Heroscape House Rules

1. Line of Sight and Ranged Attacks

a. A figure whose target area is partially blocked will receive 1 additional die when defending from a ranged (non-melee, non-explosive) attack.

b. A figure whose head and torso are completely blocked will receive 2 additional dice when defending from a ranged (non-explosive, non-melee) attack. (Figures without torsos get only 1 die.)

2. Self-Targeting and Friendly Fire
a. Figures may not intentionally target themselves or friendly figures. Friendly figures are defined as figures owned by the same player or a partner’s figures in a “partner-win” scenario.

3. Falls

a. We are going to follow the 2nd Edition rules regarding falls. If you fall over 10 levels over figure height, add 2 attack dice, instead of 1(note: if falling into snow, keep it at 1 additional attack die).

b. For an extreme fall: If the drop is 20 levels more than the figure's height, you must roll the 20-sided die. If you roll 19 or 20, you survive without taking any falling damage. If you roll 1-18, the figure is destroyed (note: if falling into snow, the figure is destroyed only on a roll of 1-8).
4. Adjacent Units and Special Attacks
a. Adjacent units may attack each other using special ranged attacks unless specifically prohibited. For instance, Deadeye Dan’s special attack prohibits him from using it against an adjacent opponent; presumably, this is only mentioned because other ranged attacks can be.
b. However, engaged units using normal attacks are not using ‘ranged’ attacks. Rather, all normal attacks are considered ‘melee’ attacks when two units are adjacent.
5. Special Attacks LOS
a. When using a special attack that is not ‘targeted’ (i.e., Mimring’s breath, poison cloud, etc.) Clear line of sight is NOT necessary (i.e., there are no defensive bonuses if the target can be seen at all).
b. Obviously, if the target was behind a tree or wall or other obstacle, that WOULD block the attack; but the additional die we gave for ‘obstruction’ last year would NOT apply (as we had it last year).
6. Engagement
a. Since attacking occurs after movement is over, a figure can be engaged to multiple units at the conclusion of its movement. Any figure to which a unit is adjacent at the end of movement is one to which it is engaged and may attack.
b. If movement results in a unit being adjacent/engaged to more than one unit, the moving unit can decide which adjacent unit to attack.
c. In either case, a unit that is engaged CANNOT use a ranged attack on a unit to which it is not engaged.
7. Height Advantage
a. For any creature to have a height advantage, the creature’s base AND head must be above the adjacent foe. 

b. For example, a creature with a size of 5 positioned one level higher than a creature with a size of 9, would NOT receive a height advantage for being one level above the opponent.

c. To determine the base height, a simple comparison is performed: base level vs. base level. To determine the ‘head height,’ add the size of the creature whose base is higher to the difference in levels between their bases. Only if the total is greater than the lower unit’s size is a height advantage granted in combat.

d. The reciprocal is not true, however. A creature of size 9, on the same level as a creature of size 5, does NOT receive the advantage, as BOTH criteria (base height AND head height) must be met.
8. Roads
a. Three spaces of road count as two spaces moved. Changes in elevation are still counted as normal (i.e., movement on roads is faster than movement on other tiles).

9. Ice/Snow
a. Each space of ice or snow counts as two spaces moved.
b. Large and Huge creatures walking or entering ice terrain must roll a d20. On a roll of 1-5, the creature must end its movement there (for double-based creatures, use the “following” end)
c. Flying creatures do no have to pay an extra move point when they land on ice/snow.

d. Any figure standing on ice is -1 to attack and -1 to defend.

10. Water
a. Do not stop on water tiles. Walk as far, or wade as far as you want on water, it just counts for three spaces per tile.
b. Double-space figures can step over one hex of water for one movement point. To step *into* water costs them 1 mp for the first hex and 3 mp for each hex their ‘following end’ steps into.
c. The Vipers and Microcorps agents don’t need to use this rule because of their powers. They continue to move through water without stopping, with a cost of one space per tile.
11. Water Currents
a. At the beginning of the game, roll d20.

1. 1-8: Water is calm (normal rules apply)

2. 9-15: Current is strong

3. 16-20: Current is like rapids

b. The, roll d20 to determine the direction of the current (even, current flows left from die roller; odd, current flows right – unless the map has a “built-in” current (e.g., waterfall, etc.)

c. If you are standing in water, calm current is normal rules; strong current will move the unit 2 spaces; and rapids current will move the unit 4 spaces (exceptions: Large/Huge figures and Soulborgs are not affected by strong current (normal rules apply) and only move two spaces in rapids current).

12. Swamps
a. If you begin your movement phase with any part of your figure on a swamp tile or swamp water tile, it costs 1 additional movement point to begin your movement.

13. LOS and Facing
a. Facing of double based figures (with the exception of Q9) doesn’t matter. They can be flipped during the movement phase of their turn, without using move points, such as to fit into a tight spot.
b. Q9 may attack to its side and in front of him, but never in any hex behind him. His facing does matter.
c. No other figure can block its own LOS.

14. Jumping
a. During movement, a figure may attempt to Jump across a single-hex gap at the cost of 3 movement points. 
b. When the figure is at the edge of the gap, the player rolls the 20-sided die. If the opposite side is lower, the figure is successful on a roll of 8 or higher; if it's equal height, he's successful on a 10 or higher; if it's higher in size, the figure is successful on a 12 or higher.
c. No figure may attempt to ‘jump’ to a new hex that is more than three hexes higher than the hex the figure is jumping from.
d. Two-space figures will require a minimum of 4 movement points (3 for the jump and one more to move forward (terrain notwithstanding). However, two-space figures receive +2 to their d20 roll.
e. If successful, the figure may continue moving if any of the movement number remains. If the Jump roll fails, the figure falls to the bottom of the gap and may take wounds for Falling, and forfeits any remaining movement points.
15. Massive Curse Glyph
a. The Massive Curse glyph still removes the figure from play, but, if the figure is removed before Round 5, after Round 5 is completed, on a roll of 10 or greater, the figure comes back into play in the starting area. If the roll fails, or the figure is removed after Round 5, the figure cannot return.
16. Range
a. When targeting a unit for a NORMAL ranged attack with a non-engaged unit with at least 4 range, you may increase your range by 1 for every 5 layers the attacker is above the defender’s base.
17. Knockbacks

a. A knockback occurs whenever 4+ skulls are rolled in melee (normal attacks only). The character gets knocked back one hex, but only onto an elevation less than or equal to the elevation of the target.
b. Normal falling rules apply.

c. A figure can only knock back a target that has the same or a lower size.

d. Huge figures cannot be knocked back.

e. There is no “advance after combat.”

18. Random Glyph Placement

a. For those maps where glyphs are not mandated as to location and/or type, we will place glyphs randomly.

b. First, select a number of glyphs equal to the scenario’s direction (if there’s none given, roll a die:

1. 1-4: No glyphs

2. 5-8: One glyph

3. 9-12: Two glyphs

4. 13-15: Three glyphs

5. 16-18: Four glyphs

6. 19-20: Five glyphs

c. Then, place the glyph. Place the Directional template near the center of the board and roll d6 and d20.

d. The d6 gives you the direction; the d20 gives you the distance (as a flyer; ignore terrain and elevations).

e. If you come to the end of the battlefield, place the template on the edge space and roll again – ignore all results that take the glyph off the battlefield.

