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SETUP STEP SUGGESTIONS

MAIN HEROES JAKE (CENTER STAGE

BACK JINE’S
KNIGHTS AND ROOKS

Main Heroes are
1 + placed in the center
of the board’s edge.

Fill out your back
4 . line by placing
Knights next to the
Queen and Bishop
along the border.

e 21 | 1
eAll
ALfare

SHIELDS-RIGHT HAND
"TURRET- [EFT HAND

One Turrets is placed in
2 . the center of the board.

Rooks are placed
next to the Knights.

Shields are placed
between the Main Hero
and the center of the
board, so that Main
Heroes can jump their

Shield into battle. PLACE PAwNS

FOR [)EFENSE

The second Turret is placed

to the left of the Shield.
Lastly, protect your

4 . back line with a
defensive barrier of
Pawns.

QUEENS-MAIN HERO'S
(FREATEST ALLY
Pawns are placed

before Knights and
Rooks.

Queens are placed to
3 . the bottom right of
the Main Hero.

Bishops are placed
on the dark and light
spaces next to the
Main Hero and the
Turret, completing
the core setup.

Two Pawns are
placed along the
border, next to
the Rooks.




SETUP

The story behind the setup

is the armies are just now
beginning the battle so they
are attacking each other from
their own kingdoms.

= MAN

J HEROES

J QUEENS

As a result, they are formed
against their foes from
all sides.

Main Heroes are set up in their
own color-coordinated areas, 1
space behind their Shield so
they can jump over them.

!J ROOKS

Turrets are always on the Main
Heroes' left side between the
left Bishop and the Shield.

_) BisHOPS

ﬁ‘ KNIGHTS

Queens are behind the Main
Heroes on their right.

One Bishop is on a dark
space and the other is on
a light space.

Knights and Rooks are side
by side and are protected by
Pawns. Two Pawns protect
the Rooks.

One Turret is set in the
center of the board.

In a 4 player game each
player has the opportunity

to choose between three
different armies to attack

at the beginning of the game.

SABRA’S«
ARMY




(GAME PLAY

OBJECTIVE

Have the last Main Hero remaining in the game. When a Main
Hero is Captured, the player’s game is over and their entire
army is removed from the board.

ROLLING [NITIATIVE

All players roll 1 die and the highest number goes first. The next
highest is second, the next highest number is third, and the
smallest number is last.

Players set their dice off to the side as a reminder of order of
turns.

If 2 or more player tie they must re-roll until the tie is
broken. They don’t lose their place in the original roll.

"- Both Sabra- and Saeline- roll a 3, Tyrolane- rolls a 1, and Dauntain. rolls a 6.

A}
)
A}

Dauntaine. will go first and Tyrolane- last. We still need to know who is
second and third. Sabra. and Saeline- reroll to break the tie.
Sabrae re-rolls a 2 and Saeline- re-rolls a 1.

Sabra. wins so play will proceed with Dauntain. going first,
followed by Sabrac, then Saelinec, and Tyrolane- is last.

MOVING & ATTACKING |NTRO.

Pieces first Move, then Attack, if they are able.

MOVE
Army pieces generally Move like they do in traditional chess.

There are 3 types of Moving:
Regular Move 7rCharging a Main Hero 7rCapturing a Piece

ATITACK
There are 3 types of Attack:
Firing Close Combat Main Hero using Magic

Successful Attacks are signified with Damage Counters. Only
Armor that is damaged receive Damage Counters.

[DAMAGE (COUNTERS

To display Damage to an opponent’s piece, players place their
Damage Counters in the hole at the top of the piece.




% MOVE SPACES

AN\

ﬁ\ 7 How MANY SPACES A PIECES CAN MOVE

How many spaces pieces can Move or Capture and in what direction.
Army pieces generally Move like they do in traditional chess:

Main Heroes only can jump over their own Shield. Knights can jump
over any piece, as in traditional chess.

Main Heroes do not need to Move in a straight line or all of the spaces
indicated.

Example: Dauntain can Move up to 4 spaces but can Move just
3 if he wants.

A blue Rook wants to Move to the other side of the board.

There are no other pieces in its way. On its turn, the blue Rook Moves.

Most pieces Move as in traditional chess.
Most Main Heroes do not.

W space diagonally,

Move horizontally, vertically, or diagonally any
number of spaces.

Any
<ROOKS

Move horizontally or vertically any number of spaces.

AE20300

Move diagonally any number of spaces.

Move in an ‘L,’
2 spaces over
and 1 up. !

Move 1 space

horizontal or

vertically.

Pawns can Move 2 spaces on their first Move only.

Move only 1
or vertically.
Move only 1

or vertically.

i W space diagonally,




\ CAPTURE (CAPABLE

How TO CAPTURE PIECES AS IN TRADITIONAL CHESS.
Capture horizontally, vertically, or diagonally any

number of spaces.
Captured pieces are removed from the board. Players Capture by

Moving their piece to the same space as an opponent’s piece, as
in traditional chess.

No Damage, Combat, or Blocking is required.

After Capturing, pieces may use Combat or Fire. Main Heroes
may use Combat, Fire, or Magic Spells.

Capture horizontally or vertically any
number of spaces.

A red Rook is in position to Capture a blue Bishop.

u h \ Move in
; ; an ‘L,” 2

The red Rook Moves, lands on the blue Bishop, and stays there. ‘ spaces over and up. |

Main Heroes have Spe<:1al Bonuses to Damage pieces.
So Main Heroes cannot Capture pieces.
Capture 1 space

S%-Ao N / A : . 'HL diagonally.

| * » Capture only 1
| TYROUANE: N / A : /8 space diagonally,
- ! @ horizontally,

or vertically.

\_{ N/ A Capture only 1

‘ ‘ : space diagonally,

rg"‘a ~<SHIELDS> 1 ' ‘ horizontally,
N/ A i ’%\ or vertically.

DAUNTAING




€2 (CHARGE (CAPABLE

How 10 CAPTURE MAIN HEROES
WITH TRADITIONAL CHESS MOVES.

In Realm Warfare there is no “check” or “checkmate.” Realm
Warfare allows Main Heroes to be Captured.

Army pieces Charge at Main Heroes for Damage instead of
putting them 1n “check,” as in traditional chess.

To Charge, Move your piece to the Opponent’s Main Hero to
indicate that you have Charged it. Then return it to its previous
space and apply the Damage amount listed. The piece may
Charge the Main Hero again on the player’s next turn.

After Charging, pieces may still use Combat or Fire, if they
are able. Players turns are then over. Main Heroes do not Charge.

If any Damage amount exceeds the Main Hero’s Armor Defense by
1 the Main Hero is Captured the player’s game 1s over.
Charging pieces cannot be Blocked by Main Heroes.

A blue Rook is positioned to Charge Sabrac.

Bra=tw

On the same turn the blue Rook Charges Sabra. for 1 point of Damage...
3 0

...and then returns to its previous space.
It can now Charge Sabra. again on its next turn.

Main Heroes that are Captured are removed from the board with
ALL their remaining pieces and the player’s game is over.

Any Magic Scroll Cards that have not been used are given to
the player who Captured them.

Move horizontally, vertically, or diagonally any
number of spaces.

Move horizontally or vertically any number of spaces.

e | NNV L

Move diagonally any number of spaces.

Move in an ‘L,” ©

KNIGHTS 2 spaces over
and 1 up.

w Move 1 space

PAwNS 3 . horizontal or

/‘\ vertically.
P .

awns can Move 2 spaces on their first Move only.

W } Move only 1

space diagonally,

~<[URRETS> 2 - horizontally,
or vertically.

Move only 1
space diagonally,
horizontally,
or vertically.




" ARMOR | )EFENSE

) How MucH DAMAGE A PIECE

CAN TAKE BEFORE BEING (CAPTURED

Armor protects pieces from Attacks. Most pieces have Armor. Some pieces
have more Armor than others.

Armor is equal to health points. When your pieces have no more Armor
they will be Captured if they receive 1 more Damage point.

The game is over when a player’s Main Hero 1s Captured. When a Main
Hero is Captured, the Main Hero and all of their pieces are removed from

the board.

Armor can be restored by Hunting. For more information see ‘“Hunting” on
pages 14-17.

Queens and Shields cannot receive Damage so they do not need Armor.

1 Damage more than Armor Defense will Capture.

»‘ Queens N/A

Cannot be damaged-neither Combated or Fired at.

No Armor at all! One damage will Capture.

(T1ITR
. BisHOPS O \ ‘

No Armor at all! One damage will Capture.

Requires 3 Damage to Capture.

Requires 4 Damage to Capture.

Requires 2 Damage to Capture.

Cannot be damaged-neither Combated or Fired at.




(CLOSE (COMBAT @g'; NiA

How MucH A PiECE CAN COMBAT AT (CLOSE RANGE

Long range - Cannot initiate Combat.

pog  N/A

away that cannot be Captured.
This is used to Damage and Capture

Opponent’s pieces. % ¥
‘ ’ |
1 — \ i Players first Move their piece ; Long range - Cannot initiate Combat.
. next to an Opponent’s piece.

3 Attack Defend
"~
>, [ 3 3

‘ +3= <o +3=
Players roll 1 die, add any + Combat bonuses, and highest number wins. ~ Add 2 to your dice roll.

= : Combat horizontally, vertically, or diagonally. ¢
s K 3L

‘ : : ( PAWNS»
If the Attacking piece wins then the Opponent’s piece is i 4\

Damaged the same amount as their + Combat bonus. Add 3 to your dice roll.
If the Attacking piece looses then the player’s turn is over. Combat horizontally, vertically, or diagonally.

Long range - Cannot initiate Combat.

1 SPACE RADIUS ONLY
Combat 1s used to Damage pieces 1 space |
L S

| Damage Total: 3

~ Add 1 to your dice roll.
Cannot Combat or Fire on other Turrets.
Combat horizontally, vertically, or diagonally. *

Players do not have to Move to Combat. '« Ties go to the defender.
Queens and Shields cannot be Combated. - Main Heroes cannot Capture!
Players Combat after they Move. Some pieces cannot Combat.

e 1

Add 4 to your dice roll for Combat or Hunting.
Combat horizontally, vertically, or diagonally.

19



FIRE RANGE

How MANY SPACES A PIECE (CAN FIRE

How many spaces pieces can Fire to Damage and Capture Opponent’s
pieces. Pieces can only Fire in a straight line. Opponent’s pieces need to be
within Range in order for players to Fire at them.

Opponent’s pieces must be at least 2 spaces away in order for Main
Heroes’ to Fire at them because 1 space radius is used for Close Combat.

To Fire at an Opponent within Fire Range players simply announce they
are Firing on their turn after Moving. The Opponent’s player must roll 1
dice to try and Block. If they fail, place the amount of Damage in the piece
as listed under Fire Power.

If the piece receives 1 Damage more than their Armor Defense then the
piece is Captured. See “Fire Block” on page 30 for more information.

Most pieces cannot Fire over or through pieces. Some pieces cannot Fire.
Most pieces can only Fire at 1 piece at-a time.

All Main Heroes Fire Fire horizontally, vertically,

or diagonally unless otherwise indicated.
<SABRA>

Short range - Does not Fire.

Turrets can Fire oVer ‘other pieces.
Cannot Combat or Fire on other Turrets.
Fire horizontally, vertically, or diagonally 4 spaces.

Short range - Does not Fire.




FIRE [ JAMAGE

How MUcCH [DAMAGE A PIECE'S FIRE WILL [JAMAGE PIECES

How much Damage the piece’s Fire does. This is used to Damage and
Capture Opponent’s pieces. When a player’s Main Hero Fires at an
Opponent’s piece and the piece fails to Block, place the amount of Damage
in the piece as listed.

Opponent’s pieces must be at least 2 spaces away in order for Main
Heroes’ to Fire at them because 1 space radius is used for Close Combat.

Some pieces cannot Fire. Queens and Shields cannot receive Damage so
they cannot be Fired upon.

Dauntain. Moves into Range to Fire on a Red Pawn.

. BB

Player announces the Attack, who now must roll to Block.

K@s [4)

i [2] ﬂ
; & Turrets can Fire over other pieces.

Fire horizontally, vertically, or diagonally 4 spaces.

Fire diagonally 5 spaces.

L0 o m—mti ]

Fire horizontally and vertically 5 spaces.

O

Fire hdrizontally, vertically, or diagonally 2 spaces. §

2 Nia

Short range - Does not Fire.

&)

Cannot Combat or Fire on other Turrets.
Fire horizontally, vertically, or diggonally 4 spaces.

s N/A

Cannot be damaged-neither Combated or Fired at.




S%%  TIRE BLOCK

& w
How MANY SPACES A PIECE (CAN FIRE

How well pieces can Block a shot Fired upon them by Opponent’s pieces,
including Main Heroes. Most pieces can Block.

Once Fired upon, defending players roll 1 die. Players must roll higher
than the number listed on their Fire Block stat to succeed.

If they succeed, the Fire is Blocked and the Opponent’s turn is over. If
they fail, place the amount of Damage in the piece as listed.

Some pieces cannot Block Fire. Queens and Shields cannot receive
Damage so they cannot be Fired upon and don’t need to Block.

‘
|
Dauntaine Fires on a Red Pawn.

The Red player rolls to Block and must roll higher than a 5.

/N AL If successful - no damage.
2 . B B. If not successful-Pawn takes Damage.

Dauntain’s player’s turn is now over.

MusT ROLL HIGHER THAN STAT #

Must roll higher than a 3.

&30

Must roll higher than a 5. Must roll higher than a 2.

Roll higher
than this #

& N/A

Cannot be damaged-neither Combated or Fired at. |

ROOKS 2

Must roll higher than a 2.

T

Must roll higher than a 2.

Must roll higher than a 3.

Must roll higher than a 5.

Must roll higher than a 4.

Cannot be damaged-neither Combated or Fired at.




How wide the Main Heroes’ Magic Spell Ranges are and how much

damage they do. Most Main Heroes have Magic Spells: Some have a wider

Magic Spell Range and do more damage than others.
This is used to Damage and Capture Opponent’s pieces.

To use Magic Spells players must first have a Magic Scroll card. All Main

Heroes start with 1 Magic Scroll card at the beginning of the game.
Players earn extra Magic cards by either:
Moving their Main Hero to all 4 center squares in the middle of the
board to rebuild their own used Magic
A player Captures a Main Hero who has not yet used their Magic.
Players use their Main Heroe’s stats with Captured Magic Spells.

Players announce they are
using Magic by presenting
their Magic card during their

turn, typically after they Move.

Most Main Heroes can Move
and use a Magic Spell on the
same turn. Main Heroes do not
need to Move to use their Magic.

Players determine the Range
by counting out from their
Main Heroes’ corners. All
Opponent’s pieces within the
Range are affected. Magic
cannot be Blocked.

X -

MAGIC SPEL
DEiEE P

L4

MAGIC FOR MAIN HEROES

- oS [z - -~

Refer to Main Heroe’s Magic Damage

, and Magic Range stats.
,‘ Play on your turn.

i Affects all Opponent’s pieces within N
i Range except Main Heroes and Shields. g

© One use only. Discard after use.

Dauntain: It’s all in the wrist.

- = -

All Opponent’s pieces within the Magic Range are affected. Place the listed
Damage Counter amount in all of the pieces affected. Any pieces that
receive 1 Damage more then their Armor Defenses are Captured and
removed from the board.

Magic Spells have no effect on a player’s own army pieces. Magic only
effects Opponent’s Main Heroes’s Armor Defenses and cannot Capture
them. All Opponent’s Queens and Shields within Range are

instantly Captured.

Players discard their used Magic Scroll cards after use to their army’s
storage boxes.

Radius in Spaces

2

c-é_:
&

(5

i

w»
=
=
&

z

=l



MAGIC COMPARISON

: 4 space radius

DUKE

DAUNTAIN

3 7 Damage

-3 KING

TYROLANE

2 space radius

1 Damage

29



REBUILD PIECES

In traditional chess, if players Move their Pawn to the far side of the board
they may substitute it for a piece of their choice, including-a Queen.
In Realm Warfare a similar rule applies.

Move a Pawn to ANY one of these 4 spaces to
Re-build a Captured army piece.

Players may only rebuild an army piece if their original piece
has already been Captured.

No player may have more than:
1 Queen 2 Bishops 2 Turrets 1 Shield.
2 Rooks 2 Knights 8 Pawns

Players must Move their Pawns to any of the board’s center
spaces to rebuild a piece. This is where the Turrets are setup.

MAKE MORE MAGIC

Just as players may Move their Pawns to the board’s center to rebuild a
missing army piece, they may also Move their Main Hero to rebuild their
missing magic, once per game.

Main Heroes
must travel to
Move your Main Hero to ALL of these 4 spaces t all 4 spaces

to Re-build previously used Magic. in any order
to regain their
previously
- used Magic
i Scroll card.

Some Main
Heroes are faster
than others, but
they must land
| on each space to
| get theri Magic
. Scroll card back,
I even if takes
20 turns.

Players cannot have more than 1

of their own Magic Scroll card. - 121;
Therefore, they must use their 1y ltj

current card before rebuilding it. = = i
" MAaGic FOR MAIN HEROES |~

= Refer to Main Heroe’s Magic Damage -

They can have an opponent’s I Magic Range stats.
Magic card if they capture their ~  Play on your wm.
M,ain Hero before it’s used | Affects all Opponent’s pieces within

Range except Main Heroes and Shields.

= One use only. Discard after use.

: : < their Magic once per game, fOI' W 7; T?r{-‘)1i1.me: It's all in the wrist,
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HUNTING
Player's pieces can go Hunting to remove Damage. Each space
that has an animal on it can be used for Hunting. There are 1
space, 2 space, or 3 space animals.

All pieces can Hunt-either via Combat or Firing.

HUNTING WITH (COMBAT
Players Move their piece on an animal’s space and roll 1 die to
Combat the animal. An opponent rolls one die for the animal.
Both players add any Combat bonuses. Players add the number
of spaces the animal occupies to the die roll as its bonus.

The highest number wins. In the event of a tie the animal
wins because ties go to the defender in Combat.

If damaged players win they remove the same number of
Damage Counters the animal occupies.

If they lose the animal escapes and their turn is over.
Animals return so players may Hunt them on their next turn.

Animals can be partially damaged or Combated for later. Any
damage that the animals sustain remains until the animal is
defeated. Place a Damage Counter on the animal’s space. Pieces
can only remove Damage from an animal that has been
completely Hunted. Pieces may Hunt or Combat, but not both.

Completely Hunted animals can’t be Hunted again until they
have been collected.

Players Damage required ~ Add # to /% If you win remove

hunt a: to defeat animal: dice roll
1 S,pace

Animal 1 _|_ 1 [1]
2 %ﬁg}e
An%%al 2 + 2 n

Sﬂpa@—e#

Damage Counters:

Animal

{? % +3

Long Distance
Cannot Hunt with Combat.
Can Hunt with Firing.

1. ?

"

1

4 &
& +o0-=-3
3 ) +1=2
@ +o0-2
Gl

s . g

The Yellow Shield and Sabra. both are going
Hunting. Sabra. has 2 Damage.

The Yellow Shield and Sabra. both have a
+4 to Combat.

The Yellow Shield moves onto a 1 space

Squirrel and rolls a 1. Sabrac moves onto a 2

space Deer and rolls a 2.

The Squirrel gets a +1 and the Deer a +2.
The Squirrel and Deer both roll a 1.

The Yellow Shield’s 5 is more than the
Squirrel’s 2. He wins leaves the Squirrel for
another Damaged piece later in the game.

Sabra.’s 6 is more than the Deer’s 3.
She wins and removes 2 Damage.

R o R g g o R )

A Green Knight has no Damage but a Blue
Pawn has 2 Damage. Both have bonuses to
Combat. ‘
Saeline. has a +1 to Combat and the Knight
has a +2 to Combat. :

The Green Knight moves onto a 2 space

Ostrich and rolls a 3. The Blue Pawn moves

onto a 2 space Zebra and rolls a 2.

The Ostrich and the Zebra both get a +2.
The Ostrich rolls a 2 and the Zebra

rolls a 1.

The Knight adds +2 for a total of 5. He wins and

leaves the 2 health behind for another piece.
The Blue Pawn adds its +1 for a total of 3.
Ties go to the defender so their turn is over.




HUNTING WITH FIRING

Player’s pieces must be within range and in a straight line
(horizontal, diagonal, or vertical) of an animal in order to

Fire at it. Only animals need to roll to Block Fire. An opponent
rolls one die for the animal.

To successfully Block Fire:
1 space animals need to roll higher than a 2.
2 space animals need to roll higher than a 3.
3 space animals need to roll higher than a 4.

If the animal does roll higher than the number listed then it
escapes and the player’s turn ends.

If the animal does not roll higher than the number listed it
fails and receives damage. If the damage is equal to the number
of spaces the animal occupies, the animal 1s defeated.

If not, place a Damage Counter on the animal for the amount
of damage delivered. :

Players can only remove damage from a defeated animal.
Once defeated, place a Damage Counter on the animal’s space.
The first piece to then land on that space may remove the same
amount of damage as the number of spaces the animal occupies.

Animal /@™
must roll
higher than a:

2

Players Damage required

hunt a: to defeat animal: Damage Counters:

3 2]
e 4 [3]

If you win remove *

Dauntaine Fires at a 1 space squirrel. An opponent rolls 1 die.
1 space animals need higher than a 2 to Block Fire.

LR

The 1 space squirrel rolls a 4 and successfully Blocks.
Dauntain’sc turn is over. He can try to Fire again on his next turn.

Sabra. Fires at a 1 space lizard. An opponent rolls 1 die.
1 space animals need higher than a 2 to Block Fire.

L5 I
L Domene 2 2

The 1 space lizard rolls a 2 and fails the Block.
Sabra. moves onto the lizard and removes 1 damage.

Saeline. Fires at a 3 space shark. An opponent rolls 1 die.
2 space animals need higher than a 3 to Block Fire but rolls a 1.

.

The 3 space shark fails the Block. Saeline’se Fire does 2 damage. The
shark receives 2 damage. Saeline. can try to Fire again on her next turn.

Tyrolane. Fires at a 2 space ray. An opponent rolls 1 die.
2 space animals need higher than a 3 to Block Fire.

The 2 space ray rolls a 1 and fails the Block. Before Tyrolane-
claims the animal a green Rook does and removes damage.




HUNTING SPACES

GREEN

1 space Sparrow
2 space Fox
2 space Deer
1 space Trout
1 space Squirrel
2 space Raccoon
3 space Brown Bear
2 space Falcon
1 space Chipmunk

RED

2 space Camel
1 space Lizard
2 space Bighom
2 space Bobcat

2 space Jackrabbit

1 space Roadrunner
1 space Robin

2 space Rattlesnake

1 space Mouse
2 space Hawk

BLUE

2 space Sawfish
1 space Seahorse
3 space Squid
1 space Seagull
2 space Dolphin
2 space Shark
1 space Crab
2 space Manta Ray

YELIOW

1 space Ground Hog
3 space Rhino
2 space Ostrich
2 space Zebra
2 space Golden Eagle
1 space King Salmon
3 space Lion
1 space Rabbit

37



MAXIMIZE [ JAMAGE

[JTILIZING THE MAX EFFICIENCY OF PIECE’'S ABILITIES

Magic is still considered an Attack.
Rush in on your opponent’s army
and bomb them when they are at
their weakess point, in the same turn.

9 H H =

Moving without Attacking? Open Fire or . . .

Combat some Hunting animals. Save up
some health now for when you . % ('Qg -

- accumulate damage later.
A § o=
wm o
H B <4« H

| =3 [N
) 9
ﬁ \\\\\\\\\\\\Il \Il\llllll\\l\\\\\\\
1\

Pieces can Charge and then Attack.
That’s the perfect time to try and
- Damage two opponent’s with one turn.

NO CASTLING 1

In traditional chess, if players do not Move either their King or their Rook
from the beginning of the game they may switch the positions between the
two to the centers of the spaces between them. This provides more
protection for the King and allows the Rook more flexibility in Moving.

Due to the complexity of the piece’s setup,

there are no such Moves in Realm Warfare.
Main Heroes are able to remain

protected behind their Shields and jump

over them instead. The larger board also

allows the Rooks to Move flexibly.

As a result there is no Castling in

Realm Warfare.

MAKING ALLIANCES

In the game of Realm Warfare the proposition of forming an Alliance
between players is very tempting. There is no rule stating that players may
not form Alliances between players.

However, Alliances are not recommended. As the Game Objective
clearly states, the last Main Hero remaining in the game is the winner.

In other words, no matter how trusting a player may be of their Alliance
partnership, all Alliances eventually fail.

Be warned; don’t be fooled into forming a temporary Alliance that
results with a knife in the back.

39



and storms routinely harass. Temperatures soar in the
day but plummet at night. Creatures and plants alike
employ poisonous fangs, spines, and thorns. Even without
‘ g X encountering the local warriors, the land itself can kill
. threa.tens Wlth 1ts a well-equipped army. Blinding rays of light glint off
1nhosp1table climate. gypsum crystals, creating the illusion of movement

where there is none. Meanwhile, steep mountain cliffs
and box canyons mean

some of great intelligence
“ and ability, give an added
% layer of protection to those

\:*\# : echoes cannot be tracked
\ and provide defenders
hundreds of vantage
; f| points: Enormous reptiles,

NRY & ’[ECHNIQUE
ls at close quarters combat.
kills honed over decades, she
r weapons around her body.

ort steel tubing with
izor-like ridges the run
ach tube’s long axis. The
bes are then strung together
_ via a long flexible cord
that runs through the
center of each tube.
If Sabrae slashes
her razor-whips
outward from her
body, the heavy
steel links pull on
the flexible cord
and extend the reach
~ of the whip to many feet.
When swung in a ulck sweepmg ‘motion,
she can decapitate an
several yards away. -
ap enemy is
1e-and-
ts at

. Sabra contacted her father’s a hem. The magic of the

HISTORY:

Sabra’se father was a hunter, warlord, and king whose ways were those of the blade. He
passed on his teachings to his family; wife and daughter.

When a mighty force entered the land, he was eager to join
and outdo his rival, the father of Tyrolanee. Sabra’se parents
left with an army. Some returned; Sabra’se mother did not. He
was a broken man after that: ceased teaching women, stopping
hunting, and ended trade.

When rumors reported the return of Karthetose, King of
Dragons, Sabra’se father gathered the entire land to give chase.
They left their home for the scorching, barren world of the

., volcanic realm. It was unbearable. After weeks of torment in
an unforgiving wasteland, they begged Sabrac to lead them
back home. She was happy to comply.

Once there, they closed and barred the gates. Under Sabra the Red’serestoration, the
kingdom of Ronadooles buttressed its military strength defiant ambassadorship. Threatening
posturing typified the woman warriors of the desert. The men of her village never returned.

The Stone Scalese of the land flourished in the hunter’s absence. Sabrae put them to
good use; manual labor, mounts, and sentries - what their men originally provided, without
dragging them from their home on a doomed quest. Sabrae also taught the woman to fight.

King Tyrolanec was astonished when Sabrac sought ;
open trade. To end their father’s animosities, she
offered him a Queen - the lovely, telekinetic,
and psychic Clairvoyee. Although Sabrae found
the psychic knights of Ryothoele arrogant and
manipulative she wanted to signal independence
from her father. The move allowed her to trade
rock for food, timber, and steel for weapons that she
secretly planned to use against him.

For the pact was a lie. Sabrac hoped for revenge;
believing Tyrolane’se father killed her mother. The union placed
Sabra’s most powerful warrior at the side of their enemy. However, Sabra never realized
that Clairvoye’s willingness to accept this plan was because she’d gazed lovingly upon
Tyrolane from afar for years prior.

After successful trade was initiated Clairvoyee had torn allegiances. With his psychic
powers, Tyrolanes tested Clairvoye’se memory for clues about Sabra’se weaknesses.
Meanwhile, Clairvoye’se warned Sabrae through dreams about Tyrolane’s intentions,
including his desire to return his father from the dead.

Shortly thereafter, the streams that filtered through the Ronadoole’se canyons dried up.
When the salt-water witch Saelinee selfishly raised her coral’s defenses, it choked off their
water. Some water was stored, but it wo e
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~~ Sabra Moves 2 spaces. With her
-bonus she can jump over other
pieces, including opponent’s pieces.

Main Heroes do not have to travel in
a straight line, however, Sabra must

~ jump straight across other pieces, -
~like in checkers.

Her bonus is intended to get Sabra
- close to enemies so she can use her
Close Combat.

Sabra can only jump as many times

as she has spaces to Move.

If Sabra gains additional +1 Move
Spaces cards, she may jump
additional spaces (cards

sold separately).

Move Spaces
Special Bonus

 The spaces Sabra jumps does not

count as one of her Move’s spaces.

~ Therefore, Sabra may use Rush

Attack to Move up to 4 spaces
and then use Close Combat on
the same turn. :

-space radius. Her Magic Power is
~for only 1 point of Damage.

. so this bonus is intended to help her
- Capture Opponent’s Queens.

- This bonus allows Sabra’s Magic

Magic Range
Special Bonus

A THrOW
SCROLL

Sabra’s Magic Range is only a 2

Sabra has the weakest Magic Range

Spell to take effect from the end of
her Fire Range instead of from her.

Sabra’s Fire Range is only 2 spaces.

Sabra ‘Fires’ her Magic Spell at an
opponent’s piece or empty space.
The Magic Spell then takes affect
from that location instead. |

Sabra may also use her Magic Spell

as normal, if desired, from the space
she occupies. Sabra can only use this
bonus if she has a Magic Scroll card.

The Throw Scroll bonus cannot be
combined with any other bonus or
regular Firing, including special
Firing bonuses from cards or objects.

If Sabra gains additional +1 Magic
Range or Fire Range cards, she may
include the extra spaces into those
ranges (cards sold separately).

I
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HISTORY:
Raised ambitious, Tyrolane’se destiny to rule came much sooner. At a young age, his
parents both departed to fight a horrible monster - never to return. The young prince had

' only a dozen years of Kingly examples, but important

3} teachings faded. All that remained were memories,
advisor’s directions, and trial and error.

His biggest achievement was opening trade. Following
the monster’s siege on Grathmordathe, all kingdoms
were starving and Ryotheole had what the people
needed. Tyrolanee opened their borders to industry.
Representatives flocked to their gates with negotiations
for vegetables, fruits, and grains. Tyrolaneo used these
supplies to increase productivity and expansion.

All the kingdoms prospered. Even the Elemental Empresse Saelines favored their efforts
and offered magic water to increase their crop’s growth. Ryotheole blossomed almost
overnight with wealth. Streets were repaired, houses fixed, and defenses were upgraded.

As with all riches came the fruits of rotted hearts - greed, hypocrisy, and bigotry
followed, as it was in the days of Tyrolane’se father. The King had taken heart to his
father’s evil ways. As the land glowed with the flow of gold, the people’s hearts darkened.
In time before Tyrolanee wanted more. What he wanted he could not have - his father.

Tyrolane’se animosity towards Sabra’se desert Amazons
stemmed from the rivalry of their fathers. When Sabrac
offered a union for more than just rock, Tyrolane’se
motives were anything but pure. Untrusting,
he agreed for his own agenda. But love for
Clairvoyeo was never part of the agreementjust
another step towards the solution.

Combining his psychic strength with that of his
new wife’s, he began channeling magic and energies that
he could not comprehend in an attempt to bring his father back
from the Death’s gates. Clairvoyee did not agree but was bound to comply. Together, they
sent shockwaves of uncontrolled energies throughout the land of Grathmordathe.

As a result, his twin sons tore the kingdom’s allegiance in half. One side aligned
themselves with Tyrolanec and their oldest twin towards victory through a show of power.
The other side allied with Clairvoyee and their youngest son towards a diplomatic solution.

As heated discussions finally sparked into the open flames of rebellion, Saelinee struck.
Reversing her magic spell on their waters, their crops reverted to seeds and the fertile land
became poisoned; unable to support life. In one bold move, Ryotheols was destroyed.

As for the Elves, Tyrolanee neither trusted nor tolerated their alien presence. In his
mind, they were part of the problem, not allies. ‘

Despite what fears, anger, or differences separated the two people they were now united
against the common foes they once called friends. Both
parties vowed to put their differerllges aside until they could
establish order, at any cost. T *
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‘7 DISTRIBUTE
DAMAGE

Not only can Tyrolane F1res 3 spaces >

for 3 pomts of Damage, he can also

- Fire over pieces like a_‘Turret et
: _' rules still apply-opponent’s pieces
S ~must be within Fire Range and

- ina stra1ght l1ne

. \Thls bonus 1S 1ntended to better :
- utilize the odd number in Tyrolane e
Fire Damage. This bonus allows _
- Tyrolane to distribute his Fire’ s 5
' Damage to neighbormg p1eces

The bonus does not need to travel ma

stra1ght llne

' Opponent’s pieces may try to Block
_ the partial Damage. If any of
opponent’s pieces successfully Blocks

: ~the bonus is not allowed to cont1nue

- Previous pieces that did not
successfully Block still reta1n thelr
Damage. :

Fire Power
Special Bonus

Tyrolane S F1re Power Damage can
- be d1str1buted in three ways: .

! piece receives all 3 Damage
-~y I'piece receives 2 Damage and a
second piece receives 1 Damage. D %

Players chose Wh1ch piece
receives wh1ch Damage

L33 pieces all receive 1 Damage
- Damage must travel in one direction.
- Tyrolane’s player chooses which
 Opponent’s pieces, direction, or
Damage his bonus travels.

s : “Tyrolane must roll higher than a 5 to
-~ Block opponent’s Fire.

~ This bonus is intended to protect
~ Tyrolane from his weak Fire Block.
. This bonus allows Tyrolane to
~ redirect Opponent’s Fire away from
-~ him to other pieces.

- space away from him he can redirect
- Opponent’s Fire to another piece.

~ If there are no pieces 1 space away

REDIRECT
FIRE

Fire Block
Special Bonus

1 l

As long as there is another piece 1

|
Tyrolane’s redirect includes Shielﬁs
and Queens, who cannot receive |
Damage. This also includes |
Opponent’s pieces.

Players apply this bonus only if
Tyrolane fails to successfully Block.

from Tyrolane he receives all the
Opponent’s Fire Damage if he fails
to Block.
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of the golden girdle and crown stand in

N oy % stark contrast to her soft, organic décor

because they weren’t produced in her own

The Land of

3C

kingdom. The two objects came as gifts

from her deceased husband.

“ Originally presented as wedding

gifts, the enchanted scepter in her

hand came from her husband when he

welcomed her to his lands. Modeled

after a stylized locust leg, it echoes a

popular motif of the kingdom he once

ruled but lost upon his death.
Saelineo keeps them around to

remind her of better days long gone.

HISTORY:

A healer who loves peace, Sacline’schand was long ago threatened by an ancient force.

The elemental leader, of Fire, sounded a call to arms that her compassion could not refuse.

She answered, expecting to heal others in the

\ upcoming war effort.

However, her role was a surprise: as royalty, raise an

army through betrothal. Her husband’s army was one of

Grathmordath’se strongest, so she agreed to marry him for

support against the upcoming foe. She never expected love,

which eventually happened.

Sabra’se father, whose barbaric, hunting ways made him a bitter

» ., nemesis against her husband. With every conquest, their rivalry
7 and desperation to prove themselves grew.

During the battle, her husband’s ego clouded his judgment.
Despite other’s warnings, he arrogantly attacked a dreaded foe to prove himself and was
not only annihilated but his entire army as well. She was dealt a second blow when the Fire
Elemental was also defeated, forcing his Element’s Defender mantle to her. Many of the
magic realm didn’t believe Saeline to be the right choice for their leader and she quickly
agreed with them.

The day was eventually won, but every day after she was reminded of her losses.
Choosing solitude over company, her memory burned for a life of love lost. She blamed
those from Ronadoole for her husband’s death and declared them enemies forever.

The unbalance began again with the slightest energy murmur. Magic was being cast;
subtle and manipulative. Something in the wind spoke of an ancient evil, stirring up the
long-forgotton remains of an unsettled horror. Sensing the whispered warnings, she was
unprepared for what fast approached. Instead of creating a new army, she’d been lost in the
losses of her past And she was afraid that she was too late in
creating one.

Upon the advice of a very old, and wise flying
Orca, her solution was to create her own call
to arms - summoning to her aid representatives
from all elements. The Gravity Hunter first

arrived when the effects of her warnings struck
her kingdom.
Someone was poorly using magic and with
devastating results it upset the delicate balance of her
world beneath the ocean floor. Her kingdom was being
torn apart and she was required to take action.

Discovering the poorly cast spells originating from Tyrolane’s kingdom,

Saeline first closed the borders of her healing facilities to outsiders. She then
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Fire Range
Special Bonus

Move Spaces
Special Bonus
Saeline has a 4 to Fire Range 2
- e o o (' e o o 0 o o o o i ‘
Saeline has a 1 to Move Spaces. Q and a 2 to Fire Power. ; )!) .h. % i
N v * o
With this bonus Saeline can Move 1 \s‘\\\ # With this bonus Saeline can Fire at a l‘ L CRRRE LA ll
Space onto a blue piece and teleport § blue pawn or blue Shield and have 1 °:.:
to any empty space next to any of H the Fire emerge from a different 42." ISR
her other army’s pieces. £ blue piece. A wA THARTY 4
E . .. o . r ..’.. L4 o . . ¥ ©
. 3 I . ; g e TR
Player chooses which empty space #ﬁ) This is intended to allow Saeline the Y | N ..‘ S IBO.
Saeline occupies after she teleports. opportunity to Fire at opponent’s et ', < ’ o ‘
pieces while remaining safe behind e ) 5 .
her wall of pawns. w M- - > @ e
# > Both the blue piece and the
M M opponent’s piece must be at least 2
spaces away. 1 space is for Combat.
That means the blue piece must be at

least 2 spaces away for Saeline to

Fire at it. The opponent’s piece
Saeline is Firing at must also be at

When Sacline teleports from an army
piece to another space this is part of # -
e
least 2 spaces away from the blue
piece the Fire is emerging from.

her Move.
it

Original Fire does not Damage
Saeline’s blue piece or the blue piece
the Fire is emerging from. # B )il e

o .
)

e
Saeline’s emerging Fire needs to be
92 Block Success

line of sight and can be Blocked.
@, o

The Fire that emerges from a blue
piece is has the same Fire Range # " )i
57

Saeline’s teleport bonus does not
need to be line of sight. .
ﬁ;

and Damage as Saeline’s.

Therefore, Saeline can teleport next

to an opponent’s piece to Combat

them, land on an animal to Hunt, 1&7 Il
Fire at an opponent’s piece, or use [ﬁc}@

Magic on the same turn.
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HISTORY:

Due to wars in ancient times, the numbers of the Elves were severely decreased. The
Elves long since blamed the golden knights for their predicament.
Because of Tyrolane’so father’s poor judgement, he and his
, whole army were wiped out, placing the brunt of the battle on the
 shoulders of the Elves. Decades later, the Elves are now fighting

extinction.
=8, Secrecy was essential for their population to return to its full
Zstrength, as Elves live longer than humans and therefore don’t
reproduce as quickly. When the cry of war was heard through the
land, the Elvish Elders of the Forest Grove of Lysthoriale chose to
not take part. To protect their people, they cast a spell of invisibility
on their vulnerable village.

When tree poachers began to steadily encroached on their land, Duke Dauntaine, the
Elvish Prince, was sent by his father to cease the destruction that threatened their way of
life. His mission was to stop those responsible from destroying the trees that hid them.

Although successful, their victory came with a cost. Their numbers were severely
decreased, their morale was low, and even Dauntain’se brother had been mortally wounded.

Desperate for medical aid and respite, they rushed home but were unable to locate
their hidden Forest Grove! Aimlessly, they wandered through the dangerous, dark woods,
looking for signs of their once proud home.

To their peril, they discovered they were being
hunted by the Amazon’s wild dragons that
Sabra’se father had previously kept in check.
With Sabra’se acceptance of the dangerous
beasts, their numbers flourished and sought out
Dauntain’se Elves as prey.

On their journeys they befriended Centaurs, who
were forced from their homes on the Ryotheole plains
by the knights of Tyrolanee. Their expanding farmlands
dotted the roaming landscape, leaving no room for the Centaur’s
thundering herds. Lost themselves, they willingly joined Dauntain’se cause.

Dauntaine sought medical refuge from Saelineo but was denied. Her oceans became
polluted by those poaching and burning Dauntain’se forest but Saelineo blamed the Elves.
Dauntaine believed that only magic stronger than Elves’ could keep them from finding their
home. The power of Sacline’s elemental abilities was certainly capable of such a feat.

When cast onto Saeline’s shores, Dauntain located a powerful ally: a Djinn imprisoned
in a magical shell who offered three wishes to the one who freed him.

Anxious to employ his power, Dauntain released him and placed his wishes: Keep his
brother alive until he can receive Elvish medicine, support their causeiw\ﬁghting with .
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sy QUICK

Dauntain has a +2 to Close Combat.

With this bonus Dauntain can
Combat up to 3 Opponent’s on
the same turn.

Even if Dauntain does not win at
Combat he can continue to Move
and Combat again, up to 3 pieces.

Dauntain may use his Quick Combat
to return and Combat a piece twice.

E E % B B & =™

.
P

He does have to Move in order to
Combat or Hunt more than once.

If Dauntain fails at either Hunting or
Combat he may still continue if he
still has moves remaining.

Quick Combeat is all one process.
Dauntain may not Fire while using
Quick Combat.

Close Combat
Special Bonus
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Dauntain may also use his Quick
Combat to Hunt. He may Hunt at
any time.

Dauntain can use Quick Combat

for Hunting and can Move to
Combat non-defeated animals. Once
an animal is defeated, he cannot
Move to Combat it anymore.

He must use all 3 Moves.
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”“ RICOCHET
SHOT

Dauntain Fires 5 spaces for 1
point of Damage.

This bonus is intended to allow
Dauntain to hit multiple pieces on
the same turn to make his weak Fire
Power more efficient.

With this bonus Dauntain can Fire at
a green piece and have it ricochet to
2 more pieces for 1 Damage each.
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Dauntain’s Fire does not Damage
green pieces.

Dauntain can use Richochet Shot

for Hunting and can bounce his shots
off of non-defeated animals. Once an
animal is defeated, he cannot bounce
his shot off it anymore.

Fire Power
Special Bonus

Opponent’s pieces must be at least 2
spaces away. 1 space is for Combat.

Once his Fire hits his first target
piece, both Ricochet Shots also have
a 5 space range to the next piece.

Dauntain’s Ricochet Shot needs to
be line of sight and can be Blocked.

If his bonus is Blocked then the
bonus is not allowed to continue.
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ADDITIONAL YARIATIONS

SC ATTER SETUP Pieces are spread out at the beginning of game play.
1 All players roll 1 dice to see who @ @ @
« goes first. The turns are as follows: @

In order of turns, players place their
pieces on any empty space that they
choose. Players place their army’s
2 pieces on the board to try and Capture

*or Attack Opponent’s pieces on their
turns.
Players can only place 1 piece on the
board per turn.

Players place their pieces in

this orde.r: i ﬂ % :
1. Shields

. Turret ] | Q L)
£.% g A5
g Kpights #’, Q' (‘7 # );

i -4 :

Queens X \
. Main Heroes W ~ ) w‘ﬁ t
¢ |

At the end of setup the board i} )|
looks something like this: }i‘

NS o NHU T QU OC IR

The game begins once all the pieces are on board. A Scatter Setup game
typically is not as long as a standard setup game.

MIRROR MAGIC Multiple players can play the same Main Hero.

2 players want to play Sabra. No one is playing Tyrolane's yellow army.

The first player can play Sabra with the red army and the second player can
play the yellow army with Sabra’s red army statistics.

Effectually, they would be Sabra' yellow army. Therefore, there can be
more than 1 of the same Main Hero in the same game.

PIECES’ SPECIAL BONUSES o have class

specific bonuses.

Normally, all pieces in each army are the same. In this version, each army
pieces have specific bonuses. These bonuses do not apply to Main Heroes.
Before taking damage, roll 1 Any piece can gather
i‘ fo see 1' the piece u‘s 3 1ne s m glc at any
-Pawns  2-Turrets 1-A
If ieces Attack and delgyer If pieces don’t Move first,
. A nafural 6 ' they can either Fire 1 extra
g “*:t clé space or add +1 more to Combat.
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Looking to defeat your battlefield opponents?
These helpful hints are sure to bring your army victory.

Capturing Main Heroes:
Here’s some suggestions on how to capture your opponent’s Main
Heroes with your army’s pieces.

Duke Dauntain SoVeign Saeline

STRONG Move Spaces STRONG Magic Power

Sacrifice a few impor-
tant pieces to pressure
Saeline into using her
Magic Spell. With her
primary power gone, -

Dauntain . can run but he o

can’t hide. Hit him from »

long distances with

Rooks, Bishops, and

\ Queens. Make sure your

' A \ Queen is-attacking from send in Knights to
beyond his Magic Spell’s range. Two Close Combat her or
good hits will end his elvish reign. your Queen to beat her into submission.

Sabra the Red King Tyrolane

STRONG Close Combat >TRONG Armor Defense

" Combat bonus so attack :vi‘\ 5 is strong but his Fire

D Sabra relies on her {3 \ Tyrolane’s  Armor bonus
her with Pawns, who oy

¥ Block bonus is weak.
have a +3 to Combat. If l Overwhelm:-him with

Q?whe fes1oumpHiIen (\r‘ Fire from Attack Towers

with her Move Spaces :
bonus your Pawns.can still attack her from 4\ and nghts' Plus, defend
any Hunting

behind. Shields cannot be Combated, also.
animal locations.

First Time Players ‘
Many first time players are unsure which army they should choose. Each
army is listed with a different difficulty level so that first time and expert
players can enjoy the game together.

EASY MODERATE HARD EXPERT 1

Main Heroes’ Face Off:
Suggestions showing which Main Heroes you should confront with your own.

A\
r{v‘(

He is fast but Sabra’s Move bonus can She only moves 1 space but her Move
help her catch and Combat him. She can bonus can teleport her to safety. His own
also cut through his army’s defenses to  Magic can damage her army, allowing
either flush him out or trap him behind  him to pick them off with his Fire bonus.
his own army’s lines. If she escapes, track her down.

He has a low Fire Block and Saeline  She doesn’t Move or Fire as far. His
can shoot farther. If he gets too close Armor will protect him from one of her
teleport Saeline to safety. Also, her attacks. Tyrolane’s Combat will defeat
Magic can reduce his army to smoking —her. If Sabra demolishes his Armor, go
cinders, decreasing his defenses. Hunting to restore it.

8
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Repel the Invaders

Having difficulty
repelling invading
armies? Pawns have a
+3 to Armor Defense
and Shields cannot be
Combated so

limit your opponent’s
ability to Hunt.

Place a few Pawns
and your Shield on the
Hunting spaces to
discourage their
Armor regeneration.

Command Your Battalions

know who to attack with first. In traditional chess players
typically move their least important pieces first, Pawns.

2 ; In Realm
5 ~ Warfare the
Turrets are

3 = ‘?ﬁ the least

important

. piece. Their
4 . .i Fire Range
= is close to
. opponent’s
5 . J front lines.
~ Scatter your
opponent’s

6‘ J forces and

then move in
[ )% :
7 () with your
> *4 Pawns.

8 = 3 Upgrade to Knights, then Bishops, and Rooks, saving
" your commanding Queen and Shield last.

li With so many options at your disposal it’s often difficult to
I. &

Increase Your Magic Arsonal
When a Main Hero is placed on all 4 center spaces, they regain their
perviously used Magic card. Also, if a Main Hero is defeated, their captors
gain any unused Magic. So why not take advantage of both rules?

This suggestion is not recommended for all characters or scenarios!

Defeat opponent’s Turrets
1 . and Move your Main Hero
to 3 of the board’s center

Call out your opponent’s Main
Hero to personal battle, with
your Main Hero as bait. They
will need to survive the Attack!

spaces with protection.

As they gain closer, use your original Magic to destroy their Armor
+ Defenses. Your Main Hero will need to survive additional Attacks.

Combat!

Defeat them and Move to the last space. |
* Regain their Magic Spell and your own! |f§
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ConSim Experiencelps

Committed to developing intensity,
action, quality, suspense, and fun.

Our goal is to bring family, friends, and others together for
relationship-building experiences that players of all ages
can enjoy together.

Many video games are generally for only one player and
can alienate others, including those also wanting to play.

Realm Warfare is
specifically designed to
include players of all ages.

Customize your neighborhood
or family’s perfect game today!

W

http://kerrwork.wixsite.com/realmwarfare
Artwork: Kerry Keith Murdock & Mari Anne RomneyePhotographs: Kerry Keith Murdock
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