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elcome to a different kind of miniature game.  Everyone says that, don’t they?  Well, I’m here to prove myself not a liar.  With BattleLaw’s Build Table, you can create any type of warrior, fantastic beast, siege engine, wizard, and ultimately any army you can imagine.  Players are encouraged to use any type, race, scale, basing system, or army they possess.  Rules are presented simply and logically in bullet point fashion. And only a minimum amount of prep time is needed before players battle for the survival of their people and their crown!  The world of Thern is where our battles take place, many a race inhabit its dark and unknown reaches.  From the Great Sand Sea where the Ancients hold sway using their dread magic over the dead to the swamps of Mora the realm of the Lizardman tribes where only the strong survive.  On the endless grass plains of Thoral roam bands of barbarian humans, the Old Woods hold Elves and all their secrets, deep within the Mist Mountains dwell dwarves who labor to create an underground empire, and that’s just what’s known.  Magic abounds in Thern, and the world is filled with the powers and attentions of ancient gods and goddesses good and evil.  Here’s what you need to play—Enjoy!

Tabletop Gaming:  BattleLaw is a tabletop game meaning a large flat playing surface at least 4’X4’ {1.22 X 1.22m) in size, such as a dining room table is used as the playing board.  Decorate the playing surface with scenery to create beautiful battlefields.  And yes we have some wisdom for that in this book.

Players:  BattleLaw is designed for two players.  More players can be added by having them divide the units among them to command.

Miniatures:  BattleLaw can easily be played with 15mm, 25mm, and 28mm figures with no alterations. Players are encouraged to paint the figures to add to the beauty and realism of the game. Players will need to purchase boxes of fantasy beasts, cavalry, infantry, siege engines and crew, and a wizard or two.  Any race you wish to play can be plugged into BattleLaw.  Miniatures can be bought at your local hobby shop that carries gaming supplies or online.

Area Effect Template:  Cut out the template from the back of this book and glue it to posterboard for repeated use.

[image: Six Sided Dice RED 2d6.png]Dice:  Six sided dice, called die (singular) dice (plural) are needed for play.  A total of 8-10 dice are needed by each player.  One die must be of a different color than all other dice each player uses.  If possible have each side’s dice be a unique color to aid play.

Index Card and Pencil:  Useful for recording your troops before play.

Opaque Cup:  A cup or coffee mug for spell chits.

Spell Chits: Cut out the chits from the back of this book and glue them to posterboard for repeated use.

The Measuring Stick:  All movement and range considerations are measured using a measuring stick. The measuring stick is made from a ¼" {0.00635mm} wooden dowel of 24”/{60.86cm} (TWO FEET) in length.  Divide the stick into four (4): 6”/{15.24cm} (SIX INCH) segments.  Each segment is numbered to correspond to the movement and ranges of units 1(6”), 2(12”), 3(18”), and 4(24”).  You can also color-code each segment for ease of use, as shown. 

[image: Measuring Stick With Numbers GREYscale.png]

NOTE: Players can use a measuring tape or yardstick if they do not desire to produce a measuring stick.
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[image: Figure and Base defined.png]Terms
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Base:  Figures are glued to a base made of cardboard, foam core, or your choice of material and used to help prevent figures from being damaged. NOTE: Photocopy as many of the bases provided from the back of this book as needed.

[image: Stand Example GREYSCALE 2.png]Stand:  A stand is defined as a single base of figures. 

[image: Simple WarMetal Formation Example.png]Regiments:  A group of friendly stands of the same type; such as Dwarf melee infantry; from one to any number of stands in base-to-base contact with each other.  Once placed together the stands cannot be separated during play unless they are destroyed.

Unit:  This term is used to mean all figure types are effected by this rule.
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Creating Your Units
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Buying Stands With BP’s:  Players are given 48 Build Points (hence BP’s) to purchase their army with.  Each stand costs a certain number of BP’s depending on the abilities of that stand.  See examples:

Once all BP’s are spent they cannot be recovered.  

Players cannot save BP’s for purchases later in play.  

Players cannot transfer BP’s to another player.

[image: Example of Build Table Use.png]Each stand has a cost in build points based on its abilities.  Let us consider these two examples:

The cavalry stand has a basic cost of 2BPs for the stand the player has added fast which means the cavalry can move 4 at an additional cost of +1BP and a courage of two for +2BPs total cost 2+1+2=5 per stand.  Pricey.

The infantry stand has a basic cost of 1BP and missile range for an additional +1 BP, and finally a courage of 1 for a total cost of 1+1+1=3 per stand.
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Game Turn
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BattleLaw is played in turns.  Turns consist of three actions that each player performs in order.  

Initiative Roll:  Both players roll one six sided die.  The highest die roll wins initiative performing each game action first.  Re-roll ties until one player or the other wins the roll off.

	Missile Attacks:  Starting with the initiative player, any desired wizards cast one spell, siege engines attack, and missile regiments roll their attacks removing any enemy stands or adding any hits that were successfully rolled.

	Movement:  Starting with the initiative player, all units are moved.

	Melee:  Starting with the initiative player, all melee regiments and beasts perform melee combat.


At the end of action three players determine if either side has achieved victory.  If so the game has ended.  If not perform actions one through three again.
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Moving
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Unit move is stated as 1 (1 segment forward) 2 (2 segments forward) 3 (3 segments forward) 4 (4 segments forward) of the measuring stick.  

Place the measuring stick next to the topmost stand and move it to the desired distance.  Move all remaining stands back into formation as needed.  

Units can move all or some of their move.  

Units can move through but cannot be placed in base-to-base contact with friendly stands.  

[image: Simple WarMetal Direction of Move Example.png]Units that move into base-to-base contact with an enemy unit are engaged in melee combat

[image: Simple WarMetal Single Figure Movement Example.png]Units can move forward, sideways, or backward.  

Units cannot move diagonally.  

Commanders obey all movement rules of the unit they are attached to.

These rules do not affect wizards.  

[image: Column Formation.png]Regiments must be in one of two formations at all times.  If there is a disagreement about a regiment’s formation the opposing player decides. 

Column Formation:  allows a regiment to move faster than its normal move.  Add +1 segment to their move.  Place one stand behind the other.  Regiments in a column cannot roll attacks.  Single stand regiments always in line formation.  Fit stands to the needs of the table. 

Line Formation:  Regiments when in line formation can move and roll attacks.  Place all stands in ranks of no more than eight total stands per rank.  Fit stands to the needs of the table.  Any number of ranks can be formed.  If there is an odd number of stands the front rank gains the additional stand.  Stands in rear ranks still count toward the total number of dice rolled for missile attacks.  Only the attacking stands in base-to-base contact with enemy stands can add their dice to melee attacks. 

[image: Dwarf Unit Example.png]

Regiments change formation after they move.

Players are allowed to overlap a target by moving stands from back ranks to the left, right, and rear sides of the enemy regiment.  Beasts and siege engines can be overlapped.  Regiment must overlap the instant it is in base-to-base contact or not at all.

[image: Simple WarMetal Overlapping Formation Example.png]
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Attackers can use as few or as many stands as they wish to overlap.

Overlapping regiments cannot retreat.

Turning a Regiment:  Change the facing and configuration of stands as needed when turned.  Turning costs one move to perform.  Example:  An infantry regiment has a move 2, it turns leaving a move 1.

[image: Turning a column.png]
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[image: Turning Line.png]
Types of Terrain:  There are 2 types of terrain in BattleLaw.

	Clear:  Any terrain that has no features that inhibit movement.

	Restricted:  Beasts are uneffected.  It costs a regiment 2 to move one segment.  Siege engines cannot cross.  Wizards ignore this rule.







	Types of restricted terrain are:



Beach

Crop Fields

Forests

Hills

Rivers

Rocks

Streams

Swamps


Players are encouraged to invent and use their own clear, and restricted terrain.

Roads:  Add +1 to the total move of a unit that moves along a road for its entire movement.  Column move is also added.

Impassable:  Any area of the tabletop no troops can move or attack in.

Elevations:  Terrain can be Level Zero (the tabletop) Level One (one level higher than the tabletop) or Level Two (two levels higher than the tabletop).  

Stands are considered the same height as the terrain they are standing on.

No elevation can be higher than level 2.  

Beast 1 move for each level ascended.  Regiments 2 move for one level ascended.  Siege engines 2 move for one level
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