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A GAME OF THRONES 

Deployment: Short 10“ each side. 

Setup: 

• Place 1 objective in the center and 4 as shown 

below 18“ from deployment edge and 6“ from flank edge. 

Special Rules: 

• Before deployment randomly 

draw 1 objective card an place 

it face up next to each token.  

• A unit ending a move entirely 

overlapping an objective claims 

it. 

• A unit controls an objective as 

long as it is not engaged by an 

enemy combat unit with more remaining ranks than itself. 

The moment this happens, it stops controlling the objective. 

• Solo units count as having remaining ranks equal to their 

remaining wounds for controlling and contesting objectives. 

• Objectives not completey overlapped by a unit‘s tray are 

not controlled by any unit. 

Scoring: 

• Starting with the end of round 2, players will score 1 victory 

point per objective they control; +1 victory point for objecti-

ves held by their commander. 

• All victory points are scored simultaneously. Afterwards 

players resolve „When you score points...“ effects in player 

order. 
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TERRAIN KEYWORDS 

•  BLOCKS LINE OF SIGHT: Line of Sight may not be traced through 

this terrain piece by units not inside this Terrain piece. 

•  COVER: When tracing Line of Sight for Ranged Attacks, Line of 

Sight may not be traced through this terrain piece by units not inside 

this terrain piece. 

•  DANGEROUS: Before performing actions while within this terrain 

piece, or when moving into it, units suffer D3+1 wounds (units only 

suffer damage once during a Charge). 

•  DESTRUCTIBLE: While within 1” of this terrain piece, units may 

make a melee attack action targeting it to automatically remove it 

from play. 

•  ELEVATED: Units on this terrain piece may ignore intervening 

units and terrain when making ranged attacks. 

•  FORTIFIED: If the Attacker moved through or ended on this 

Terrain piece during a Charge, the defender gains +1 to their Defense 

Dice Rolls vs. their attack. 

•  HINDERING: If the Attacker moved through or ended on this 

Terrain piece during a Charge, they do not gain their Charge Bonus. 

•  HORRIFIC: While within short range of this Terrain piece, units 

suffer -1 to Morale Test rolls. 

•  IMPASSABLE: Units may pivot over, but never move into, 

through, or end overlapping, this Terrain piece. 

•  INSPIRING: While within Short range of this terrain piece, units 

gain +1 to Morale Test rolls. 

•  ROUGH: Units moving into, out of, or through this Terrain 

piece subtract 1” from the total distance they would move. 

TERRAIN 

•  CORPSE PILE (2-3):  

   Hindering, Horrific 

•  BOG (4):  

   Hindering, Rough 

•  HEDGE (6):  

   Cover, Destructable, 

   Rough 

•  PALISADE (5):  

   Blocks Line Of Sight, 

   Destructable,  

   Impassable 

•  STAKES (9):  

   Dangerous,  

   Destructable 

•  LOW WALL (8):  

   Destructable, Fortified, 

   Hindering 

•  FOREST (10):  

   Cover, Fortified 

•  WEIRWOOD TREE (11-12):  

    Inspiring 

  
 



A FEAST FOR CROWS 

Deployment: 10“ each side. 

Setup: 

•  Players may not select corpse piles as terrain. 

•  Place 1 objective 6“ from each flank edge on the center line. 

Place 1 corpse pile under each objective. 

•  Terrain pieces may not be placed within 1“ of these corpse piles. 

Special Rules: 

• Randomly assign 1 objective card to 

each token when it is placed. 

• If there are less than 4 corpse piles 

when an infantary unit is destroyed, its 

owner places 1 corpse pile completely 

within long range of that unit and at 

least 1“ away from other terrain and 

units. He then places 1 objective on 

the corpse pile‘s center. 

• Each objective is linked to its corpse 

pile. 

• A unit ending its movement touching an objective claims it. Place it on 

its tray to show it controls that token. 

• A unit may only control 1 objective at a time. If they touch another 

objective, their opponent places it anywhere touching its linked corpse 

pile. 

• If a unit that controls an objective no longer touches its linked corpse 

pile, their opponent places the objective anywhere touching its linked 

corpse pile. 

• If a unit controlling an objective fails a panic test or is destroyed, 1 

enemy unit touching the linked corpse pile claims the objective. If no 

enemy unit touches the corpse pile, the opponent places the objective 

anywhere touching its linked corpse pile. 

• After a Melee Attack on a unit controlling a token, if the attacker has 

more ranks, they claim the objective token. 

 

Scoring: 

• Starting with the end of round 2, players score 1 victory point per 

objective they control. +1 victory point for objectives held by 

their commander. 

Player B 

Player A 

A DANCE WITH DRAGONS 

Deployment: 10“ each side. 

Setup: 

•  Place 1 objective in  the center. 

•  Place 1 objective 6“ from each flank edge on the center line. 

•  Before deployment randomly draw 1 objective card an 

place it face up next to each token.  

Special Rules: 

• A unit ending its movement 

touching an objective claims it. 

Place it on its tray to show it 

controls that token. While 

controlling an objective that 

unit may not march and its 

speed is reduced to 2. This 

cannot be increased. 

• A unit may only control 1 objective at a time. If they touch 

another objective, their opponent places it anywhere within 

2“ of that unit. It may not touch another unit or impassable 

terrain. 

• If a unit controlling an objective fails a panic test or is de-

stroyed, 1 enemy unit engaged with it claims the objective. If 

no enemy unit is engaged with it, the opponent places that 

objective anywhere within 2“ of that unit. It may not touch 

another unit or impassable terrain. 

• After a Melee Attack on a unit controlling a token, if the 

attacker has more ranks, they claim the objective token. 

Scoring: 

• Starting with the end of round 2, players will score 1 victory 

point per objective their units control. +1 victory point 

for objectives held by their commander. 
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Deployment: 10“ each side. 

Setup: 

•  Place 1 objective in  the center. 

•  Place 1 objective 6“ from each flank edge on the center line. 

Special Rules: 

• Take 1 deck and remove Missions 10 to 12. 

• Before deployment reveal 2 Missi-

ons. These are Active Missions. Then 

reveal 2 more: these are Reserve 

Missions. 

• Starting round 3, at the start of the 

round, discard Active Missions, move 

Reserve Missions to Active and draw 2 

new Reserve Missions. 

• When a freindly NCU claims a Zone 

replace the effect with: „Discard 1 

Active Mission and replace it with 1 

Reserve. Or discard 1 Reserve Mission 

and draw a new one .“ 

• Commander may forfeit their activation to do the same. 

• A unit ending a move entirely overlapping an objective claims it. 

• A unit controls an objective as long as it is not engaged by an enemy 

combat unit with more remaining ranks than itself. When this happens, it 

stops controlling the objective. 

• Solo units count as having remaining ranks equal to their remaining 

wounds for controlling and contesting objectives. 

• Objectives not completey overlapped by a unit‘s tray are not controlled 

by any unit. 

Scoring: 

• Score as explained on revealed Missions starting round 1. 

• Each player may score each Mission. 

• Starting with the end of round 2, players will score 1 victory point per 

objective they control; +1 victory point for objectives held by their 

commander. 

DARK WINGS, DARK WORDS 

Player B 

Player A 

WINDS OF WINTER 

Deployment: 10“ each side. 

Setup: 

• Place 1 objective in the center and 4 as shown 

below 18“ from deplyoment edge and 6“ from flank edge. 

Special Rules: 

• Each Player takes Missions 11 

and 12 and then choses 4 

additional Missions, creating a 

hand of 6 cards. 

• Starting round 2 each player 

reveals 1 mission (starting with 

First Player). Discard Missions 

at the end of the round. 

• A unit ending a move enti-

rely overlapping an objective 

claims it. 

• A unit controls an objective as long as it is not engaged by 

an enemy combat unit with more remaining ranks than 

itself. When this happens, it stops controlling the objective. 

• Solo units count as having remaining ranks equal to their 

remaining wounds for controlling and contesting objecti-

ves. 

• Objectives not completey overlapped by a unit‘s tray are 

not controlled by any unit. 

Scoring: 

• Score as explained on revealed Missions. 

• Each player may score each Mission. 

• Objectives do not grant Victory Points unless a 

secret mission says otherwise. 

S (6“) 

  
 



HONED AND READY  

Deployment: 10“ each side. 

Setup: 

• Place 2 castle walls as shown below then place 1 

objective in the center and 4  objectives 6“ from flanks as shown 

below. 

• Terrain may not be placed within 1“ of castle walls 

• Impassable Terrain may not be 

placed. 

Special Rules: 

• A unit ending a move entirely 

overlapping an objective claims it. 

• A unit controls an objective as 

long as it is not engaged by an 

enemy combat unit with more 

remaining ranks than itself. The 

moment this happens, it stops 

controlling the objective. 

• Solo units count as having remaining ranks equal to their remai-

ning wounds for controlling and contesting objectives. 

• Objectives not completey overlapped by a unit‘s tray are not 

controlled by any unit. 

• Castle Walls are Impassible and cannot be targeted or affected.  

• When Victory Points are scored from the Objectives next to 

Castle Walls, the units controlling the Objectives suffer D3+2 Hits 

(these ares not Attacks).  

• When a friendly NCU claims a zone, you may replace that zone’s 

effect with: “1 unit Controlling an Objective other than the Cen-

ter Objective suffers D3+2 automatic Hits.’’  

Scoring: 

• Starting with the end of round 2, players will score 1 victory 

point per objective they control; +1 victory point for 

objectives held by their commander. 

FIRE   AND BLOOD 

Deployment: 18 inch each side. 

Setup: 

• Take Objective cards 6-10. 

• After deployment, beginning with the first player, play-

ers alternate marking 2 of their opponent‘s units with an 

objective token. 

• When a unit is marked its 

owner choses 1 Objective 

card and assigns it to the unit. 

The Unit gains the card‘s 

ability until the end of the 

game.  

Special Rules: 

• Terrain may be placed 

anywhere 6“ away from table edges and other terain 

pieces. 

• When your commander‘s unit activates, you may place 

1 victory point on an enemy combat unit within long 

range. 

Scoring: 

• When a friendly marked unit destroys an enemy with an 

attack or ability gain +1 victory point. 

• Enemy marked units grant +2 victory points when de-

stroyed. 

• Each time a unit with victory point tokens is destroyed, 

gain additional victory points for each victory point 

token on that unit. 

PLAYER B 

PLAYER A 

  
 



 

TERRAIN 

CORPSE PILE (2-3):  

•  HINDERING: If the Attacker moved through or ended on this Terrain piece during a Charge, they do not gain their Charge Bonus. 

•  HORRIFIC: While within short range of this Terrain piece, units suffer -1 to Morale Test rolls. 

 BOG (4):  

•  HINDERING: If the Attacker moved through or ended on this Terrain piece during a Charge, they do not gain their Charge Bonus. 

•  ROUGH: Units moving into, out of, or through this Terrain piece subtract 1” from the total distance they would move.  

PALISADE (5):  

•  BLOCKS LINE OF SIGHT: Line of Sight may not be traced through this terrain piece by units not inside this Terrain piece. 

•  DESTRUCTIBLE: While within 1” of this terrain piece, units may make a melee attack action targeting it to automatically remove it from play. 

•  IMPASSABLE: Units may pivot over, but never move into, through, or end overlapping, this Terrain piece. 

HEDGE (6):  

•  COVER: When tracing Line of Sight for Ranged Attacks, Line of Sight may not be traced through this terrain piece by units not inside this 

terrain piece. 

•  DESTRUCTIBLE: While within 1” of this terrain piece, units may make a melee attack action targeting it to automatically remove it from play. 

•  ROUGH: Units moving into, out of, or through this Terrain piece subtract 1” from the total distance they would move.  

LOW WALL (8):  

•  DESTRUCTIBLE: While within 1” of this terrain piece, units may make a melee attack action targeting it to automatically remove it from play. 

•  FORTIFIED: If the Attacker moved through or ended on this Terrain piece during a Charge, the defender gains +1 to their Defense Dice Rolls 

vs. their attack. 

•  HINDERING: If the Attacker moved through or ended on this Terrain piece during a Charge, they do not gain their Charge Bonus. 

STAKES (9):  

•  DANGEROUS: Before performing actions while within this terrain piece, or when moving into it, units suffer D3+1 wounds (units only suffer 

damage once during a Charge). 

•  DESTRUCTIBLE: While within 1” of this terrain piece, units may make a melee attack action targeting it to automatically remove it from play. 

FOREST (10):  

•  COVER: When tracing Line of Sight for Ranged Attacks, Line of Sight may not be traced through this terrain piece by units not inside this 

terrain piece. 

•  FORTIFIED: If the Attacker moved through or ended on this Terrain piece during a Charge, the defender gains +1 to their Defense Dice Rolls 

vs. their attack. 

WEIRWOOD TREE (11-12):  

•  INSPIRING: While within Short range of this terrain piece, units gain +1 to Morale Test rolls. 


