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Raid on Sartar | — A 2 player game for DP/NG by Joe Mills

One of the Praxian tribesis preparing to plunder neighbouing DragonPass Will the dtizens of
Sartar repel the raiders before they lose too much of their harvest and wedth ?

The gameis played using the southern half of the eatern map board of DP and courters from both
DPand NG. Duck Point isin play, but no aher half hex.

Sartar Starting Battalia and Set Up

1) Argrath and the Dragon Tooth Warriors goin Boldhame

2) The Colymar, Two Ridge Farm and six mourted militi a ae placed in any fortress
3) The six foot militi a ae placed in any stockade or in Apple Lane

4) The threeduck unitsin Duck Point

5) The Wasps are on the Wasps Nest and the Sylphsin their temple

Praxian Battalia and Set Up

All unitson the eaternmost line of hexes except asindicaed below.

1) Jaldon Toothmaker on Jaldon's Rest

2) The shaman, khan, and all the dans of the chosen tribe.

3) A Medicine Bunde. One chosen spirit (not Grea Spirit!)

4) The Lost Sous. Thisisanew courter representing the spirits of the Praxianskill ed in Dragon Pass
and thus not reborn. They can be summoned by Jaldon a a Praxian shaman orceinside Dragon
Pass and therefore begin the game stadked with either Jaldon @ the tribal shaman, and must be
“carried” by either. If ever unstacked with either of these units, the Lost Sous are diminated. The
Lost Souls courter isan 8-6-0-1.

Other Set up Counters

1) Grab 32 Bank courters and number them 1-8 (4 times) on ore side -- these will be plunder
courters. Put threeof them randomly and upside down onead Old Sartar fortressand similarly one
onead Old Sartar stockade and ore on Apple Lane. (I couldn’'t resist!) There will be five courters
left over, which are removed from play.

2) Put threeSDT units on their temples and two randam dinosaursin their Old Sartar abodes.

Spedal Rules

1) Only aplayer with aunit stacked onaPlunder courter may look at that courter. He need na
reved itsvalueto hisopporent.

2) The Praxian player movesfirst, and may forcemarch onthe first turn.

3) The Praxian spirit is held in the Medicine Bunde. It may be summoned onthe Exotic Magic Phase
of any turn and remainsin play only urtil therally phase of the Praxian players nex turn. Seethe
article Shaman, Sgrits and Bundes Abroadin thisbooKet.

4) The shaman cannat be flipped to hisfetch side, andisimmune from disruption. Seethe aticle,
Shaman, SpritsandBundes Abroadin this booKet.

5) The Sartar player may ally the SDTers by having a Sartar unit endits turn stacked with those units,
and paying arandam Plunder unit at the end d the game. These units are dso adivated as Sartar
alliesif they ever comeinto the ZOC of a Praxian urit.

6) The Dinosaurs may be dlied as per normal by either side.

7) On any Sartar turn, Argrath may promise aPlunder Unit to ally a Giant. The Giant will appea on
the northern edge of the playing areabefore the Sartar movement phase two game turns later. The
Plunder Unit is randomly seleced from those held by Sartar at the end o the game.

8) Any unit entering a Dragonewt city, Deledi’s Marsh or Beast Valley is eliminated.

9) Praxian untsreturned to Prax may not re-enter the game.

10) On turn 5, the Barbarian Horde (minus Jaldon!) enters the board from the Southern Edge &
Sartar alli es and can force march.

11) Plunder courters have no effed on movement, but individuals canna carry plunder courters,
and no uiit may carry more than ore plunder unit. Disrupted urits canna carry plunder.

12) A Plunder courter can be diminated by a Praxian unt at the beginning o histurn.

13) The game length isten turns, or until all Praxian unts have exited off board.

Victory Conditions
The Praxian player gets one point for ead Plunder Fador exited off the eatern map edge. The Sartar
player gets one point for ead Plunder Factor not saaificed or carted off by the Praxians.

Shamans, Spirits and Bundles Abroad -by the Gloranthaboard list

The tribal shamans of Prax are powerful and deally within their redm of influencewhere
they know the locd spiritsintimately. But the power of such shamansis verely restricted on
foreign gound Outside of Prax and the Wastes, atribal shaman canna adivate hisfetch, and can be
eliminated by spirit magic. If stadked with a Praxian medicine bunde he may use OSM at the shaman
side’'s MgF and RF1. The foreign ouposts of Pavis, the Sun Dome Temple and Knight Fort emanate
astrongauraof “not-Prax” that limits the shaman in the same manner within their “ZOC”. This
disruption d the Praxian traditional cultural magic helps explain why these foreign enclaves survive,
and why the traditional Praxians are feaful of change.

Praxians raiding abroad cannat rely on their traditional spirit alli esin the manner they do
in Prax. The normal tribal spirits of Protedress Founder and the Ancestors canna leave Prax. The
spirits of former Praxian raiders that followed Jaldoninto Dragon Passmay be summoned at Jaldon's
Point, and these may enter Dragon Pass(but not Prax). These “Lost Souls” are represented by an 8-6-
0-1 courter (seeRaid onSartar in thisbooKet).

Other nontribal spirits may be caried abroad in medicine bundes. These spirits may be
evoked in the exotic magic phase of the Praxian players turn and remain onthe board urtil the rally
phase of the Praxian players next turn when they are removed from the game. Each bunde may only
hold ore such spirit at atime and can orly be “recharged” by a succesful summoning at a Praxian
haly place Grea Spirits, Spirits of Pavis, Spirits of the Paps, and Tribal Spirits cannat be caried
outside of Prax in this manner.

Stop that Caravan! — A 2 player scenario for NG by Joe Mills.

The Lunars are sending their annual supply caravan to Pavis, but thisyea the Llamas shamans sy
the Omens are Bad if the caavans complete their journey!

Lunar/Sable Order of Battle

Sable Shaman and Kahn [Paps].

Sable dansand herds [Saaed Ground @ within 2 hexes of Pavis or Moonkroth]
Slver Shelds, Wyven Riders, Antelope Lancers and 2 Suppy Caravans [Moonlroth]
AxeBrothers and Beryl Phalanx [Pavis]
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Llama Order of Battle and Set Up.
Llama shaman and khan. All clans and herds. Founcer.
Set up within two hexes of the Pairing Stones or the Dwarf Knall.

Order of Play
The Llama player isthe dtader, and the Sable player is the defender. The Sable player setsup first
and the Llamaplayer movesfirst.

Victory Conditions.

The Llama player winsif he can destroy bah caravan courters or occupy Pavis.

The game endsif either of these two condtionsis met. The Sable player winsif either caravan
courter getsto Pavis. If after 20 turns neither player has won, the game is a draw.

Spedal Rules.

The only independentsin the game ae the Sun Dome Templars, who can be emissaried namally.
The Templarswill only muster one unit of infantry, however.

No Sable unit may ever enter Pavis, thoughthey can occupy a Rubhe hex.

The Ancestors, Protedresses and Sable Founder may be summoned namally.

The Llama Foundkr begins the game on baard.

I1t's simmer, so Winter Fertile groundistreged as chaparral.

SeeShanans, Sprits andBundes Abroadfor rules on shamans and cities.

Slver Shelds, Wyven Riders, Antelope Lancers , Suppy Caravans, Axe Brothers and Beryl
Phalanx courters are published in Drastic: Prax. Some murter sheds are still avail able. Contad
Stephen Martin at the Book of Drastic Resolutions web site listed later.

Careless Tork Costs Lives! —py Keith Nellist

Tarsh Civil War (1448.1455
The Big, the Bad and the Terrifying A three player game.

Historical background:

Following an urfiortunae incident on the borders of Tork the Kingdam of Tarsh was left without a
King. Now, withou an heir, seveal power factions attempted to maketheir own king, based upon
different customs, local needs, and shifting pditi cal currents.

The Shéer’s Temple mustered the old Kerofini tribe to their cause. Theyinsisted upon a

gueen and amatriarchal inheritance, overseen by the priestesses. Their canddate was Eranthea
Gor, aterrifyingincarnation o the Tarshite war goddessin appaently mortal form.

Another canddate was Tarkalor the Huge, a Princeros tribesman andthe Prince of the
Aldachuri. When his brother staggered hame from Orios' defeat Tarkalor created atribal ring, was
dedared Prince then named King o Tarsh. He named eight ancestors to qudify himself, then sent
9,000warriors to prove his argument.

Jornkalor was a citizen of Talfort and gd famousin rallying the dty to throw off the
army of Huge Tarkalor.

Deployment: There aethreefadions, one for eat player:

A- The Shakers

The Kerofin Tribe, led by Erantha Gor of the Shaker Temple. She was aterrifyingincarnation o the
Tarshite war goddessand passesses man killi ng magics.

May be placed in Shaker territory: - Bagnat and upto threehexes aroundthat city, Wintertop,
Iristhold, Shaker Temple, Exile Territory, Bush Range, upto bu not including Trader Valley, (ie
hilly terrain upto Trader valley.)

Diplomacy Allocation:

initial 2 cards

2 cards per city sadked, (i.e. occupied orce) ( Cities: Slave Wall, Tafort, Dunstop, Goldedge)

Per turn:1 card if Temple occupied by Shaker forces.

Units

[ErantheaGor]* leader of Earth Temple fadtion, Hero, candidate,Exotic magic Eranthea[2]- 4*-4 -0
Normal male units get a‘negative leadership’ effed if fighting against Eranthea and stadked next to
her. ‘Normal male’ units include most major unitswith certain exceptions: the Womens Regiment,
Unicorn Women, Beasts, Ducks, any Trolls, Tusk Riders, Deledi, the Dwarf and his Gifts.

Kerofini:
Use Tarsh Exiles Infantry and Cavalry Courters. Earth Priestesses as per Shaker in DP.

B- The Aldachuri

Led byHuge Tarkalor of the Princeros tribe. May be placed in Aldachuri territory: - Far Point, Trader Valley
(no*hill” hexes) up to within 3 hexes of Slave Wall (ieupto Too Far)

Diplomacy Allocation: Initial 5 cards

Per turn:1 card per occupied city or temple, (i.e whileit is occupied)

(Shakers Temple, Talfort, Slave Wall, Bagnat, Goldedge, Dunstop.)

Units

[Huge Tarkalor] leader of Aldachuri fadion. Hero. Candidate [1]! -6 5- 0

[Tovtarsar] second d Aldachuri fadion, Tovtarsar appeas, stadked with any allied unit if Huge
Tarkalor is dain. Candidate. [1] -5 -4 -x

Princeros, Tovtaros, Vantaros, Kasdarni tribes are represented by Native Furthese Corps of DP.

C- Urban tarsh

The dties of Tarsh wereralli ed to resist the hill barbarians by Jornkalor, a citizen of Talfort.
Jornkalor may be placel in,Talfort, Furthest town, Copper Town, Goldedge, Slave Wall, Dunstop,
Borni’sLanding. Note Cities (underlined) are neutral until Jornkalor visits them, at which pant he
convertsthem to hiscause. Their Militi a ae treaed as disrutped urtil Jornkalor visits them. No ore
but aleader of the Urban fadion can rally the dties.

Diplomacy Points:

initial 10cards

per turn: 1 cad if Jornkalor alive and onthe board; 1 card if 2 citiesremain unaccupied.

Units

[Jornkalor] Leader of Urban facion[Hero], Candidate, [1] -4 -5 -0

For troops use the Granite Phalanx, Marble Phalanx, Jasper Phalanx, Y alamese, Jintori, and Lost Sky
from the Lunar Heatland Corps.

! Eranthea was anincarnation d the Tarshite War Goddessand passsed man killi ng magic.
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Talfort Militi a,(intially disrupted, must be placed onTalfort.) 2 urits

Goldedge Militi a, initially disrupted, must be placed onGoldedge. 1 unt

Dunstop Militi a, initially disrupted, must be placed onDunstop. 1 unit

Slavewall Militi a, initially disrupted, must be placed onSlavewall. 1 unt

Fili chet Militi ainitially disrupted,must be placal onFili chet (off board), or Borni’s Landing. 1 unit

MAJOR INDEPENDENTS

POL JONI - The Pol Joni in this period are fanaticaly anti Praxian. They will not look favourably
on any fadion that deds with them peacealy...

DP advantage needed to ally: 10

Deployed: any eastern baard edge hex, south of the Indigo Mourtains.

Playersmay na allocate Diplomacy cardsto Pol Joni if they have any Praxian alli es.

If any Praxians dlli ed all picture cads are removed from the Pol Joni allocation. This may result in
them ‘de-allying’, in which case they stop moving, an become inadive, until alli ed.

Pol Joni may nat stadk with Praxians, even if they are dli ed.

[Derik Poljoni] leader of Pol Joni, Hero, candidate (use Jaldon courter)

Therest of the DP barbarian hadeisused asis.

THE QUIVINI- The Quivini were the tribes that had settled aroundthe Quivini Mourtainsin Soth
Eastern DragonPass They originally came into the Passfrom Heortland, to the Souh, where they
had keen perseauted by the Pharoah

The Quivini are dl seleded from the Sartarite DP courters. Use any FreeArmy or City Militi a
courters, except the Ducks, the Telmori, and Pavis Royal Guard. These units shoud be put into a
‘Quuvini Pool’ and randam units picked out asthe arted Tribes get alli ed.

Colymar Tribe’: The Colymar were eager to fight in the wars of Tarsh, onwhoeves sde.
DP advantage needed to ally: 1

Deployed: Between The Creek, The Stream, West of Quivini Mourtains, but not in Lismelder or
Malani land. 6 uritsfor Quivini Podl + [King Intagern] leader, [1]! —5- 6 -0 aHero.
Balmyr Tribe: DP advantage needed to aly: 2

Deployed: Crosdineto Stream 5 urnits from Quivini Pool

Torkani Tribe: DP advantage needed to ally: 3

Deployed: Guardian Hill s 6 untsfrom Quivini Pool

Lismelder Tribe: DP advantage needed to ally: 7

Deployed: Duck Vale, nea Marsh. 4 urits from Quivini Pool

Malani Tribe: DP advantage needed to ally: 3

Deployed: Within 2 hexes of Two Ridge fort. 4 urits from Quivini Pool

2 [King d Satar 205 Intagarn was the eghth (King o the Colymar). He was of the Hiording clan,
He gained his greatest fame when he led the flight which stormed Bagna (c144Q.1450

Rastoron was ninth. He was of the Woodpecke tribe)

[KoS 203 When the Quivini tribes raided the Kingdam of Tarsh, the Colymar always had voluntea's
among the army. They were often dli ed with band of Praxian arimal riders at this time (1440+).
One king, Intagarn, led his weaporthanes in a flight which went over the walls of Bagnd at night.
The enemy slew most of them, but they opened the great gates to the army, and Bagnd fell. From
that the tribe got the ivory throne.

Dundealos Tribe: DP advantage needed to ally: 8

Deployed: South East corner 3 urits from Quivini Pool

Culbrea: DP advantage needed to aly: 7

Deployed: Any hex within 4 nath or east of the Quivin Mourtains.5 urits from Quivini Pool

MOONHATERS”-These dly with whoever oppases the Lunars, and will change sidesto dothis.
They consist of aMagician urit and a cupe of warrior units. AKA the Mitchuinni Confederation.:
DP advantage needed to ally: 6, but if ally gets alli ancewith Lunars then they will change sides and
ally with the next highest fadion. If both are equal then whoever first attads, or is attadked by, the
Moonfriends.

Deployed: either stadked with a unit, or they appea next to any Lunar unit; asurprise dtad.
Moonteters - as per DP Exil es unit [Moontaters agent] spirit

Mitchuinni - use 5 77 Blad Horse Troops Kynnelfing Refugees - use 3 44Blad Horse Infantry

THE GRAZERS'-The grazes are powerful at this gage. Only raiding war bands take part in the war
and if they are destroyed there ae more waiting at home. The Grazes become avail able for alli ance
again if al of the wurters onthe board are diminated. Diplomacy paints court from previous

alli ancein the same way. DP advantage needed to ally: 15

Deployed: The Grazes appea in any Grazdand hex - Black Horse County, Sikithi Vale.

Chief (1st appeaance Dastaldarin, 2nd appeaance Jardanroste,] use FHQ courter

[Dastaldarin] leader of Grazes, candidate. [Jardanroste] leader of Grazes. candidate

All units as per DP except they have no Feahered Horse Queen, but rather a Chief.

SYLILANS- DP advantage needed to ally: 10

Deployed: any nath edge hex west of Travelling Stone.

Dog Soldiers 4urits, use Thuncer Delta Slingers

Vanchites 3units, use Standfast, Hadrian’s Dragoors, and Red Dragoors.

MINOR INDEPENDENTS
Unlike DP, any unt can be used as an emissary. Thus an allied Balazaing could be used as an
emissry to more Balazaings.

Tuskers- ali ed as per normal from the Ivory Plinth.

*Enclosure 2 “T he Mitchuinn were eve foward in war against the Empire. As more and more
refugees from the Kynellfing and dher tribes and clans who could na endure the rules of the Empire
came south, their suppat increased. King Arim of Tarsh attempted to stay their handfrom war but
the Mitchuinnsons lusted for vengeance for their father and were driven by an ogh to his memory
and spirit. Always his irit aided them and adiised them against the Empire” from an article by
Martin Laurie

*KoS226Dastaldarin Avenger, whose handmaid was the Queen of Tarsh

Jardarroste Ring-jewel, Companionto Kings, betrayed and buied dive

KoS111Fortunesfor the Grazers changed for the better when the Tarsh civil war began
Dastaldarin Avenger captured the entire family of one of the antenders for the Kingship, and made
himself animportant forcein the war. Jardarroste Ring-jewel was even more important. Once he
even forced hisway to being amember of the Tarshite King's Ring. But they betrayed hm, and te
was buried dive
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[Bladktusk] Tusker Hero, candidate. (Use the Bison Khan courter in tRD or atribal khan from NG)
Balazarings’ - An emissary must goto any nathern mapbeerd edge that isn’t mourtain.
Balazaings are not generally powerful enoughto kill an emissary unit. If that isthe result onthe
table, then roll asif the Balazaings had attacked the emissary unit. Note that any urit can be used to
emissry the Balazaings. If there ae no more curters, nomore Balazaings can be dlied.
Balazaing courters: use Unriver, Wingtemple, Winedance and Riverfork.

Dragonewts’ - may supply mercenary urits. Send an emissary to their cities and use the emissary
table to recave arandom dragonewt courter. Note that neither the Priests or Inhuman King will
appea. Also nae that they will not use their roads, and will not return after they have been kill ed.
(Althoughthey can be emissaried again)

Beasts and Ducks' - Beastmen and Ducks inhabit Old Salor, Falling Ruin, Beast Valley, Sun Courty
and the part of Sartar West of Old Sartar, and South of the Upland Marsh. May suppy mercenary
units. Send an emissary to Old Salor, Falling Ruin, Wild Temple, Duck Point, Sun Dome Temple,
Stone Cross and recave arandom Beast or Duck unit. (Althoughlronhod will not appea)

Dinosaurs, Deledi, Spirit of Movement, The Dwarf, and Hydra As per DP

Praxians ®- May be emissaried by any ali ed urit that is within 2 fexes of ‘ Chaparral’ or Jaldor's
Point. A randam Praxian Unit is sleded from the ‘ Praxian Pool’.

If Jaldonis gained then also pick five more murters! The ‘ Praxians Podl’ includes any urit from
Nomad Gods except: Border Knights, Tribal Spirits, Sun Dome Templars, Red Schod of Masks,
Grea Spirits, Watchdog d Corflu , Father of Independents, Spirits of the Paps, Spirits of Pavis,
Medicine Bundes, Grisley Portions, Grea Magics, Tada s Warriors, Eternal Battle

If creaures of chaos, or parts of the devil are seleded then they shoud be placal in Snake Pipe
Hollow, onthe Giant’s Table, and moved at random.

Lunar Empire’ - The Empire can orly be dlied byaleader who hes previously alli ed the Sylil ans.
They are dlied by Emissaries, sent off the northern mapbaard edge for two full turns (placethe
courter ontheturn tradk onthe turn they shoud regopea).

[Blond Arim] leader, Candidate. [1]!- 6- 6-0

Women's Regiment - use Hell Sisters

Lunar Magicians' - use dl Minor classmagicians.

® (Griffin Mourtain: p7 - Balazar savages might be sougt as skirmishers by any of the combatarts,
whether Lunar, Tarsh or Nomad.)

° The Dragorewts were a mysterious race but theywould occasionaly fight for or against one side
or ancher in return for gifts, because theyhad keen asked, or for no appaent reason.

’ The Beastmen had teen pawerful in Dragon Pass during the Inhuman Occupaion andstill had
powerful forces.

*The nomad beast riders of Prax, to the East of Dragon Pass were enthusiastic raiders during this
period as the Passwas really their only source of metal goods, the oceans being Closed, and Pavis
occupied by Trolls.

° Note that this is a low point for the Empire; the Emperor has been killed andis in hiding, Sheng
Selerisis ransacking the Moon andsearching for the Emperor

Assassn - use Lunar Assassn.
Imperial Troops - use 4 urits picked randomly from Imperial Bodyguerd. (Except the Hell Sisters)

GAME LENGTH: 8 yeas! The avil war lasted 8 yeas. Thiswas not eight yeas of battles but
rather eight yeas of skirmish, threas, courter threds, diplomacy and tension. In the interests of
simplicity this game does not try to simulate the entire eght yea conflict andisnat, in that sense, an
acarate historicd simulation.

SEQUENCE OF PLAY - as per full game. In the Diplomacy segment, players are dedt their allocation o
cards. Cards are dlocaed to dfferent Major Independants, facedown, in order of the Player Turns. (i.e. first
player playsfirst, then second gayer, then third) Note that the cads are dedt in order of who shoud receve
the least all ocation, this matters because there may be ashortage of cards. In eath player’s alli ance phase,
the player dedares any alli ances that he wants to make, by reveding his cards for that independant.

SPECIAL RULES

Blond Arim:

ALuna General whoinitially came to commandthe Lunar armies but got involved in the paliti cs of
theregion andended upwith afaction o hisown.

Heisapotential candidate for King bu, initialy, hasnofadion. If aplayer isever ‘candidateless
and BlondArim is on the board, then he takes over that fadion, and takes his Lunar Army with him!
[Thismay be a incentive to get your original candidate kill ed!] Lunar units sadked with other units
immediately attad them. If the Lunar units survive then they also immediately move to an adjacent
hex. Blond Arim, although ndaHero, gets a Heroic Escape, if he diesduringa‘turncoat’ encourter

Map changes:

No Glowline, Temple of Readhing Moon, Muse Roost, townsin Grazéands, cities or roads in
“Sartar”, or “Far Point”. All other roads are Minor. Furthest just atown. Ruin of * Old Salor’ where
Alda Chur will be, inhabited by Beastmen. Y oufish hill fort ruin where Ironspike is/will be

Map shoud redly read Fili chet if possble.

Diplomacy Points:

Fadions gain diplomacy cads at the start of the game and some ead turn. These aeredeved in the

form of cards dedt from a standard dedk, with avalue of the number of onthe cad, or 10for picture

cards. The player does not hold them in his hand bu must all ocate them to a Major Independant

during hisalliancephase. They are played facedown in front of the player in piles representing the

eleven dff erent fadions, they are turned faceupif an allianceistried.

To get an dli ancethe player must annource which major independant he istryngto ally, and then turns his
cards all ocated to that independant faceup. The other players then state whether the dli anceis successul or
not. If ‘not’ then they must turn enough d their cards faceupto proveit. If the dlianceis siccessul then
the other players cards all ocated to that independant are put in adiscard pil e, to be reshuffled when the dedk
is exhausted.

Major Independants, advantage required:
Grazes 15 Sylilans 10 Poljoni 10

** The Glowline has nat yet been established, so Lunar Magicians are always cydical.
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Moonteters 6 Colymar 1 Culbrea 7

Malani 3 Lismelder 7 Torkani 3
Dundedos 8 Balmyr 2

RANDOM EVENTS:

11 Initi ative shifts. 1st beaomes £ond second beaomes third, last becomes first.

12 Extra Diplomacy card all ocated to ead player, faceup, must be dlocated immediately.
13 Sylilans ally with whoever has off ered the most diplomacy paints.

14to 16 Rainfallsfor therest of the gameturn

21t0 26 A Giant appeas.

31 Warlords of Pent threaen trouble, all Sylilan diplomacy paints zeroed (discard cards) If
arealy alied, then a unit must move northward urtil it leaves the board. Each turn that there is a
northward moving urit on the board at the book keeping segment means ancther unit must also be
chasen to move off board, as the threa has not been diverted.

32 Plague

33 Troll troube - Aldachuri must move 1 urit toward Dagori Inkarth urtil it |eaves the
board. This escdates as per event no.31.

34 Undea uprising, Lismelder and Ducks return hame, diplomacy cads allocated to them
are discarded

35 Twin Stars appea and aly with whoever has allied the Lunars, or with Blond Arim, or
with the enemies of the Moon Haters, or with any fadion allied with the Grazes.(in thast order of
preference)

36 Credures of Chaos, or Parts of the Devil, appea in Snake Pipe Hollow

41-46 Temple Politics - Leader of Shaker fadion must move toward Shaker Temple this turn, or
to attadk ancther unit.

51-56 Citiesin turmoil - Leader of Urban fadion must move to a dty thisturn

61-66 Prince acased of cowardice - Leader of Aldachuri fadtion must move to attad another
unit.

(The purpose of events ‘4,5 and 6isto keep the Leaders adively involved rather than having them
hiding ou in some obscure location)

VICTORY CONDITIONS

Thewinner iswhichever player has the most Victory Points. These ae assgned asfollows:

Leader of Fadion is legitimate King d Tarsh: 3pts (Eranthea Gor, Blond Arim, Huge Tarkalor ,
Tovtarsar, Jornkalor)

Leader of Fadionisill egitimate King o Tarsh: 2pts (Derik Pol Joni, Dastaldarin, Jardanroste, Bladk
Tusk, Jaldon Toothmaker)

The game becomes adraw if there ae no candidates remaining.

So if Eranthea Gor is dive and Huge Tarkalor, Tovtarsar, Jornkalor, Derik Pol Joni, Dastaldarin,
Jardanroste, Bladk Tusk, Blond Arim are not (or have not appeaed, or are dli ed with Erantheg) then
the fadion that controls ErantheaGor is the outright winner.

If ErantheaGor is alive and so is Blond Arim, then the game is unfinished, or is a draw, as there ae
two candidates.

Historical Outcome:

In 1455Erantha Gor was defeated andkill ed by Blond Arim, the general of the lowland
armies. Erantha Gor was surprised by a regiment of women, who were imrrune to her best magic ,
which was for man killi ng. The army marched onthe Shéer Temple, which closed itself up. Under
the diversion d an atack, some Lunar sorcerers seaked into the Temple and murdered the

daughters of Eranthea Gor and many others. Then Blond Arim made peace with the priestesses, who
were sorry theyhadentered pditi cs, and kegan afaction d his own.

In 1449there was a Chaosinvasion ou of Sn&e Pipe Holl ow, which was thwarted by the
Black Thuncerbird, the Wrath of Orlanth.

In 1458 an amy from Sylila plundered Talfort and dher important cities. Jornkalor was
captured andsent to the Empirein chains. Blond Arimwas dain by treachery. Tovtarsar Gaptooth, a
Tovtaros tribesman andthe Prince of the Aldachuri, seize the oppatunity and dtacked, but took
heavy losses. Same of the dties rose in rebellion andkilled their Sylilan accupiers, while Fili chet
dedared itself a dependart of the Lunar Empire.

New Counters For the Tarsh Civil War:

BlondArim [1]'-6 6-0 ErantheaGor [2] -4*-4-0
Huge Tarkalor [1]! -6-5-0 Tovtarsar [1] -5 —4x
Jornkalor [1] -4 5-0 King Intagern [1]!- 5-6 -0 (aHero).

Counter Chaas! — New Unitsfor Dragon Passand Nomad Gods

. Vampire Legion (Lunar College of Magic). The feared undead legion. The vampires ad as if
they were the agents of their coffins, they attad similar to aphysica agent but during the
exotic magic phase (the night before battle). They attadk using their CF but may seled caualties
by the enemies CF or MgF (vampires choice). Structures give their usual defensive bonusto
units attacked by vampires, but no aher terrain typeis effedive. They may nat attadk acossa
river, but may move aoundariver by usingaford hex or marsh hex. The vampires are not
subjed to DSM. Dragons, superheros, the Sword Brothers, Deledi, zombiesand ducks may
not be seleded as casudlties of vampire atads. The Sword Brothers and Deledi proted their
stadks from the vampires and ¢et afree ounterattad using their combined CF and MgF
against the vampires CF. Deledi may “capture” the vampires asif he were amagicd leader. If
this occurs the offin courter isremoved from the board, the vampires sibsequently using
Deledi’sruin in placeof their coffins and the vampires will then be diminated by any enemy
units occupying Deledi’ s Ruins. In al other cases eliminating the offin eliminates the
vampires and viceversa. The offin urnit ads as a Treasure that can orly be caried by amajor
unit. Vampires 6-3*-*-8. Coffin T-3*-0-8. by Joerg Baumgartner

. The Iron Boot Legion (Lunar Heatland Corp). The Legion d the Iron Boot raized the
rebelli ous city of Rone using their regimental earthquake magicsto destroy the aty'swalls. The
Iron Boots are still based at the ruins of Rone in Kostadd. Iron Boot Legion 53*-3-x. Spedal:
once per game the Iron Boot Legion may reduce astructure they are dtadkingto ruble. The
defensive bonus of that structureisreduced by orelevel ietreé cities (x2CF) asruins (x1.5)
and hil fortslose bonus etc. This occurs during the exotic magic phase. by Joerg Baumgartner
and Peter Metcaf

. Elurae(Demi-Beasts). The seaetiveand elusive Fox Women of Beast Valley. Spedal ability:
add +2 to the MF of al unitsin their stad for purposes of retred rules.1-4*-3- 4. by Joerg
Baumgartner and Stephen Martin

. Cattle Herds (Pol Joni). For Nomad Gods games feauring the Pol Joni 2h- 3-4-x. — everyone
thougtt of thisone!
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. “Princeof Sartar” (Sartar Historica Scenarios) useful for all periods except Euglyptus’ and
Fazair'sreigns (1!) -4-5-x. by Joerg Baumgartner

. Y o-Mil s the Outcast (FriendlessSpirit) : Afoolish andmistaken missonary from DragonPass
who sought to convert the Praxians from the One True Path of Waha! Yo-Milsisdoamed to
eternal re-incarnation andretorture at the hands of the insulted and dfended Praxians. If
drawn from the spirit pod, Yo-Milsadsasauniversal Bad Omen urtil the bookkeeping phese
of the turn in which his courter is eliminated. (1)-1-1-x. by Daniel Fahey

. Ballunes (Lunar College of Magic / Independent) Monstrous creatures that float throughthe
air with their tentacles hangng below their gasfilled bodes (likean upside down squid).
Fadorsare 4-4*-O 6 -x . The® in their MF makes their movement subjed to the phase of the
moonif they are outside the glowline or glowspot. Not being very smart they are controlled by
aLunar Magician, which is designated at the start of the game. The Magician can still make use
of al it's other abiliti eswhile ating as Ballune mntroller. Aslongasthe Ballunes are within
the Magicians MgF they are cntrolled. If for any reason they are outside their controllers MgF
during the Random Movement Phase they commenceto move randamly. If the Ballunes are
destroyed by magic or misslefire their fiery remainsrain dovn onthe other unitsin their hex.
Resolve & an 8 CF attack onthe unitsthey are stadked with. If destroyed in meleeresolve an
additional 8 CF attadk against their attadkers. by Don Finlayson (inspired by “KreeMourtain™)

. Chaos Maggats (Independent Chaos)From Sné&epipe Hollow . Each rounda unit occupies
Glasswall, including the first, thereisalin 3(roll 1 or 2 onad6) that chaos oozewill emerge
from Snakepipe Hollow. Thereisone chaos unit that can isaue forth - Huge Chaotic Magga 5-
-1-3-0 courterback 2-0-1-X. It appeasin hex 3110and always moves towards the neaest
stadk, determined ead turn just before it moves again in the random movement phase. It
cannat be dlied namally. It can betemporarily controlled by a superhero. When ridden by
the superhero (ie. Stacked with it) the worm safely becomes part of the stad. When kill ed the
first time, by any means, the magga come badk in the same round duing therally phase & two
other units - Baby Chaotic Maggas 2-3-2-0. If the baby maggas are disrupted or kill ed, they
areremoved from play. Theisonly one gopeaanceof the Huge magga eat game. Any unit
which kill sthe huge magga, or either or both of the baby maggds, is penali sed from their
brush with chaos and suff er anon-cummulative penalty of -1 onall dicerolls- whether being
attacked or attadking - from that moment on. Only another superhero is unaffeded by killing
the maggai(s). by Robert McArthur

Tribal K hans by Don Finlayson
A thougtt I've had is that ead tribes Khan shoud have some unique fador or ability in line with the
nature of their tribe. So here we go:

. Impala Khan, (1!*)-4-7-x. The Impala Khan's Leadership bonwsisamissle bonus. The first
threeunits gadked under the Impala Khan gain an additional missle fador.

. Morocanth Khan, (1!)-4-7-0. The Morocanth Khan can use defensive spirit magic.

. Bison Khan, (2!)-4-6-x. The Bison Khan has an increased combat fador and a deaeased
movement fador.

. High Llama Khan, (1!)-4-8-x. The LIama Khan has an increased movement fador.

. Sable Khan, (1!*)-4-7-x. The Sable Khan's Leadership bonus can be used either as normal or as
amissle bonus like the Impala Khan's. Either way the Sable Khan can oy use his Leadership
bonus onceper player turn.

KoD Pieces - by Keith Nelli st

Thanks to David Dunham for permissonto use thislist. Hereis my attempt at a
conversion d treasures from A Shap's computer game King d DragonPassinto DragonPass
courters. Note that these ae unlikely to dugi cate the items from KoDP but they have the same
names and are suppased to at least have the same general effed.

At set up dace ablank courter in any unaccupied ruins. Whenever aruinis occupied the
player concerned may choase try to find atreasure. The player designates an explorer unit androlls
onthefollowingtable. 1- Exploring urit lost; 2-3 nahing found 4-6 Randam treasure foundfrom
the list below. Regardlessof the result, following the exploration the blank courter isremoved, eat
ruin can orly be explored orce per game. Reroll any dugicate treasures.

1-1 Amulet of Consolation: Avoid degh byemissary, can be used orce

1-2 Bag d Winds: absorbs the first 3CF loss does no camage itself. Placal anywhere in a stack.
1-3 Bagpipes of Ronskei: demorali ses (disrupts) trollkinin ZOC.

1-4 Beard of Lhankhor Mhy: may be used instead of one dieroll affeding the stadk that it isin.
Dedared before theroll is made. Result isalways a4.

1-5 Bell of Uralda: when used, plusoneto oredieroll. (Only useablein Earth Season)

1-6 Bit of Kargzant: adsasaleader !

2-1Bit that Bound Vivamort: absorbsone chaos magic atadk

2-2 Black Spear: (1)CF

2-3 Bullroarer: disruptsall cavalry (horse) unitsin ZOC, useéble once, in exotic magic phase.

2-4 Burning Standard: +1 Movement to stadk, useéble once.

2-5 Elmal’s Amber: ads as missle lealer!

2-6 Eurmal’s Shield: enables a defender to have the same dieroll for defence & the atadker had for
attadk. Thusif the adive player rolled 5then the inadive player could dedare that heisusing
Eurmal’s shield and also get a5, instead of rolling adie. Useeble once.

3-1EyeMirr or: aways placed adjacent to the carying urit (an exceptionto namal treasure
caryingrules). It then extends the ZOC of the carying urit.

3-2 Flesh Man: used when there ae replacement rules - ads as a permanently eliminated urit in
order to bring badk a unit. Replacement appeas where Flesh man was.

3-3 Raven Banner: when used it gives a6 result in amelee but one unit or individual must die first.
Played in the exotic magic phase.

3-4 Humakt' s Shield: increases a stockade to afortress

3-5 Humakt’' s Sword: attadker and defender both make simultaneousrollsin melee &if they were
both attading, both at +1 to theroll, and apply results - may result in bah sides dying.

3-6 Klanth of Orlanth: adsasaleader! for one dtad (not defence)

4-1 Lead Eyes: aunit that iskill ed that is aded with this courter gets transferred to a magicians
spirit holding boxand can be used asif they were spirit agents (ie use their MgF, but the magicians
RF) for one dtadk (or defence).

4-2 Magnet of Mostal: al dierollsthat affed the unit carying this courter that result ina “1” or “6”
arererolled. (if the secondroll resultsina “1” or “6” thisisthen taken).
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4-3 Water from the River Styx: In any conflict eliminates one vampire, coffin or zombie unit
before any other adion accurs. Removed orce used.

4-4 Poem that must be Eaten: 10pt Diplomacy bonts.

4-5 Ring Made from Vingkot's Crown: douli€e’'s aleaders leadership ability, useeble once.

4-6 Sacred Mark of Vingkot: adds oneto individual CF. Not transferable.

5-1 Shimmering Cloak: gives aunit aroll onthe heroic escgpe table. Heroes may roll twice.

5-2 Silver Lips of Reluctance addsoneto roll for emissaries.

5-3 Staff of Fortune: for dierollsthat affed the stadk containing thisitem all 3'sand 4sneed to be
rerolled. If stadked with Mostal’s Magnet then all but 2’sand Ssarererolled.

5-4 Thanestriker: when used trea one unit asif they are Basmoli berserks.

5-5 Tar shite Woad: adsaslealer ! when attading afortificaion

5-6 Tornado Rope: unleashes a Whirlvish when used.

6-1 Vargast' s Ring: replacanent units may appea stadked with thisitem aswell asonthe caital.
6-2 Vell of Chalana Arr oy: eliminates any scapegoat courtersit encourters.

6-3 Vinga's Comb: (1) CFtreasure

6-4 Whirlwind Jar: as Tornado rope.

6-5 Widebrew: when used doubles the CF of one dtading urit, andimmediately disrupts
thembefore the defending counter attack.

6-6 Wolfsbane Bush: Wolfrunrers may nat voluntarily enter the ZOC of this Bush, which may not
be moved orceit is discovered.

Changesto Dragon Pass units- by Stephen Martin

When the Nomad Gods boardgame was updated to the DragonPassrules st, there were
several additional rules developed to refled the magic foundin Prax. One of those rules was to
designate cetain units (the shamans) as magicd |leaders. The DragonPassrules %t recognizes
heroes as combat leaders; they areindicaied by an exclamation pant (“!") in their CF, and they add
1 to the CF of most units gadked with them. Similarly, magicd leaders have an exclamation pant in
their MgF, and add 1to the MgF of most units dadked with them.

However, this magicd proficiency isnot unique to Prax, and | fed that many of the magician
units of the Dragon Pass boardgame shoud be magicd leaders aswell. These units are: Earth Twins,
Eaglebrown Warlocks, (2) Lunar Major Classes, Red Emperor, Cragspider, Earthshaker Cult, and the
Inhuman King. Note that the ounters for these magicians' spirits are not affeded by this change —
only the magicians themselves are magicd |leaders. Courters incorporating these changes are printed
intRD.

Nomad Gods also contained full rulesfor Treasures. These rules had always been intended to
apply to DragonPass but were not included in the rules becaise no treasures were included in the
game. | fed that the Cloak of Darkness $ioud be anormal Treasure, rather then beingtregted asa
spedal item. Thus, its unit fadors shoud be changed, it can be catured, and if cgptured can be used
(onceper game only) by the cntrolling payer. This shoud help to keep Ethilrist from being such an
overwhelming influencein some games. Ethilrist’s Cloak: T-*- 0-(10).

T.V. Heroes— by Keith Nelli st

. Lone Ranger: (1!)-4* -7-x. A Hero . Exotic power — urrecognisable, escapes as Superhero.
. Tonto: (1)-4-7-(7). Exotic power — listen to the groundand tell exadly what isin any ore
enemy stadk within 7 kex. “many 4-3-4-x Bison reaby Kimosabe”.

. Zorro: (1)-5-8*-0. A Hero. Exotic power —the Mark of Zorro! — effed unknawn.

. Champion the Wonder Horse: (2)-6-12-0. “Like the swiftest arrow whizzing from abow...”

. Jeannie: ()- * -3-* The player owning this piece ca useit once per game to cause any effed
he can think of, but his opporent may then choose to cause any effed he can think of which
would courter the first effed. Jeannie can do pretty much anything, but somehow it always
goeswrong by Daniel Fahey

Cyberboard Gameboxesfor DP and NG —by Mark Ramsdale

Cyberboard isa Play By E-Mail (PBEM) program that imitates a game board and the pieces, dice,
and cards that make up agame. Different games that are made for Cyberboard are cdled
gameboxes.

Currently there ae two versions of DragonPassand ore version d Nomad Gods in development by
Cyberboard users. They shoud be available & the “Play By E-Mail Emporium” web site.

Oneversion d the Dragon PassGamebox is being made with the at from the Chaosium Dragon
Pass and the other Dragon Passand the Nomad Gods gameboxes are being made from the Oriflam
art work.

Cyberboard allows players acossthe web to participatein play by e-mail with the aldition o
graphics and seaure dicerolls. The gameboxes can also be used by amoderator to send dayers only
what they can see The Cyberboard system is shareware and is avail able on the “Cyberboard” web
site. The gameiscurrently being developed to the next generationrevision d the program, with
many enhancements.

The PBEM (play by e-mail) emporium has agreed to pu up the threegameboxes for cyberboard
when they are completed. Look for these gameboxes this simmer and also for more developments
towardsthefall. Future gameboxes are being gdanned to include new courters, favorite ournters
posted onlssaries, and cther maps.

No Mad Dogs! the Nomad Gods email club —by Daniel Fahey

There was atensionin the dry and dusty air. Small camps were gathering into larger ones, and the
chiefswho spoke of battle were listened to by ever-increasing numbers of their folk. Herd animals
were being kept nearer to camps, wegoons were kept closer to hand, and boys were thinking about
taking their first scaps. No ore knew when it would start, but all were sure that war would bregk out
soonin the Plains of Prax...

A couple of yeasago | wrote to afew people ebou starting upa game of Nomad Gods over email.
There was areauitment of players and choasing d tribes. After some settling in and adaptation o
rules, some half-dozen players ent their orders for the first turn, with me ading asreferee | then
moved the pieces acording these orders and rolled dicefor battles and summonings that occurred,
and sent the results to the players. A yea-and-a-half later we ended the game, having seen dd
players go and rew onesjoin, and having leaned something o co-ordinating such aprojed. Thisisa
synopsis of how the game went, with afew amusing cetail s added to kegp youawake.
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...There has been fighting in Prax! At Biggle Stone several Morokanth clans drove off many Impala
Riders, scatering them to the winds. Impala and Morokanth war-bands have entered the Rubde and
fought viscously. Altho the ruined wall s obstructed the Impala arows, the Charioteas of the Impalas
drove into the Morokanth and forced them out of the walls. A huge force of Bison Riders came up
from the Sun Dome with many spea-slaves from there and attadked a Herd of Impalas which were
grazing rea the river under the Rubble. The Impala Protedressappeaed, but was driven off andthe
Herd captured. Hordes of Impala Riders attadked some Sable Riders just west of Pairing Stones and
buried them under a sky full of arrows. At Pimper’s Block many Morokanth, Sable, and Bison Riders
met in agrea fight. The ruthlessKahn o the Sable Riders gave awhole Herd to the Men-and-a-Half
for their assstance, which was well-returned by the Tall Oneswho ded to aman bu drove off the
forces of the Morokanth and Bison which had surrounded the Sable warriors. Many braves onall
sidesdied...

...In Pavis the Bison made an assault onthe dty, and failed against one Impala dan. The remaining
Impalasin the Rublble retreaed whil e leaving the Ostrich Ridersto be wiped ou. | say the
Independents join the other side when seleded as casualti es and they are the only ones left, so the
Ostrich join the atading Bison. In the next turn, during the Altar roll s the LIama summon Ostrich
Mother, so the Ostrich clan triesto join Llama. They are surrounced and can't retred, so are
eliminated...the Bison shaman has simmoned Oakfed at the Monkey Ruins...

...The Eternal Battle has caught a stack of Moros between Corflu and Agape. The result was not a
pretty sight... Theremaining Impala dan in Pavis hastried to aly a “spirit” of Pavis, but has been
rudely (andfatally) refused. They adually held ou against the dreaded Bison and prevented the big
guys from entering the dty, only to bekill ed by something there, leaving the cmntested city empty...

... Hordes of Bison and Moro are rampaging thru Pavis, destroying everything. There ae now two
slave cofflesthere, one for ead tribe. There ae @ght Bison and Moro in Pavis, and Sundamers and
more Bisonin the Rubbe... Impalahave saaificed for Wild Hunter at Moontroth... Pavisisin
ruins...The Impala and Llama aefighting at Moonkroth. The Impala ae swarming all over the
place but the Llama ae still holding ou...

...The Bison at Cam’s Well have been attadked bybroos! | guessthey were following the chaos
herd. The broo have destroyed the Whirlvish, kill ed or driven off the Bison clans, and, hey! What are
they daingwith the Medicine Bunde?Aarrgh! That's disgusting!

...A bunch of Llamamoved upto attadk Impala’s Wild Hunter nea Moonlroth. They kill ed Wild
Hunter while losing Ostrich Mother...Impaasaaificed a Medicine Bunde & Moonlroth to get Wild
Hunter badk again...A Bison clan went to the Eternal Battle. Um, can yousay “Avatar of
Chaos'?...Raven has dolen a Medicine Bunde from the Sablesin the Saaed Ground..Little moon
and the mighty Y ellow Star Clan enjoying vacdion at Pairing Stone, dedded to stay onfor ancther
week, weaher lovely, wish youwere here...

... There was a battle between the Sable and hison between Biggle, Old, and Agape. The Shamans
fough, Oakfed buned hisfoes but was himself defeaed by magic. Several Bison clans ran from the
Cannibal Cult. Both sides were so awed by these eventsthat they couldn't bring themselves to fight
well. The Sable Founcer tried to get to the battle, but only gat as far as where the Newtlings were
trying to intercept the Sables coming davn from Old to join the fight. The poar littl e anphibians died
bravely...

...Camdemonwas nea the hill, but ran off when he saw Men-and-a-Half roundng the Block
coming toward him... Cacodemon hes attad<ed some Bison and Baboors nea Ex. The mighty
Monkey Kingwrestled the evil thing dowvn and trokeit’sbad...

...The fight between the Sable and Bison between Biggle, Old, and Agape has turned into flight by
the Sable and pusuit by the Bison and Morokanth. Oakfed has caught Evening Star and forced her to
join Bison... The Agimori are on the Block. (New Men-and-a-Half On Top d The Block.)...

...Some group d horseriders has attadked and murdered two Impala dans nea Hender’s Ruins.
Ostrich Mother helped the dirty onesto catch the Impalas. Neaby some more horse riders caught a
Wildfire and tamed it...Impala keeps asking who the horses are. | keep answering with questions
abou whether they are staying and if he thinks there might be more, and if they might be Pentans,
heehee..

Sable Founder & Morning Star flee Evening Star cdlsout to her sister, saying: “Look hav Sable
Founder has abandored you A noblewarrior would nd let awoman guard hisrout! Heisnot
worthy of your servicel Abandon hm and join me, your sister!”

Morning Star answers: “Sister, why did youabandonme? Did we not have an agreement with the
Sable? He to whom you fled is no more. Return and honou your agreement, and join with mein
glory. Evening Star, the Sable Founder has but gore to retrieve that wonder and terror, Tada's Mask!
He will j oin me now. Come, join me and together we can make the heavens shine again! The wildfire
has been banished, join mel!!”

...FoundChild changed Frog Woman's legp so that she landed right where Moro and Bison forces
were gathering ontheir way to hit the last of the Sable retreaing toward Corflu. Frog Woman was
kill ed by spirits and two Herds were catured...Oh strange omens! Pole Star has returned to aid
Sable a Corflu. What could it mean that the glorious Star Captain appeas at the placeof water?...

...Oakfed has again manifested at Monkey Ruins, thistime by the saaifice of Tadal’s Mask by the
Sable Shaman...

...Impalaforces have destroyed the Devil’s Hand under the west corner of the Block. The remains of
the thing have become gorp... The chaos Stomach has writhed it'sway to 2s Biggle... Dragorsnail s
have slithered ou of the marsh...Pol Joni at Tourney have foundTada!l's Cape... There ae some
Rhino Riders 1se of Tourney. They are making the signs of peacéul gredings. How do you
answer??

At thistime two of the players had to quit and we didn't find anyone to take over quickly and some
of usthought it would be adifferent game if we just got new playersto jump in at this point. So we
ended here.

Several of us began anew game awhile badk. Anyoreinterested isinvited to write me, and | have
always been able to find spacefor everyone who's wanted to join duing the game. Daniel at:
goihlk@zedat.fu-berlin.de

Curtis Taylor (Morocanth Khan) getshisprioritiesright:
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Hello. Thisis Curt’swife, Renée writing to you Curtisisredly sick and asked me to email youand
ask if youwouldn't mind taking histurn for him. The only spedficaions he gave was to ally with the
bison and crush Corflu. | hope that makes ®nse to you For all | know, Curtis could be delirious
andisrambling onabou this guff. Anyway, I [l assume that Curtisisn’t quite that sick, and youcan
dedpher this message. Thanks!

The Independents of Dragon Pass- by Robert McArthur

All thefollowingisIMHO. We dmost always play the 14 turn or longer game. I’ ve never
played any spedfic scenario.

Cragspider: powerful by herself but not baded up byenough nomal troops. Takestoolongto get
anywhere. Can be useful in the latter stages if northern Sartar is where the game is being dayed.
Can be made more useful by burning the spirit of movement to get her into play quicker.

Beast valley: physicdly powerful, can be auseful exotic if played right. Goodfor lunar to get to
take Sartar troops from the main game. Not very useful since a ouple of Sartar magicians can doa
lot of damage - nored DSM.

Grazers: least useful of all when any magiciansarein play. OK for Lunarsif got ealy and can be
brougtt into the main game or harry Sartarite exiles. OK for Sartar for flank attadksin the glowline.
Very susceptible to magic. No exotic!! Can be goodif the other side has Ethilrist to block him
somewhat. However, is generally overwhelmed by Hm and the troop.

Ethilrist: powerful physicadly and agood but can be hard to use exotic (hound. Very powerful
(against lunar) exotic in the doak - get a bit into the glowline and let it go, this makes it hard for the
lunar to defend against the trooprampaging acossthe territory. Keener Than makes the hounda
two edged sword sinceinevitably the best stadk(s) to attad have KT in:-) Rarely if ever goodfor
the lunar to get, but goodfor the lunar to stop the Sartar getting!

Exiles: the best independent for both side. In the most strategic position to assst either side and
badly hurt the enemy. Has OK physicd but goodvery goodmagic. Is often the brunt of an enemy
exotic becaise they need to be stadked together for protedion, but there’'s few of them so you knav
where everythingisandit’sworth killi ng df the magicians quickly - esp. Earthshaker. The exoticis
equally powerful to the other exotics - if not more so! I ve seen the two five-hex used, but generally
it’sthe other result that does the damage. This could be mrreded if youwere dlowed to dothe five-
hex fault in different turns - making it more astrategic wegoon Don't let your enemy get the exiles
withou you getting something wseful onthe same turn!

Newts: the most powerful, and costly, independent. Useful to either side. Dangerousto either side.
They can be more eaily ZOCed ou of lunar territory than Sartar, but the big boys can move so fast
& far that it doesn’t make more than ore turns difference. Proted the Eye. A goodway to dothisis
to pu your superhero there whil e the newts fly around dang all the damage. If this happens, it’s
pretty much the end o the game.

Androgeus: never had it myself, and I’ verarely lost. I'vefoundthe aldition o another superhero
make my victory abit harder but hasrarely made it impossble. Losing you own superhero while

the enemy has two makesit moreinteresting! Androgeus sadked with the spirit of movement is a
nasty prosped for anyore. | think, due to where the game is often played, she's better gained bythe
Lunarsthan by Sartar. There'sagoodideafrom the email li st server to have another superhero
available in asimilar way to Androgeus. It could be the Pharaoh, or it could be a Ethilrist/Keener
Than combination. | must admit it would be funto try this, but | haven't yet.

Tuskers: rarely of use. Dangerousto ally sincethe Sartar player can use magic to target a stack with
aknown magician init. Almost never gained by Sartar - once| think in the endgame when Sartar
was hort of grunts.

Hydra: I'll awaystry for hydra. Sending some 2-1-4'sover. If she'sat about 3 then I'll try for her.
Had her stadked with the spirit of movement once andthat wasfun:-) She'suseful for eding Had
horse troopers but only lasts one go that way - they overwhelm her. I’ ve never seen her east of the
glowline, evenin thelong game. She can be useful for defence of Furthest.

Hungry Jack: only gained orcein al our games. It wasrarely sensible to have adragon df the
board for soooolong The only timeit’s been dore was when ore side had two dragorsand a
superhero vs. no dragon @ superhero. The result was aforegone mnclusion and the player just
wanted to try it out. If anything reeds changing, the rules for getting hungy jad do. Either change
them or leave it out entirely.

Dwar f: almost always the focus of the first two-threeturns alongwith the cupe of dinosaurs
neaby. Generally one or two gifts can be gained before the enemy getsyou ou of there or you reed
to leare to chase them. What can | say - it’s worth sitting ouside the ruins and taking whatever the
dwarf gives. Theleast useful isthe dwarf himself - something | think probably shoud be changed,
he shoud be more useful personally (with his musketted entourage) sinceheis an original mostalli.

Deledi: isafunidea but rarely isuseful dueto beingtoo slow. It'srather strange and macare that
one of the best unitsto feed to hmisaduck ©

One more thing: how many people have used nonsuperhero troops to take out a superhero. It's
damned hard. Dinosaurs can help. The newts make it much more doable.

Optional rulesfor Dragon Passand Nomad Gods
Whoops Apocalypse — by David Cheng

1) City Devastation Markers

Any city caught in the following effeds: Dragorfight; Pill ar of Fire; Earthqueke (either inside or
alongfault line); or any ather kind of Exotic magic that destroys awhole stadk, would be devastated.
Cover the dty hex with a dty devastation marker. The original owner of the dty would lose some
Victory Points. The dty now courts asruins for terrain puposes.

2) RidgeLine/Hell Crack Markers
The Earthquekeistoo Hand. How abou this:
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The 8-hex circular Quake opens abottomlesshole dl the way down to Hell. Replacethe two hexes
surrounced with ‘Hell Cradk’ courters. These hexes are totally impassable except to flying urits and
spirits. Asbefore, the units surrounded are destroyed as they fall down to Hell.

The two 5-hex line Quake dlows the Exile player to placeRidge line munters alongthe board. This
isan excdlent way to suddenly “build” good dfensive terrain (remembering that unitsfight at half
uparidgeline).

You knaw, if youimplement these options, you probably want to reducethe round quke to 6 hexes,
surroundng ore hex, and the two line quakesto 3 a 4 hexes ead.

3) Smouldering Boulders

If the Crater Makers use their Exotic power to devastate one hex, placethe Smouldering Boulders
courter there for the rest of the game. It gives off a Glowspot (7 hexes), and courts as a Temple for
Lunar Units. The bouders can be caried bya Giant or a Stone Man. A Dragonthat lands on the hex
removes the Boulder courter, at its discretion (maybe).

Rulesfor Doc (or isit Bashful?) by Robert McArthur

16.7.3. If the Dwarf is gadked with ore or more of his gifts, each gift is enchanced in the following
way while the Dwarf is dadked. If the Dwarf moves away then the unit immediately revertsto its
normal self.

. The alchemicd transformer can doube both MgF and RF of one unit staded withit. This
includes the Dwarf andin hiscase will give aRF of 0.

. The stone men become more dfedive and move faster, gaining +2 to CF and MF becoming
(10)-2-5-X. Note that the Dwarf can ride astone man and has his MFchanged to 5in this
case (not heroic movement anymore)

. The canoncult hasitsacaracy increased. Attad rollsfor itself and/or its physicd agent are
re-rolled if they are 1 thefirst time. If another 1isrolled, this must be taken.

Further, when defending inside astructure the Dwarf increases the defensive bonws 1 level. Thus
ruins (x1.5) are treaed as cities (x2) etc. Thismay take dty bonwsto x2.5. (thisis based onFlintnails
speaal taken alittl e bit further).

Short House Rules

. Brontosaur Herds ad as magicd sponges and must be seleded as the first casualty of any spirit
magic atad ontheir stack. This makes the Brontosaurs useful. by Daniel Fahey

. Skirmishers. Attading urits may chocse to retrea before meleewith the same wver rules as
defending units. Mourted skirmishers such as Impala, Sable and Graze clans often use this
tadic against slower and heavier opporents, loosing their arrows before withdrawing. by Chris
Ward

. Magicd Defences. Certain hex types boast the defending urits MgF for the purpose of
seleding casualties. Temples and Altars doule the dfedive MgF of defending urits; and
Oases and Cities increase MgF by half again for the purposes of seleding casualties. by Robert
McArthur

. Casualties of magicd attads and missles must be seleded from the top dovn using the same
rules as €leding melee caualties. by Robert McArthur

. Overruns. Thisruleisto stop the single-unit ZOC “problem”. It's unreasonable for
commanders to saaifice units with the commonressfoundin DragonPass 2-1-4 units $oud
not be used thisway so often, the poar things. Large CF stacks would na be worried by a
single unit of ducks, for example. So, if the oddsin abattle ae 10:1 or greater, then the
attadked unt(s) are astomaticaly eliminated and the dtadker can continue movement without
being ZOCed or held upin any way. Thisoccursin the movement phase, not the ambat
phase. by Robert McArthur

. A one-use power for magicians with physicd agents. The owner of aphysica agent can make
aone-time saaifice of the agent during their turn. The physicd agent can make one final
physicd attadk on ore stad at four timesits current CF. The magician canna attad in the
same turn. by Robert McArthur

. Stadks nea the Dragoris Eye ca be randamly attaded by arandom Dragonrewt while the
newtsarenot dlied. Any stadk within 3 hexes of the Eyehasalinthree(roll 1 or 2 onad6)
chanceof being attadked by the inhabitants of the nearest city. This occurs when the stadks
moves within that distance of the Eye. Such an attad stops the movement of the stadk
immediately. The combat is dedt with as usual, althoughthe Dragonrewts only doaphysicd
attadk - nomagic. The Dragonrewts leave the board in therally phase of the ataded player.
Any Dragonrewts eliminated thisway are available if the Dragonrewts are formally alli ed.
Reason: aroundthe Eye it was open season. However, the magics used by the dragonrewts
when alli ed refled the power and amplification die to war. When ou hurting, they used orly
physicd combat to colled prey. by Robert McArthur

. Herds whose stacks are involved in a battle with broo may become impregnated and gve birth
to more broo onaroll of 1 or 2 in the subsequent rally phase. Other mortal unitsinvolvedin a
meleewith broo may catch adisease and become disrupted onasimilar roll. by Daniel Fahey
and Chris Ward

Rules of Thumb - Some suggestionsfor the M or ocanth tribe

. Morocanth have ritual magics that can turn captive Praxian clansinto new Herd Men urits. The
captives must be taken to ahaly place Theritual replaces the normal summoning attempt and
may only be caried ou by the Morocanth shaman or CF2 clans. The CF 2 clans pedalisein
magic and gain an RFO becoming 2-5*-5-0 urits. by Chris Ward

. Morocanth are sne&y and spedalisein guerrillawarfare and right attacks. Single units of
Morocanth may ignare enemy ZOCs during their movement asthey are &le to sne&k past their
enemiesin darkness Thistadic does not work against units gaded with Superheroes,
Dragors, Trolls, ElImal Tribe, Night Jumpers, Sun Dome Templers, SunPriests, Brother Dog o
Unslegoing Dog. They may nat cary treasures nor may they bring their herds. Unstaded
Morocanth clans may ad asif in a Fortification (as per rule 7.4.6). by Keith Nelli st.

Alternative rulesfor casualties— by Jonathan Coxhead.
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These rules allow retrea results as results of normal mélée and also make disruption more common.

The motivation for doing thisisto allow attacing urits to force defenders into the Devil’s Marsh,
which was an important part of the fed of the old-rules version  Nomad Gods, which is otherwise
improved onin every way by the aurrent Oriflam edition.

When seleding casualties in the spirit magic or méléestep, the seleding payer may seled unitsfor
elimination, retrea or disruption. Units may not be retreaed as aresult of spirit combat. To seled a
unit for elimination costs the usual amourt (its MgF or CF). To seled a unit for retred costs 3/4 of
thisamourt (rounckd up). To seled aunit for disruption costs 1/2 of the anourt (rounced up). The
base CF used is as modified byfortification and terrain, if appropriate.

If “retrea” is chosen, the dtadker retredsall affeded unts 1 hex. Unitsthat do nd have alegal
retrea path (7.10.5) may nat be retreaed. If “disrupt” is chosen, the dfeded unit isdisrupted. Units
that would be diminated bythis may nat be disrupted.

Heroes, superheroes, units sadked with a superhero and uritsin a structure may (at their owner’s
option) dedine aretred result. First, the seleding payer saysfor al units whether they are seleced
for elimination, retred or disruption. Then unts which may dedine the result dedde whether to do
so. If they accept, they are retreaed; otherwise, thereisno effed.

After astad haslost units due to retred, if the stack contains units with MFe 0 which could have
been caried duing namal movement by any of the units that were retreaed, the owner of those
units may move them from the stack to acaompany the retreaed urits.

Rule 6.3 shoud have the words in italics added: If a disrupted unit that isnot in astructure @an ke
moved to a hexthat is not adjacent to aninactiveunit, it must end its movement in such a hex

Rule 7.10.5.3 shoud also say, Units cannat be retreaed into ahex in violation o the stadking limits.
Rule 7.10.5.5 shoud have the wordsiin italics added: Heroes cannd be retreated before combat.
Superheroes and urits sacked with superheroes cannd be retreated before combat. (They may be

retreated as a result of an adrerse mmbat result, thougheven then they may dedine.)

This table summarises these wsts:

Uni t El i m nation Ret r eat Di srupt
CF/ MgF Cost Cost Cost
1 1 1 1

2 2 2 1

3 3 3 2

4 4 3 2

5 5 4 3

6 6 5 3

7 7 6 4

8 8 6 4

9 9 7 5

10 10 8 5

11 11 9 6
12 12 9 6

13 13 10 7

14 14 11 7
15 15 12 8

16 16 12 8
17 17 13 9
18 18 14 9
19 19 15 10
20 20 15 10

The Glorantha Board Games Email List — by Robert McArthur

The DragonPassDaily was creaed in 1998to cater for people interested in Dragon Pass White Bea
and Red Moon, and Nomad Gods. It changed into the Gloranthan Boardgames email li st server at
the end o 1998to foster discusson o al Gloranthan-based boardgames. From reports onthe
Nomad Gods play-by-email (PBEM) gamesto discussons on Shadows Dance and the Holy Courtry
boardgame, the dialogue has been sometimes lively and, at times, absolutely quiet. There ae 36
subscribers. There may be anything from 2 or 3 messages per day, to nore for weeks as peoples
personal livesintervene. Thereisagrea archive of all the messages that have been sent, and there
are many peals of wisdom in there to be mined. You can visit the email li st archive & the web site
listed below. The web site dso givesinstructions for how to subscribe or unsubscribe to the list.

The Rally Phase : what istRD?

the Raiders Digest iswritten by members of the Gloranthaboard discusson list, based on patsto
that list. Individual articles represent the views of individual authors. Use and abuse these
suggestions to taste. All contents are are mpyright of theindicaed authors. All courtersin tRD were
designed by Don Finlayson a Chris Ward (thanks Don). Permissonis given to make and dstribute
copies of tRD provided nocharges of any kind are made by ore person, and that copyright notices
are preserved. No part of tRD may be placed onaweb page withou the spedfic permisson o the
individual authors. An eledronic version d tRD can be downloaded from the Gloranatha
Boardgames Archive site listed below. CommentsontRD or individual articles are welcome. Please
post these on the Gloranthaboard discussonlist at gloranthaboard@issaries.com.au. Enquiries about
tRD to chrisward@ed.acuk.

Glorantha™ is atrademark of Issaries, Inc. andis used by permisson. Gloranthaisthe aedion o
Greg Stafford. The “Runequest Font” in the page borders was designed by Oliver Jovanovic.

Web Pages:

Glorantha Boardgames List Archives — search archives, subscribe, and davnload tRD here:
http://www.issaries.com.au/li sts/gloranthaboard/index

The Book of Drastic Resolutions site - including Nomad Gods official errata and much more:
http://www.geociti es.com/TimesSquare/Ring/1722

Don's pages— Grazes, Tribal Shamans, Hill Peoples, and more:

http://www.al phalink.com.au/~dfinlay

Jonahan's pages — Combat rules, Chaotic Scorpionmen, Elves, and more
http://www.doves.demon.co.uk/dp/

Official Glorantha page — loads of Gloranthan info here:

http://www.glorantha.com/

Cyberboard site — boardgame shareware:
http://ww.exegpc.com/~d-larsor/cyberboard.html#games

PBEM Emporium

http://pbem.brainiac.com/

Sable Khan (Robert McArthur) talksto Jaldon (Daniel Fahey):
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SableKhan: OK, I'll let youin onaseaet (looks aroundcarefully). The fights against Oakfed have
changed the Sable Tribe (no kidding!).

Jaldon: Kindanaticed that. It's easier to court them now.

Sable Khan: Damn, though no-one would naiceour predicament - | thougtt that most gloranthans
didn’'t know abou the ancept of zero :-) This, Pole Star’ srecent arrival, and the way the Star’s have
fougtt for the Sable have opened some Sable g/es. The Khan, returningin a powerfull dream, has
shown us the way forward. The shaman and Tada's Mask! Will make the dangerous journey using
River Horse to Monkey Ruins. The shaman won't have adually moved thisturn (since, acording to
therules, River Horse doesn’t court asamove). The shaman will, at the start of next turn, aly

Jaldon: | love this! Sometimes things happen in this game which make it all more than worthwhile.
Bisonisgonrahave a ®w when he reals the report.

Sable Khan : | want to seehisfacé Serioudly, it isthe flexibility of thisgamein being able to do
some MGF and mythologicadly nicethings that makesit *so* much fun”.

...Oakfed has again manifested at Monkey Ruins, thistime by the saaifice of Tadal’ s Mask by the
Sable Shaman...
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