


The village of Fairfield is beset on both sides.
Two armies clash over the sleepy little border
town. Banners of Honor are raised to proclaim
the deeds of noble warriors and War Cries are
Shouted as they charge into battle.

Place the board in the center of the play
area.

Place the pieces in their marked positions on
the battlefield area of the board

Shuffle the Honor tiles and place them face
down in three equal stacks.

Flip the top Honor tile of each stack, placing
them face up adjacent to the stacks.

Shuffle the War Cry deck and place it face
down, leaving space for a discard pile.

Deal each player a starting hand of 3 War
Cry cards.

Give each player 15 dice.

ﬂ
2]
e
1)
B
G
U







The objective of Flank! is to defeat
your foe’s Champion by fighting it with
one of your pieces.

Without a leader an army will fall.

Randomly determine who goes first by
having both players roll a die.

The player who is going second draws 2
extra War Cry cards before the start of
the game.
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A player's turn consists of
completing the four phases below.

1. DRAW .. PG,

2. HONOR ... PG.
3. Move ... PG.
4. FIGHT ... PG

Draw 2 War Cry cards.
War Cry cards are used during the Fight phase.

There is no maximum hand size.

Cards in your hand are hidden from the other player.
If there are not enough cards remaining in the War
Cry deck shuffle the entire discard pile into the deck.




Take 1 face up Honor tile
from the stack area and
attach it to one of your
piece’s banners, then flip
over a new Honor tile from
any of the stacks.

Attaching Honor tiles to
your piece's banners
improves their moving and
fighting abilities.

You can’'t move Honor tiles
after you have placed them
unless a card (i.e. Honor
Swap!) would tell you to do
SO.

If you have no space left on
your banners then skip the
Honor step.

The blue player
attaches an Honor
tile to their
Champion's banner.

Sword: How many dice you
roll when this piece is
attacking.

Shield: How many dice you
roll when this piece is
defending.

Arrow: How many spaces you
can move this piece up to.

Flank!: How many extra dice
you roll if this piece is
adjacent to your foe's attacker
or defender.




Move up to 3 of your pieces.
Each piece can move any number of empty spaces,
up to the number of @ icons it has.

Each piece can only be moved once during the move
phase. Pieces cannot move through other pieces (not
even your own!).

The Crusaders here have
2 [ so they can move up
to 2 spaces.

The Assassins here can
also be moved up to 2
spaces. They have 1 [&)
from their banner and 1
additional [& from the
Honor tile attached to the
banner.

The Crusader below has been selected to move.
Because it can move up to 2 spaces, it can move
to any of the spaces shown below.
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The Fight phase is broken down into the steps below.
You may skip the Fight phase.
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Choose 1 of your pieces to be the attacker and then
choose 1 of your opponenets pieces to be the
defender. The choosen defender must be adjacent to
the attacker.

It is the blue players turn. They
choose their Crusader to be the
attacker.

Both the red Sentinel and red
Assassin are adjacent to the
blue Crusader.

The blue player chooses the
red Sentinel to be the defender.

Flankers
Flankers are your pieces that are adjacent to your

foe's attacker or defender. Attackers and defenders
are not flankers.

The blue Crusader is the
attacker. The red player has
an Assassin adjacent to the
blue player's attacker. The
red Assassin is considered a
Flanker.

The red Sentinel is the
defender. The blue player has
2 Minions adjacent to it. Both
these Minions are Flankers.




The attacking player rolls 1 dice for every n its
attacker has.

For each of the attacking player's Flankers, the
attacking player rolls 1 additional dice for each n
that the Flanker has.

The defending player rolls 1 dice for every u its
defender has.

For each of the defending player's Flankers, the
defending player rolls 1 additional dice for each n
that the Flanker has.
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When you count how
many dice you roll
place them over the
icons to track them.
As you play War Cry
cards adjust the
dice on the icons.
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Beginning with the defending player, players take
turns playing War Cry cards.

Resolve the effect of the card then place the card in
the discard pile.

Instead of playing a card a player may pass.

When both players pass in succession move onto the
next step.

The blue player is attacking. The red

player is defending so plays first. Both

players will be rolling 4 dice in the next

step. The red player is happy with those

odds and decides to pass. Now it is the

blue players turn, they decide to play the
Assault! card. The blue player will now

be rolling 5 dice. Now the red player

decides to use his Take Cover! card and []
will now be rolling a total of 6 dice. The S
blue player has no more useful cards left

so passes. The red player also passes

and they move onto the next step.

After War Cry cards have been played both players
now roll all their dice. The goal is to have the highest
total.

o

The blue player rolls their 5 dice and achieves the
total above of 18. The red player rolls their 6 dice
and achieves the total above of 20 The red player
is currently winning this Fight.
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Before the Fight is reolved both players have a
chance to Rally the dice.

Beginning with the defending player, players take
turns Rallying their dice.

To Rally your dice discard a War Cry card and then
reroll up to two of your dice.

Instead of Rallying the dice you may pass.

When both players pass in succession move onto the
next step.

The red player, who is defending, is currently
winning this fight so they decided to pass. The
blue player then decides to Rally their dice by
discarding a War Cry card. They choose both their

1s to reroll. They roll a 3 and a 4 and now they are
winning this fight with a total of 23. The red player
still has War Cry cards left to discard but choses
to pass and save their cards for later. The red
player also chooses to pass since they are
winning.

The player that has rolled the lowest loses this fight.
Their attacker or defender is defeated and removed
from the board.

- If your foe's Champion is defeated then you win the
game.

If both players roll an equal amount then both the
attacker and the defender are defeated and removed
from the board.

If both player's Champions are defeated at the same
time the game is a draw..
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Ambush! & Over There!

Pieces moved away from flanking
positions no longer provide their
flanking bonus. Pieces moved into
flanking positions now provide their
flanking bonus.

Backstab!, Evade!, Parry! & Shield
Bash!

These cards refer to your own pieces.
These cards add dice when attacking
or defending as long as you meet the
required number of Honor lIcons on
your attacker or defender. Add the dice
as part of resolving the card. If the
number of Honor Icons changes after
playing these cards you still keep the
dice even if you no longer meet the
initial criteria. Cards like Dishonor! &
Honor Swap! can change the number of
Honor Icons a piece has.

Dishonor! & Honor Swap!

If you move an Honor tile that has been
affected by Dishonor! that tile remains

under the effect and still swaps places

with the other tile.
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