HeroScape Quick Reference with House Rules

Game End:  According to the scenario instructions.
Rule Summary:
Basic Movement:
· You can move a figure in any direction UP to the Move number on its Army card.

· You can move through a space with an unengaged friendly figure, but not through a space with an enemy figure.
· You can never end a move on a space with any other figure.

· When moving upward count each higher level as one space (so, to climb up 3 levels, would cost 4 movement points – 3 for each of the levels, and one for the space on top).
· A figure cannot move up a number of levels equal to or higher than its Height number all at once.

· When moving down you don’t need to count the sides of the hexes.
· Some figures have double-spaces. When moving a double-space figure, decide which end to lead with, then move the figure so the other end follows the same spaces.

· Always end a double-space figure’s move on two same-level spaces.
· Figures can’t move onto hexes where the figure doesn’t physically fit.

Falling:
· If a figure moves down a number of levels >= to its height the figure rolls an attack die for wounding.

· If a figure drops down a number of levels equal to its height + 10 levels the figure rolls two attack dice for wounding.
· If a figure drops down a number of levels equal to its height + 20 levels, roll a d20. On a 19-20, the figure makes the drop with no damage; on a 1-18, the figure is destroyed.

· You take no damage for falling into a water hex. You only take a max of 1 die when falling into snow.
Terrain Movement/Effects:
· Water

· Every water hex counts as three points per space (unless you have ‘slither’)
· 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.
· Roll for water current at the beginning of the game, to determine how strong the current is, and how fast it’s flowing

· Units may be carried by the current One, Two or Four spaces, depending on their size and the speed of the current

· If you begin your movement phase on swamp or swamp water, it costs 1 point to begin movement.
· Glyphs

· When entering a glyph hex you must end your movement there.

· Roads

· Every three spaces of roads traveled counts as only two points.
· Castle

· When moving over a stone wall, count the number of levels to climb the wall (3 from the outside, 2 from the inside).

· Trees & Jungles

· Figures cannot move through hexes containing Evergreen trees.
· When a small, medium or large figure is adjacent to a jungle piece, and is defending against a non-adjacent attack, the defending figure receives one additional defense die. However, if the figure’s base is higher than the height of the jungle piece, they are not adjacent. Only one defense die is given, regardless of how many jungle pieces the figure may be adjacent to.

· Lava

· Molten lava spaces (the non-black colored lava) are treated as water spaces. When you move onto a molten lava space, roll d20. On a 1-19, the figure dies. A double-space figure only rolls once for those spaces.

· Lava fields (with black coloring), have no rules governing movement. However, at the end of a round, roll an attack die to see if figures take lava field damage (only those figures still on lava fields). One die is rolled – a skull (non-blockable) means the figure takes a wound.

· Snow & Ice

· Ice tiles (clear white), do not add height when moving up or falling down and cost 2 points per space. Landing on ice (from leaping, falling, dropping), must count the ice as 2 spaces/points (but landing after flying does not). Additionally, falling on an ice tile can result in a wound (unlike water). Large and huge creatures walking on ice must roll a d20 for each hex. On a 1-5, the creature must stop moving (for double-based creatures, use the “following” end)
· Figures on ice are -1 die to attack and -1 die to defend

· Snow tiles (white) count as 2 spaces/points. Landing on snow (from leaping, falling, dropping), must count the ice as 2 spaces/points (but landing after flying does not).
· Glacier Mountains can be stacked on regular terrain. They block line of sight and cannot be moved through.

Jumping:
· During movement, a figure may attempt to Jump across a single-hex gap at the cost of 3 movement points. 
· 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.
· 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.
· 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.
· 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.
· It is possible that a figure may fall into a gap that he can’t fit into or cannot escape from.
Fortresses:
· Wall-walk tiles create spaces that allow figures to travel faster. They use the same rules as traveling on roads.

· When moving from one Wall Walk to a higher level, count the difference in height as a movement point (1 per level).

· Battlements offer protection during battle. Figures may move over battlements. The height from inside the battlement is 2, from outside, it’s 3.

· Figures adhere to the same engagement rules. If two figures are adjacent, but separated by a battlement, both figures must be taller than the lowest part of the battlement to be engaged.

· Battlement points can be used as target points (assume the figure is leaning over the battlement to target an opponent).

· The “door” is controlled by the player controlling the fortress. The door can be opened (provided the two spaces on the inside of the door are unoccupied. The door can also be ‘attacked’ (and receive ‘wounds), in which case it is removed.

· Ladders can only be used by small and medium single-space figures.

· When moving on a ladder, each rung is one space/point. When falling, count rungs, not ladders.

· Figures may not move “through” ladders.

· Treat the ‘rungs’ like spaces for engagement purposes, when checking on ladder vs. off ladder or on two different ladders.

· When both figures are on the same ladder, they are ONLY engaged, if neither can move closer to the other.
Engagement:

· A figure is engaged if it is adjacent to an enemy figure.

· Figures are not considered adjacent if one figure’s base is at a level equal to or greater than the height of the other figure.

· Figures are not adjacent if ruins/walls are >= the height of either figure.

· If an engaged figure disengages, one attack die is rolled per enemy figure adjacent, as a “passing swipe”. No defense die is rolled.

· An engaged figure can only attack figures adjacent to it (even with a special attack).

· If a figure is engaged to multiple units, he can decide which adjacent unit to attack.
Attacking:
· A double-space figure can attack from either end. (Q9 is the exception – he can attack to his side and in front, but not behind him. For HIM, facing does matter).
· To check Line of Sight.

· Look for the green dot (Target Point) on the attacker’s Army Card.
· Look for the red area (Hit Zone) on the target’s Army Card.
· Get behind the attacker to see if its Target Point can see any part of the target’s Hit Zone. You can use a laser pointer.
· The attacker’s facing does not matter.

· If the defender is partially blocked, he will receive 1 additional defense die against targeted range attacks (non-explosive, non-space-targeted).

· If the defender’s head and torso are blocked (so, only limbs are visible), he will receive two defense die against targeted range attacks (non-explosive, non-space-targeted).
· On the tops of stone walls are red hash-marks. You can use those hash marks to determine line-of sight, instead of a target point, for figures attacking from the inside of the stone wall.

· If Line of Sight crosses off the map the distance is measured by counting the hexes along the edge of the map.

· Add one dice to any attack or defense rolls for a figure with height advantage.

· Determine height advantage by checking both the figure’s base AND overall height. If both are taller, the figure receives height advantage.

· Example: A figure (size 5) on a hex one level higher than another figure (size 9) would not get height advantage (overall height is 6 to 9).

· Example: A figure (size 9) on a hex one level higher than another figure (size 5) WOULD get height advantage (base is higher and overall height is higher) (overall height is 10 to 5).

· Example: A figure (size 9) on same hex level as another figure (size 5) would not get height advantage.

· Special attacks never get modifiers.

· On a ranged attack, for figures with range of 4+, add 1 range to the attacker for every 5 levels above the defender’s base the attacker is located.

· Skulls are “hits”; Shields are “blocks” – the number of shields must equal the number of skulls for the attack to be blocked. Any non-blocked skulls are considered wounds.

· Figures cannot target themselves or other friendly figures.

· Special “ranged” attacks CAN be used against adjacent figures, unless specifically prohibited.

· Certain special ranged attacks do not target ‘figures’ per se; but rather, they target hexes. Clear line of sight to a figure is not necessary; nor do they receive additional defense dice.

· All ‘normal’ attacks between adjacent figures are considered melee, regardless of the attacking figure’s ability for range attacks.

Knockbacks:

· 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 (including over a castle wall, for example).
· Normal falling rules apply.

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

· Huge figures cannot be knocked back.

· There is no “advance after combat.”

Glyphs (P)=Permanent; (T)=Temporary/One-Time:

· Astrid (Attack +1) (P): For each figure you control, roll one extra attack die.

· Brandar (Artifact) (P): The rule for this Glyph vary, depending on the game scenario.

· Crevcor (Common Attack +1) (P): All common figures in your Army may add one extra attack die when attacking normally.

· Dagmar (Initiative +8) (P): When you roll for initiative, add 8 to your die roll.

· Erland (Summoning) (T): When one of your figures stops here, you may "summon" any other figure (your or your opponent's) by moving it to a space adjacent to the figure on the Glyph. The summoning figure does not receive a leaving engagement roll if it was engaged. Note: If there is no empty adjacent space, you can't use the Summon power.

· Gerda (Defense +1) (P): For each figure you control, roll one extra defense die.

· Ivor (Range +4) (P): For each figure you control with a Range number of 4 or more, add 4 to the Range number.

· Jalgard (Defense +2) (P): For each of your figures roll two extra defense dice.

· Kelda (Healer) (T): Only figures with one or more Wound Markers may stop on this Glyph. When one of your figures stops here, remove all Wound Markers from its Army Card. This glyph cannot be placed symbol-side up in any scenario you may create.

· Lodin (Lucky Twenty-Sider) (P): Any time you roll the 20-sided die while standing on the Glyph of Lodin, you may add one to your die roll.

· Mitonsoul (Massive Curse) (T): For each figure on the battlefield (your and your opponents'), roll the 20-sided die. If you roll 1, the figure is destroyed. If you roll 2 through 20, the figure is safe. 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.

· Nilrend (Negation) (T): When one of your figures stops here, you may choose any opponent's unique figure. Roll the 20-sided die. If you roll a 1-4, nothing happens. If you roll a 5-20, place the Gold Negation Marker on the chosen figure's Army Card. All of that figure's special powers are negated for the rest of the game.

· Oreld (Intercept Order) (T): When one of your figures stops here, roll the 20-sided die. If you roll a 1-9, nothing happens. If your roll a 10-20, you may remove one random Order Marker.
· Proftaka (Pit Trap) (P): You figure is trapped. The trapped figure cannot move from this space. The figure can move off the Glyph of Proftaka only if a friendly figure occupies an adjacent space.

· Rannveig (Wind) (P): All figures with the Flying special power lose this power and cannot fly while standing on the Glyph of Rannveig.

· Sturla (Revive) (T): One at a time, roll the 20-sided die for each figure destroyed in this battle (yours, your teammates’ and you opponents’). If you roll 19 or 20, place the figure in any starting zone of your choice. If you roll 1 through 18, the figure remains destroyed.

· Thorian (Thorian) (P): All opponents' figures must be adjacent to your figures to attack your figures with a normal attack.

· Ulanlva (Unique Attack +1) (P): All unique figures in your Army may add one extra attack die when attacking normally.

· Valda (Move +2) (P): For each figure you control, add 2 to the Move number. (Do not use this power when moving off of the Glyph).

· Wannok (Wound) (P): At the end of every round, roll the 20-sided die. If you roll a 1, the figure on the Glyph receives one wound. If you roll a 2 or higher, you may choose an opponent who must give one wound to any figure he or she controls on the battlefield.

Round Overview


Each player secretly places his 4 Order Markers 


(The X is a decoy). You can place multiple order markers on the same Army card.


Roll d20 for initiative.


Each player has 3 turns, with 3 actions on each turn.


Action 1: Reveal your Order Marker.


Action 2: Move the figures on the Army Card.


Action 3: Attack with the figures on the Army Card.


Each Player executes his 1st turn starting with Player 1.


Each Player executes his 2nd turn starting with Player 1.


Each Player executes his 3rd turn starting with Player 1.


Advance the Round Marker.











