

Creatures

Since all creatures have certain aspects in common there are 
some specific rules which apply to them.

Because creatures are usually monstrous or brutal beasts, 
they all cause fear as explained on page 84.

primitive instinct
Because creatures are not trained in strategic combat, they 

may never receive ordered tactics.

War-Machines

War-machines are devices represented on the battlefield by 
the model of the machine itself and at times also by a crew. 

Not all war-machines are mechanical contraptions; 
sometimes they are magical or may even be an animal with 
a similar effect.

machines & machine crews
A War-Machine (WM) may sometimes be accompanied 

by a Machine Crew (MC) and together always count as a 
unit in terms of activation, performance of actions and being 
affected by effects. This means that you cannot activate two 
war-machines or a war-machine and a unit in the same turn. 
See activation limit on page 50.

The machine crew must always remain within 2” of the war-
machine itself to maintain formation. All formation rules of 
units apply to war-machines. The machine crew and the war-
machine always share their action token pool.

A war-machine always counts as non-living, meaning that it 
does not count as a living model unless stated otherwise and 
so is not required to perform fear, horror or bravery tests.

NOTE

Even though a war-machine and its crew act as a unit, they 
are not classified as a unit and are still classified as a war-
machine.
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A war-machine accompanied by a machine crew will 
always have two statistics on their profile card, separated by 
a dash. The statistic on the left side of the dash refers to the 
war-machine while the statistic on the right side of the dash 
belongs to the machine crew.

Additionally their profile cards will have separated health 
and weapon bars showing the war-machine’s health and 
weapons and the crew’s health and weapons.

Just as with units, war-machine crews have a leader which 
is marked with an “L” on the warmachine crew health bar of 
the profile card.

NOTE

To indicate which health bars and weapons, etc. belong to 
whom you will find the abbreviations WM for war-machine 
and MC for machine crew used.

war-machine & machine crew actions
A war-machine may never perform a charge, fight in melee 

or receive tactics unless otherwise stated, and is never required 
to take fear, horror or bravery tests. The machine crew may 
of course move, fight in melee, receive tactics, etc. but may 
never charge.

A war-machine may move normally if it has a MOV value 
stated in its profile. War-machines may move a distance equal 
to their MOV value in inches for each action token spent, but 
have an exhaustion limit equal to the number of its machine 
crew models currently in formation with it.

Each time a war-machine spends action tokens for 
movement, all relevant machine crew models may be moved 
using their own movement statistic.

handling war-machines
War-machines may be used to full effect so long as there is 

at least one of its crewmen in formation with the machine. 
As soon as all crewmen are destroyed, the machine may no 
longer be activated.

Each time a war-machine and its crew are affected by 
a LEAD test, the LEAD test is taken by the machine crew 
and not by the war-machine. Under this circumstance it may 
sometimes occur that a machine crew flees. In this case the 
machine crew is handled exactly like a fleeing unit, except 
that the war-machine itself remains where it is and only the 
crew performs the flee movement and rally tests.

A fleeing unit need not remain in formation with the war-
machine anymore, but must immediately return to formation 
with it as soon as it has rallied and is able to do so.

If a war-machine is destroyed, the model of the machine is 
removed from play but its machine crew may still participate 
in the game and all remaining crew count together as a normal 
unit.

If the machine crew is completely destroyed, the war-
machine counts as being destroyed but remains on the 
battlefield and is treated as a stationary model for the rest of 
the game.

war-machine long range
Contrary to normal shooters, war-machines may never make 

long range missile attacks.

When making missile attacks with a war-machine, the given 
RNG is always the permitted maximum range.

Example: A Mortan Scorpio has a MIS range of 20 inches 
with its Bolt attack. This range is already the maxiuum range 
it may shoot! It may not shoot at long range.

war-machine line of sight
When it comes to drawing line of sight from a war-machine, 

the line of sight is always drawn from the war-machine’s base 
and its sight value is determined by its base size.

If the war-machine is operated by a machine crew, line of 
sight is also drawn from the war-machine’s base but the sight 
value of the war-machine is equal to the sight value of the 
war-machine crew.

Example: A Mortan Scorpio would draw line of sight using 
the Scorpio’s base which has a sight value of 3. But because 
the Scorpio is handled by a machine crew with small bases 
(sight value 1), the sight value for the Scorpio’s line of sight 
is 1 instead of 3.

Model Classifications

The fighting forces of Calydorn fall primarily into two 
general classifications which are infantry and cavalry.

Infantry models are all models that have no mounts and are 
joining the battle on their own two feet.

Cavalry models are usually models that have some kind of 
mount which carries them into battle, but some fast creatures 
on four legs may also be classified as cavalry models.

Some of these model types also have a special designation 
such as light infantry or heavy cavalry. Those without any 
designation are considered normal models as mentioned 
above and are not affected by the following additional rules.

light infantry
Light Infantry models are faster than normal and are 

therefore allowed to use a long charge as a valid charge option 
(page 63).

Such models are less encumbered and are trained for 
endurance running, so they have a higher exhaustion limit 
and may spend a maximum of 5 ACTs for movement unlike 
normal infantry which may only spend 4 ACTs on movement 
per standard activation.

heavy infantry
Heavy Infantry models are burdened by thick armor and 

normally wield large two-handed weapons, both of which 
cause them to become exhausted faster than normal units.

Heavy Infantry models have a lower exhaustion limit and 
may only spend up to 3 ACTs for their movement during their 
standard activation.
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light cavalry
Light Cavalry models are fast and manoeuvrable and are 

allowed to use a long charge as a valid charge option (page 63).

Light cavalry have a higher exhaustion limit and may spend 
up to 5 ACTs for movement. 

heavy cavalry
Heavy Cavalry have bulky, armored riders, and the mounts 

often have heavy barding. Heavy cavalry have a lower 
exhaustion limit and may only spend up to 3 ACTs for 
movement.

NOTE

Light and heavy infantry/cavalry models still count as 
infantry/cavalry models regarding rules and effects.

Sub-Factions

Each model in GODSLAYER® is part of a faction, which 
constitutes the culture or empire to which it belongs, and each 
is also part of a specific Sub-Faction. 

what are sub-factions?

Sub-factions are a game classification which represents a 
part of a culture or empire of Calydorn. These sub-factions 
indicate the cultural background and lifestyle of the person 
represented by the model. People belonging to the same sub-
faction often have shared interests or values and can support 
each other effectively.

sub-faction abilities
Each model of a sub-faction benefits from special abilities 

which represent the cultural heritage of that model.

Sub-faction abilities will be explained on the model’s profile 
card. Nevertheless, these abilities only apply as long as the 
warband is lead by a warlord of the same sub-faction. This 
means sub-faction abilities only work for models that are part 
of the same sub-faction as their warlord.

If the warlord whose sub-faction is being used is removed 
from the game, other models of the same sub-faction may still 
benefit from their sub-faction bonus!

In games with more than one warlord each player may only 
nominate one warlord to be the warband’s leader and may 
therefore only use his sub-faction ability. If this warlord is 
removed from play, his sub-faction ability is still the one that 
is applied and no other warlord may use or provide its sub-
faction ability.
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Proud, ancient and steeped in mystery, Nimburia was ethnically a nation of the Aetherion 
race, geographically straddling two continents. Cursed with infertility by the Asrae gods 
and later conquered by Mortals, it was inevitable that mixed-blood cross-breeds would 
result, forming an entire social caste. Nevertheless, the Nimburian upper class maintained 
its purity; being immortal and in no imminent threat, procreation was not a racial necessity. 
For almost 6,000 years they endured the curse until the year of 2705 SC, when miraculously 
a pureblood child was born within the former imperial family. This event precipitated the 
renaissance of the Nimburian culture and the overthrow of the Halodyne Holy See of 
Aesys. Led by pureblood nobles, the Nimburian army, composed of various castes, rebuilt the 
empire’s former grandeur and powerbase, recapturing millions of square miles of territory 
from the Halodynes and Kassobari who had become permanent and complacent occupiers. 
Today the exotic Nimburian armies sweep westward, like the desert winds, towards the 
continent of Ghorn.
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Channelling

Some models are able to Channel spells, orders or other 
effects to other models. No matter what is channelled, the 
following rules apply. 

channelling models
A model that may be used for channelling will always have 

this fact stated as a special rule, and is referred to as the 
Channeller.

To channel an effect the model initiating the effect must also 
have a special rule that allows it to do so, and is referred to 
as the Initiator. As you have already learned, some models 
may channel tactics through musicians. In this case the model 
ordering the tactic would be the initiator and the musician 
would be the channeller.

channelling effects
If you have an initiator and a corresponding channeller, 

then you have all you need to channel orders, spells, or other 
effects.

To channel an effect the channeller must be within the LEAD 
range and line of sight of the initiator who may then channel 
an order, a spell or another effect through the channeller.

The particular effects which may be channelled are 
mentioned in the special rule on the model’s profile; for 
example, a Wyldfolk of Annyr Bard of Aynnsing may channel 
tactics, and a Halodyne Sacred Familiar may channel spells.

The channelled effect may then be applied as if it had been 
performed by the channeller. Most effects will state a range, 
and if so, this range is measured from the channeller. If no 
range is given the effective area of a channelled effect is 
always the LEAD range of the chaneller.

Effects may also be channelled through a model which is 
engaged in melee but may not be channelled through a model 
which is Knocked Down or Stationary (page 98).

It is also possible to channel an order, a spell or an effect 
through more than one channeller as long as each channeller 
is within LEAD range of the previous one. The last channeller 
in the row will then be the one from which you apply the 
order, the spell or the effect.

Let´s assume that in this quite complex situation, model A wants to order a tactic to model E which is neither in LEAD range 
nor line of sight to model A. However the musician of unit A (model B) is within LEAD range and line of sight of model A. So 
model A uses model B to channel the tactic. Since model B does not have line of sight to the musician of unit C (model D) it 
chooses to channel the tactic through to the musician of unit B (model C) which is in LEAD range of model B and within his line 
of sight. Model E is within LEAD range and line of sight of model C, so model C is then able to order the tactic to model E. And 
so the order may be channeled through two musicians (models B & C) to the target model (E). Please remember that if model A 
would have chosen any of the units as the receiver of the tactic, they would not need to test for the ordered tactic because they 
all include a musician.96
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Area of Effect

Some effects on a battlefield do not target specific models 
or objects. This is often the case with spells or war-machines, 
whose devastating attacks may encompass small areas. 

what is an area of effect?

Some effects, such as explosions or auras, may affect a wider 
area of the battlefield. These effects have a special statistic 
which is called an Area of Effect (AOE) which refers to the 
area wherein an effect is applied. Areas of effect are always 
described by their diameter in inches.

determining areas of effect
To determine the area of effect you first need to determine 

the central point from which the effect emanates. Then center 
the appropriate area-of-effect template upon this point. The 
various templates can be found on the pages 236-238. 

When placing an AOE on a target model, it must always be 
placed over the centre of this model´s base.

The Pestbringer (model A) uses his Rotting Corpse attack 
against model B. Rotting Corpse attacks are made with a 3 
inch AOE template which is centered over the target model B.

affected models
Models whose bases are either entirely or partially covered 

by the area of effect both count equally as being beneath the 
AOE and will suffer the associated effects.

Sometimes an area of effect will deal damage to models 
within it. In such a case, all models either completely or 
partially beneath the template will both suffer a damage roll 
equal to the POW of the area of effect plus 2D6.

If an AOE attack roll results in a critical hit, only the model 
on which the template was centered will suffer the critical hit 
bonus.

Example: As in the previous diagram about determining 
areas of effect, let´s assume that the Pestbringer scores a 
critical hit with his Rotting Corpse attack. Since all models 
in the diagram (model B-G) are completely or partially 
underneath the AOE template, they are all hit by the attack 
and all suffer its effects. The Rotting Corpse attack does not 
inflict damage, but if it would, only the target model B would 
suffer from the critical-hit bonus.

deviating areas of effect
Many AOEs take the form of an attack against all models 

beneath them. These AOEs could be such things as a blast of 
magical power, an acid bomb or a life-leaching tempest. 

In some cases (described below), a missile attack roll, spell-
casting roll or similar roll is required to determine if the AOE 
hits the selected target model.

Attack AOEs
The effects of a melee, missile or magic attack which uses an 

AOE are not entirely lost when the attack roll fails. Imagine 
a bomb which is thrown at an enemy: the bomb will still 
explode even though the target might have been missed!

Each time an attack roll that uses an AOE fails, its AOE will 
deviate and the effects are applied to the newly determined 
point of impact.

When an area of effect deviates, it will deviate a specific 
amount of inches in a random direction. 

The amount of inches it deviates is determined by the 
difference between the attack roll and the DEF of the target 
the attack missed. So the lower the roll, the further it deviates. 
For example, if the model’s DEF was 13 and the attack roll 
scored a 12, the AOE will deviate only one inch.

The direction it deviates is determined by rolling one D6 and 
centering the AOE template above the target model.

You will notice that all AOE templates have numbers from 
1 to 6 around their edges. If an AOE deviates, the template 
is placed so that the number 4 points into the direction of the 
attacking model. The direction the AOE deviates to is then 
determined by comparing the number of the rolled D6 with 
the numbers shown on the AOE template 

Simply measure the determined deviation-distance directly 
away from the target in the determined direction.

Example: A Mortan Xisteri Bomber targets a Troglodyte 
Reaver Runt with one of his bomb attacks. The Xisteri Bomber 
has a MIS value of 6 and the Reaver Runt has a DEF of 14. 
The Xisteri Bomber would need to toll an 8 to score a hit. 
He rolls two dice and scores a 5, missing the Reaver Runt. 
The AOE will now deviate. The player of the Xisteri Bomber 
calculates the difference between his attack roll (11) and the 
DEF of the target (14) which results in a 3. This means the 
AOE deviates 3 inches in a direction which is now determined 
by rolling a D6. The player places the AOE template over the 
Reaver Runt, with the number 4 of the template pointing in the 
direction of the Xisteri Bomber. The roll shows a 5, meaning 
that the failed AOE attack deviates 3 inches straight away in 
the direction indicated by the number 5 on the template. 
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After the deviation distance and direction have been 
determined, center the correct template over the new 
calculated point and apply all effects.

An area of effect which failed because the target was not 
in range will not deviate and the attack is simply disregarded 
with no effects applied. In this case the action tokens spent on 
the attack are lost.

All models fully or even partially beneath a deviating area of 
effect are equally subject to the AOE’s effects. 

However, a deviating AOE does not hit with full power. In 
cases where a deviating area of effect would deal damage, the 
damage dealt to each model beneath it is determined with the 
POW of the AOE plus 1D6 instead of the usual 2D6.

Since a deviating AOE failed to hit, it may of course never 
count as a critical hit.

If an AOE missile attack targeted a model engaged in melee 
and misses, it does not affect the closest friendly model like 
a normal missile attack normally would! Instead the AOE 
deviates as explained above.

If an AOE attack fumbles, the attack does not deviate; 
instead the AOE is centered above the origin model which 
performed the attack. Apply all damage and/or effects of the 
attack as if the origin model and all other models underneath 
the template are hit by a deviating AOE attack.

Spell AOEs
Contrary to AOEs that are the result of an attack, when a 

spell casting roll of a spell using an AOE fails, the spell failed 
entirely to be cast and therefore its effects are not applied. 
This applies to all AOEs which require a spell-casting roll.

Knocked Down Models

There are numerous tactics, abilities, and spells which can 
result in models becoming Knocked Down or stationary.

These game terms represent combatants being knocked to 
the ground or made immobile.

This is never a good thing, since they become easier targets 
and are unable to perform normal actions. 

knocked down individual models
Knocked-down models represent stunned or disoriented 

individuals who must get back on their feet before they can 
do anything else. This action is called standing up and models 
performing this action always counts as having performed a 
movement action.

If a model is knocked down it must spend one action token 
to stand up during its next standard activation before it may 
perform any other actions, including retreating and counter 
attacking.

Model A targets model B with an area of effect missile attack but the attack roll falls short of scoring equal to model B‘s DEF 
by 4 points. Thus the area of effect that was centered above the target model B deviates by 4 inches in a random direction. The 
player rolls a D6 and scores a 3, meaning that the area of effect deviates 4 inches in the direction indicated by the number 3 
on the area of effect template. After the area of effect has been replaced, models G and H are partially underneath it and suffer 
from the effect. If the area of effect deals damage, then they would each receive a damage roll made with 1D6 instead of 2D6.
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While knocked down, a model cannot perform any actions 
other than standing up, suffers -2 DEF and may not benefit 
from tactics.

A knocked down model has a sight value of 0.

NOTE

A model may stand up at any time during its standard 
activation. It may not perform any other actions during 
its standard activation or perform any passive activations 
while it is knocked down.

knocked down unit models
Knocked-down unit models suffer the same effects as 

knocked down individual models, but since unit models are 
sharing one and the same action-token pool, the action token 
spent for standing up will affect the whole unit.

A unit that has one or more of their models knocked down 
must spend one of its current action tokens for standing up.

Unit models which are knocked down at the start of their 
standard activation must stand up immediately and cannot 
choose to remain knocked down in order to save the action 
tokens for the other unit members.

A unit with knocked-down models may make counter 
attacks, but only with standing models which were attacked.

NOTE 

A unit is not allowed to perform any action except counter 
attacking when at least one model of their unit is knocked 
down! In order to perform any other actions, the knocked 
down unit members must first stand up.

Stationary models

Models classified as Stationary are in some way rendered 
immobile and may not spend any action tokens or perform 
tactics.

Stationary models have their basic defense against all attacks 
reduced by -2 DEF. Stationary models are not required to take 
fear, bravery, or horror tests.

Shields

Some models are equipped with shields which provide a 
special advantage to their defense and/or armor.

shield bonus
A shield will show two statistics that influence a model’s 

basic statistics by adding a special Shield Bonus to a model’s 
DEF and/or ARM value. If a model is equipped with a shield, 
it will be stated on the model’s profile card.

All bonuses a shield provides are already included in a 
model’s basic statistics and should not be added to a model’s 
basic statistics!

Sometimes a game effect or situation might cause a model to 
lose its shield or make it unusable. Every time such an effect 
is applied to a model equipped with a shield, simply subtract 
the given DEF and ARM of the shield from the model’s basic 
DEF and ARM statistics.

Example: A Nordgaard Valkyrie is attacked by a Banebrood 
Pestbringer. The Valkyrie has a DEF of 14 and an armor of 
8. Her shield statistics give her +1 DEF and +1 ARM. These 
shield statistics are already calculated into her basic statistics 
of DEF 14 and ARM 8. Since the Pestbringer ignores shield 
bonuses when making attacks with his morning star, the shield 
bonuses are deducted from the Valkyrie’s basic statistics 
resulting in her now having DEF 13 and ARM 7 against 
attacks from the Pestbringer.

shield items
Some models are allowed to take shields as an item choice. 

In this case the DEF and/or ARM values of the shields which 
can be equipped are not already calculated into the model’s 
basic statistics!

The DEF and/or ARM bonuses of a shield item should 
always be added to the basic statistics of the model which is 
equipped with it!

Example 1: The Halodyne Demarchon is allowed to equip 
himself with a large shield. His normal basic statistics give 
him DEF 13 and ARM 8. When equipped with a hoplon, he 
gains +2 DEF and +1 ARM from the shield item which raises 
his basis statistics to DEF 15 and ARM 9.

Example 2: Conversely, a unit of Hoplites has shields, 
but these are not items, these are standard equipment of 
the Hoplites already listed on their profile card, and so the 
bonuses are already calculated into their basic statistics.
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Auras

Some abilities and tactics are referred to as Auras. Auras 
are marked as such next to the specific ability or tactic. This 
is done by mentioning “(aura)” in parentheses as part of the 
tactic or ability description.

An aura is essentially an effect emanating from a single 
model, and is measured in inches radius from the origin 
model’s base. Auras represent magical, physical or 
psychological effects such as a protective field, the moral 
support of an inspiring personality etc. 

Auras affect every model fully or partially within it except 
the model originating the aura.

Example: A Wyldfolk of Annyr Lord of Decay uses his Aura 
of Decomposing which affects all models within 2 inches. The 
Lord of Decay model would also fall within the given range, 
but because this is an aura, the Lord of Decay is unaffected 
by it. 

Protection Rolls

From time to time models may benefit from a so called 
Protection Roll. These protection rolls may prevent a model 
from suffering all or part of the damage caused by an enemy 
attack or effect. 

Protection rolls are identified by mentioning “Protection 
Roll” in brackets next to the name of the effect or item, etc.

When a model has the chance to benefit from a protection 
roll, the controlling player needs to roll a D6 and score equal 
to or higher than a given value in the protection rolls special 
rule. If the result is lower than the given protection roll value, 
the protection roll fails, and its effects will not work.

If a model has access to more than one protection roll, then 
only one protection roll (chosen by the controlling player) 
may be used against each effect or attack. 

Protection rolls may not prevent a model from taking direct 
damage! A model suffering direct damage may therefore 
never use a protection roll against that damage caused.

NOTE 

Protection rolls may not be taken to avoid damage dealt 
to a model by a friendly attack or effect or by a continuous 
effect.

Example: A Nordgaard Warsmith is hit by an attack from a 
Banebrood Gorelord. The Gorelord inflicts 8 damage on the 
Warsmith. Since the Warsmith is equipped with the talisman 
item Runes of the Forefathers, he is allowed to make a 
protection roll. The description of Runes of the Forefathers 
says that on a roll of 4+ all damage received is halved. The 
Warsmith rolls a D6 and scores a 5. This means that the roll 
was successful and the damage inflicted is halved, from 8 
damage points to 4.

Continuous Effects

Some rule effects from spells and tactics etc. may affect 
a model for an extended period, and are therefore termed 
Continuous Effects. Examples of such include burning, 
disease, being mesmerized etc.

initiation of continuous effects
In all cases where an effect may last longer than one turn it 

will be specified on the profile card as a “continuous effect” 
of a particular type.

Continuous effects are applied after the initiating action has 
been completely resolved, e.g. a continuous effect initiated 
by an attack is applied after the attack has been completely 
resolved.

types of continuous effects
In GODSLAYER® there are four different types of 

continuous effects:
• Toxic continuous effects
• Physical continuous effects
• Mental continuous effects
• Spiritual continuous effects

Toxic Continuous Effects such as poison and diseases 
attack the vital organs of a model, while Physical Continuous 
Effects, such as fire, represent external damage. Mental 
Continuous Effects harm other aspects of a model such as 
magic, leadership, etc., while Spiritual Continuous Effects 
represent curses and other esoteric influences.

ending of continuous effects
Continuous effects are normally harmful to a model, and so 

it is usually advantageous to get rid of the effect as soon as 
possible.

Models suffering “continuous effects” may try to escape 
them. This represents such things as extinguishing burning 
clothes, washing poison gas from eyes etc.

Ending a continuous effect does not mean that the model is 
now entirely unaffected, rather it represent that the model has 
resolved the most urgent aspects of the effect to a degree that 
it no longer affects the model for the moment in game terms. 

affliction tests
As soon as a model is subject to a continuous effect, it needs 

to pass a so called Affliction Test in order to determine if it is 
suffers the continuous effect or not.

This affliction test counts as a passive activation of the 
model and is made directly after the model becomes subject 
to a continuous effect but before any associated effects are 
applied

To do so, the player rolls 1D6 for each subject model and 
must score a 5+ in order to avoid the continuous effect for the 
tested model. The affliction test is done separately for each 
model which has become subject to a continuous effect. If the 
affliction effect test is failed, the effect is applied immediately 
to the subject model. If the roll was successful the model is 
not subject to the results of continuous effect.
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expiry tests
A new test may be made at the beginning of each of the 

model’s standard activations in the following rounds to end a 
continuous effect. These are called “expiry tests”.

Unlike making an affliction test, models which make an 
expiry test at the beginning of their standard activation may 
spend additional action tokens to increase the chances of 
passing the test. For each action token spent, the difficulty 
of the test is reduced by one, meaning that by spending one 
action token, a model’s expiry test is now improved to a roll 
of 4+, while spending two action tokens results in a difficulty 
of 3+ for the test, etc. The number of action tokens used to 
improve the expiry roll must be declared before testing.

If the model passes the expiry test, the continuous effect is 
immediately removed and the model is no longer subject to 
its effects.

If the model fails the expiry test, it will still be subject to 
the results of the continuous effect and may again test to end 
the continuous effect in its next standard activation in the 
following round.

NOTE 

When reducing the difficulty of an expiry test down to a 
roll of 1+, the expiry test is automatically passed.

Unlike an affliction test, when making an expiry test for unit 
models, the test is made once for the entire unit, also allowing 
the unit to use action tokens for improving the chances of 
success. In this case either the whole unit becomes unaffected 
by the continuous effect (if the expiry test was passed) or all 
affected models of that unit are still suffering from it (if the 
expiry test fails).

Since the unit spent action tokens as a whole, even 
unaffected models now have less action tokens remaining due 
to the expenditure. These unaffected models are assumed to 
have been assisting their comrades.

multiple continuous effects
A model/unit may suffer multiple continuous effects 

simultaneously and in such cases must make one expiry test 
for each continuous effect. For each expiry roll, the player 
must spend separate action tokens if he/she wants to increase 
the chance of ending the effect.

Models suffering several continuous effects apply them all 
but may never be affected by the same continuous effect twice 
at the same time. Sometimes this may result in a cumulative 
penalty.

General Effects

As mentioned before there are numerous causes for specific 
effects. In the following chapter we will tell you about the 
application, limitations and durations of effects in general.

handling effects
Effects are always applied as soon as the effect is triggered. 

general effects limitation
As you have already learned, there are quite a lot of different 

effects that can apply to a model such as those caused by 
spells, tactics, abilities, items, or continuous effects. 

All of these already have a specific limitation, but sometimes 
a spell and a tactic, or a tactic and a continuous effect, etc., 
might result in the same named effect occurring to a model. In 
this case it is important to know that two or more identically 
named effects may not be applied to the same model at the 
same time! An effect is normally expressed in the description 
of the tactic, the spell or anything else. If a model suffers a 
duplicate effect, then only the first applies, and the second 
is discounted. Nevertheless, it is entirely possible that two 
similar effects may occur. In such cases it is correct to apply 
both and add any cumulative effects.

Example: a model is hit by an attack which has the 
continuous effect of “Fire”. The model which is now suffering 
from Fire is then hit by a spell which also causes Fire. Since it 
is already affected by Fire it will still suffer the damage from 
the spell normally, but will only suffer the continuous effect of 
Fire once. If the spell had caused a continuous effect called 
“Burning” or something else, then the model would suffer 
both continuous effects, since they are only classified as the 
same effect if they have the exact same name.

general effects durations
The duration of each effect is always mentioned in its 

explanation and normally lasts either until the end of the 
current round or end of a particular turn.

Haze Effects

Haze Effects always take the form of an AOE template 
which among other things always acts to hinder the vision 
of models.

A haze effect blocks line of sight to models positioned 
completely behind it. Line of sight to models within a haze 
effect is not blocked, but models entirely or even partially 
inside a haze effect count as being in cover.

The size of a haze effect is the size of the AOE template 
it refers to. Haze effects have a sight value equal to AOE 
diameter (imagine the AOE rising as a cylinder equal to its 
diameter).
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We entered the Fungus Forest with some trepidation, knowing that our task would not 
be an easy one, and many times I had the disturbing feeling we were being watched. This 
realm was one of the god-forests of Annyrion - a woodland formed from the giant plants 
fallen from the world of the gods. We negotiated the vegetation carefully so as not to 
release any poisoned spores, for the forest was composed almost entirely of various forms 
of fungi. Lichens covered the ground, interspersed with pools of liquid yeast. Thin tubes of 
coral fungi competed with strange bushes for light beneath the giant mushroom trees, while 
lattices, webs and other bizarre forms of fungus blocked our way in the dank and musky 
world.
 
Twice we encountered Troglodyte Gnolls hunting hideous, giant roaches. Against all odds 
we located the Dwarven-Niad ruin which had been destroyed by a falling godland at the 
time of the forest’s creation. We came away with a few valuable items and that was when 
we were ambushed. The sneaky Gnolls had probably been tracking us for days. Hordes of 
them fountained out of burrow-holes while riders on Warweasels closed in from the trees. 
Completely surrounded, we prepared to sell our lives dearly. 

Moments later the clearing exploded into showers of blood and the Gnolls rushed for 
their holes. The predators were so fast we hardly made them out; Wereverines they were 
- Lycanthropic, wolverine Banebrood from the neighboring Heath Barrens. It seems the 
fungus forest provides a regular source for their favored food. We fled from the carnage 
and I realized the Wereverines had probably been stalking the Gnolls who had been tracking 
us, and I prayed then that there was nothing even more ominous hunting the Wereverines as 
we ran blindly through the undergrowth! 
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Terrain

Just as real battlefields contain various terrain features, 
so too do games of GODSLAYER®. Troops can take cover 
behind walls, scouts can hide in woods to launch surprise 
charges, units can use streams and rivers to slow down the 
enemy’s advance, troops with missile weapons can gain a 
better field of vision from hill-tops, etc. 

Players are encouraged to use lots of terrain features in 
GODSLAYER®. This creates additional tactical opportunities 
and challenges. 

To avoid confusions and discussions during games, all 
players should specify the attributes of all terrain pieces 
before the setup phase of each game.

open terrain
Any terrain which is easily accessible and allows fast passage 

for a model is specified as Open Terrain. Models may move 
over open terrain using their normal movement value.

Open terrain includes any area like grass fields, hard-packed 
desert, low scrub, wooden planks, gravel, stone paving, etc.

difficult terrain
Not all terrain on a battlefield may be easily negotiated. It 

usually takes more time to pass through forests and to cross 
small rivers than to move over a grass field. Therefore there 
are some restrictions when moving within or through Difficult 
Terrain.

A model entering difficult terrain moves at half speed and 
uses half of its total charge movement when charging.

Modified movement resulting in a fraction is neither rounded 
up nor down; simply measure the indicated distance.

NOTE 

A model halves its movement as soon as and as long as any 
part of its base is touching or remains in contact with an 
area of difficult terrain.

Difficult terrain can include the following:

• Forests
• Streams and shallow rivers
• Thick undergrowth
• Ice patches
• Deep snow 
• Sand dunes 
• Boulders and lose rocks
• Debris and wreckage of buildings and walls
• Low crops and ploughed fields
• Marsh and flooded areas
• Rope-bridges and ledges one-inch wide or less.
• Very steep hills and earth ramparts

impassable terrain
Some terrain simply cannot be negotiated safely. Such areas 

are named Impassable Terrain and models are not allowed to 
cross or end their movement within them.

Impassable terrain features can include the following:

• Quick-sand
• Cliff-faces
• Deep rivers and lakes
• Seas
• Lava 
• Rocks

forests
Forest terrain represents sections of woodland or heath of all 

types, from dense pine to open deciduous and tangled brush.

Models can draw line of sight through 1 inch of forest. A 
model standing deeper within a forest than 1” cannot be seen 
by any model outside the forest and in return cannot draw line 
of sight to any model outside the forest.

It is never possible to draw line of sight through an entire 
forest terrain piece.

Players with models inside a forest are always permitted to 
measure the distance to the edge of that forest.

A model standing inside a forest counts as being in cover.

NOTE

Forests always count as difficult terrain and thus models 
may only move at half speed when entering a forest.

hills
Any model standing on a hill counts as having an elevated 

position and will add the hills sight value to its own.

It is possible for players to use the actual height of the 
hill to determine the sight value, however, since it is not 
always possible to build terrain pieces that show the correct 
dimensions, (especially for hills), it can be assumed that hills 
have a sight value of 3.

Players should mutually decide the sight value of each hill 
before the game, or simply decide to use actual height in 
inches. 

buildings
Players can decide on allowing their models to enter houses 

and other structures. In such a case a model may enter a house 
through regular doors or anything else that provides enough 
space to allow a model entry.

We suggest that players agree on all entry zones of buildings 
before the game. Models inside a building move normally in 
accordance with movement rules.
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impassable terrain
Models may not cross objects classified as 
impassable terrain features.

open terrain
Open terrain allows models normal movement. 
You should also allow slightly uneven terrain as 
open terrain.

difficult terrain
Forests count as difficult terrain so models may 
only move at half speed for as long as they are 
within a forest terrain feature.

hill
Hills will in general allow normal movement 
and the benefit of positioning your models in an 
elevated position. Make sure to declare a sight 
value for each hill before starting a game.
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In 2513 SC the Troglodytes of Tartharond invaded the empire, overrunning it, and reached 
the very gates of Catharsium. The armies of the shadow-folk marched with impunity through 
the lands but the 13 founding cities stood fast. In the end, the walls of Catharsium proved to 
be a rock that the Troglodytes armies dashed themselves upon like a doomed ship in a storm 
of fate. Their blood remains soaked into the great wall to this day, like a tombstone for an 
entire army. It is said that when the sun sets the Troglodyte blood radiates shadows which 
creep and crawl across their stony grave.
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Multiplayer Games

Of course games of GODSLAYER® are not only restricted 
to two players and in fact you might find it more interesting 
to play with more than two players! Such games are called 
multiplayer games.

how to setup multiplayer games
Before the game starts, you must form two teams. Each team 

may then consist of several players.

We recommend to have an equal divided amount of players 
on each team but it is also possible to play with unevenly 
numbered teams.

Since it is important to keep the same total battle levels for 
each team, games of paired teams will allow each player to 
play the same battle level.

When playing games with unevenly numbered teams, the 
players of the teams must reduce or expand their battle levels 
so that the total battle levels of both teams are equal again.

Example: Team A has three players, each one with a battle 
level warband of 200 points. team B only has two players. 
Since the total battle level of team A is 600 (3 players times 
200 points), the players of team B can now decide to play 
either 300 points each, or make one warband with 200 points 
and the other one with 400 points. The only important thing is 
that the total battle points fit to those of the opposing team. It 
would also be possible to reduce the 200 points of the players 
of team A until they only have a total of 400 points left.

The basic idea of forming teams is that in multiplayer games 
the players do not face each other, instead the two teams face 
each other, meaning that all players of one team form one 
force and together they fight against the players of the other 
team.

how to play multiplayer games
Playing multiplayer games of course needs a modification 

to the normal rules, since they are basically written for games 
of two players.

But do not worry! The rules will remain exactly the same 
and you just have to change a single wording: each time the 
rules speak of a player, you can simply replace the word to 
team. For example, instead of determining the starting player, 
you will determine the starting team. And instead of players 
activating their models on a turnaround basis, the teams will 
activate their models on a turnaround basis.

Each time we speak of a team, we refer to each player inside 
this team. This means, if it is one team’s activation phase, any 
one player inside that team may activate one of its models/
units, just as when playing a regular game of GODSLAYER®.

It is important to understand that each time the team is able 
to act in any way, only one player inside that team may act!

Example: It is the turn of a team with 2 players and player 1 
decides to activate an individual model of his warband. Ater 
that, the team may still activate another individual model or a 
unit and player 2 decides to activate one of his units.

This said, there are no more modifications needed to enjoy 
multiplayer games!

multiplayer games with more than 
two forces
There is another possibility for multiplayer games, which 

is games that have more than two sides, e.g. a game in which 
three or more players want to fight each other.

Such games can be quite challenging since the players do 
not form teams and instead fight each other.

In such games it normally turns out that one player is 
attacked by several enemies at first, and therefore such games 
can easily become an unbalanced experience for one of the 
players.

They often balance out towards the end as temporary 
alliances break down. If we can assume that diplomacy, 
deception and betrayal are all part of the challenge, then such 
games can be very entertaining indeed.

Players who wish to experience such a multiplayer game can 
use the normal GODSLAYER® rules with one exception - the 
priority roll. Each player makes a priority roll at the beginning 
of each turn.The player with the highest roll decides which 
player goes first; then the player with the second highest 
roll decides if play will proceed clockwise or anti-clockwise 
around the table from the starting player. 

Victory Conditions

After finishing a battle players would normally like to know 
which warband has left the battlefield as the victor! For this 
purpose, GODSLAYER® has a Kill Points system which will 
help to determine the outcome of a battle.

kill points
Each model/unit has a composition statistic called point 

costs which indicates the value of a model/unit. At the end of 
a game, these point costs are used to determine the victor of 
the battle and in this sense will be referred to as kill points.

Each player earns kill points during a game by destroying 
enemy models. Each time a player completely destroys an 
enemy model/unit he gains an amount of kill points equal 
to the destroyed model’s/unit’s total point costs. If a player 
destroys half of a unit, meaning that half or more of the unit’s 
starting number of models has been destroyed, then he earns 
kill points equal to the unit core´s point costs.

A player gains full kill points for all enemy models and units 
that count as fleeing at the end of the last round of the game.

When the game ends, each player adds all their earned kill 
points together. The outcome will be used to determine the 
winner of the game.

determining the winner
Depending on the scenario chosen by the players, the 

conditions for winning a game of GODSLAYER® may differ. 
Unless otherwise specified in the scenario, the player with the 
most earned kill points wins the game.

Sometimes taking the pure difference of kill points to see 
who has won a game can be quite frustrating, especially when 
the difference is only a few kill points between both players. 
For such cases we have developed a simple scoring system. 108
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Each time a scenario uses the total amount of each players 
kill points to determine the winner, you may use the following 
victory table in order to determine the degree of victory.

Victory Table

Battle Level Needed Kill Points Difference
Victory Massacre

160 40+ 80+
200 50+ 100+
300 75+ 150+
400 100+ 200+
500 125+ 250+

This table only shows a few specific battle levels. For battle 
levels other than those mentioned in this table, there is a 
simple rule: In order to win a game, a player needs a kill-
point difference equal to or more than a quarter of the played 
battle level and a kill-point difference equal to half or more 
the played battle level to score a massacre.

About Scenarios

Scenarios in GODSLAYER® act as a framework which you 
can base your battles on. They describe different situations 
and backgrounds and sometimes allow you to use special 
rules and conditions designed for that specific scenario.

using scenarios
Every game of GODSLAYER® is played using one of the 

given scenarios described in the following chapter even if it 
is just an “Open Battle” - which would describe a common 
scenario for games of GODSLAYER®.

Players must decide on the scenario before the game starts 
because the chosen scenario might modify the regular rules 
for set-up of the battlefield, the deployment of miniatures, or 
even the warband selection.

developing scenarios
Players may also wish to develop their own scenarios with 

thematic ideas and unique special rules. As long as all players 
agree to the rules of the scenario you should feel free to let 
your creativity run wild!

This chapter will deal with different scenarios that are 
available for regular games of GODSLAYER®. There are a 
few conventions you should be aware of before starting to 
read the scenarios:

Scenario General Text
Each scenario is introduced by a general text that summarizes 

the background and the goal of it.

Battle Level
Some scenarios require special battle levels for each player 

and such differences to the normal rules are mentioned in here.

Setup
In order to show special game situations some scenarios 

have their very own setup and deployment rules.

Special Rules
These are rules that are especially applied to the specific 

scenario. Such rules will normally modify the regular 
GODSLAYER® game rules, and can also modify special
rules.

Victory Conditions
As mentioned before, the victory conditions of a scenario 

determine who will win the game. The winner is often not 
simply the person who gained the most kill points, but usually 
the person who achieves the most scenario objectives.

Game Duration
Some scenarios have a special game duration and do not 

always last six rounds.

Tokens and Templates
Some scenarios provides you 

with some tokens that you may 
copy and then cut out for usage 
of playing this scenario.

Please note that you may copy 
the following tokens for your 
personal use only!
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