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Using This Book
This document provides players with a detailed guide containing 
advanced concepts and rules clari cations to help resolve game 
situations that may arise. 

t is recommended that players rst read the rule oo  and play 
the learning scenario. As questions arise during gameplay, 
they should reference this document’s glossary instead of 
the rulebook. Though the rule oo  is a great learning tool, it 
intentionally omits many rules exceptions and rare situations.

GLOSSARY ......................................PAGES 2–10
This section provides additional details relating to speci c rules 
descri ed in the rule oo . All entries are organi ed alpha etically 
y su ect.

n addition, this section includes clari cations and additional 
details for some of the more complex unit a ilities, command 
cards, and lore cards.

OPTIONAL RULES ................................. PAGE 10
This section includes options for a playing a campaign  
variant, playing with preset command card hands, and using 
multiple copies of the game.

INDEX .................................................. PAGE 11
This section lists page num ers for all rules topics, as well other 
topics that players may need to reference throughout the game.

QUICK REFERENCE ..............................PAGE 12
The ac  page of this rule oo  lists the phases and steps of the 
game in an easy to reference format. It also includes a short 
terrain effects reference and frequently overloo ed rules.

Golden Rules
This reference oo  overrides and expands on rules information 
in the rule oo . If something in this oo  contradicts the 
rule oo , this reference oo  ta es precedence.

However, if the rules text of a card or other game component 
contradicts the text of the rule oo  or this reference oo , the 
rules of the card or component ta e precedence.

Reference BookReference BookRRefe encerence BookReference BookRReferencerrence Bookok

®

Stop!
It is recommended that players egin playing BattleLore 
Second Edition without reading this oo . ather, 
players should use this document as a reference when 
rules questions not addressed in the rule oo  arise see 

sing this oo  to the left . However, if players desire 
to learn and understand all of the game’s advanced rules 
and nuances immediately, they may read this oo  from 
eginning to end. 

 

 

3 Daqan 
3 Uthuk
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Harvest of FleshUthuk Army Card 1

Blood Harvesters

Viper Legion

Flesh Ripper Brutes

Lore

20

x2
x2
x4
x5
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20 Daqan 
20 Uthuk

Death Adder
Play after a friendly Viper Legion unit  

poisons an enemy unit. Poison up to 2 other enemy units within 2 hexes  

of the poisoned unit. The enemy units do not have 
to be in line of sight.
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Order 3 units in the left section.

Attack left

5 Daqan 
5 Uthuk

32 3

Blood Harvesters

Rage: Add 1 die to each combat roll 

performed by this unit for each figure  

missing from this unit.

 Frenzy: Cause 1 damage. 

Remove 1 figure from this  

unit after this combat.
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Double Shot: If this unit did not 
move during your Move Step, it may 
perform 1 additional attack during 
your Attack Step.

Yeoman Archers

1-4

7 Daqan 
7 Uthuk
7 D

The Blind Muir Forest
VP Step: Gain 1 VP if friendly units occupy more hexes in the center section than enemy units.

During your Order Step, you may order units in forest hexes as if they are in any section.C2

17 Daqan 
17 Uthuk 
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 Bloodthirst
Pursue 2
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Flesh Ripper 

3



 
 

  

4



1.  

2.  

3.  

4.  

5.  

6.  

7.  

8.  

9.  

 

x15
 

x12
 

x15
 

x12

Order 2 units in the left section.

Patrol left

Order 2 units in the left section.

Patrol left

Roll 4 dice and apply the following for each result: , , or : Order 1 infantry or calvary unit. 
  or : Order 1 elite or legend unit. : Gain 3 lore.Then, shuffle the command card discard pile  into the deck (not including this card).

BattleLore

Order 1 unit in each section.
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Order 1 unit in each section.

reere.rere.
nd d dd card discac dard pileard pd card discard pile

e
Line Advance

rerere

332

 Superior Tactics: Cause 1 retreat.

Pursue 1: Instead of using advance, 
this unit may move 1 hex and perform 
1 additional attack.

Citadel Guard

2 32

Double Shot: If this unit did not 
move during your Move Step, it may 
perform 1 additional attack during 
your Attack Step.

Yeoman Archers

1-4

3 23

Blood Harvesters

Rage: Add 1 die to each combat roll 
performed by this unit for each figure  
missing from this unit.

 Frenzy: Cause 1 damage. 
Remove 1 figure from this  
unit after this combat.

3 2 2

 Viper’s Bite: Poison the target unit. Each 
 result produced during a combat roll 

against a poisoned unit may be committed 
to cause 1 damage. When a player 
orders a poisoned unit, he may spend 
2 lore to remove the poison token from 
that unit’s hex.

Viper Legion

1-4
Order 2 units in the left section.

Patrol left

Order 2 units in the left section.

Patrol left

Order 2 units in the center section.

Patrol center

Order 3 archer units. During your Attack Step, 

each ordered archer unit that did not move 

during your Move Step may perform  
1 additional attack.

Darken the Skies
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Order 3 archer units. During your Attack Step, 
each ordered archer unit that did not move 

during your Move Step may perform  
1 additional attack.

Darken the Skies

Order 3 units in the left section.

Attack left
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6.   

Rage: Add 1 die to each combat roll 
performed by this unit for each figure 
missing from this unit.
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A.

B.

C. 
D.
E. 

F. 
G. 
H. 

I.
J. 
K.

Barrow Mounds of the Gatesmen
During your Attack Step, each friendly Rune 
Golem unit that occupies a hill hex and did not 
move during your Move Step may perform a 
ranged attack instead of its normal attack with  
an attack value of 3 and a range of 2-3.

VP Step: Gain 1 VP if a friendly 
Rune Golem unit occupies a hill hex  
on your half of the game board.B2
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 Superior Tactics: Cause 1 retreat.

Pursue 1: Instead of using advance, 
this unit may move 1 hex and perform 
1 additional attack.

Citadel Guard

2 32

Double Shot: If this unit did not 
move during your Move Step, it may 
perform 1 additional attack during 
your Attack Step.

Yeoman Archers

1-4

324

Vigilant: Enemy units cannot counter 
this unit’s attacks.

Flanking: Add 1 die to each combat 
roll performed by other friendly units 
against enemy units adjacent to this unit. 
Flanking can add a maximum of 1 die 
per combat roll.

Riverwatch Riders

332

Immovable 1: This unit may ignore  
1 retreat each combat.

 Stunning Blow: Stun the target unit. 
Stunned units cannot move, attack, 
counter, or retreat. When a player 
orders a stunned unit, he may spend 
2 lore to remove the stun token from 
that unit’s hex.

Rune Golems

Staking a Claim

VP Step: Gain 1 VP if friendly 
units occupy at least 1 of each type of the 
following terrain: clear, forest, hill.

Friendly units do not need to end their 
movement when moving into a forest hex.

C1 3 23

Blood Harvesters

Rage: Add 1 die to each combat roll 
performed by this unit for each figure  
missing from this unit.

 Frenzy: Cause 1 damage. 
Remove 1 figure from this  
unit after this combat.

3 2 2

 Viper’s Bite: Poison the target unit. Each 
 result produced during a combat roll 

against a poisoned unit may be committed 
to cause 1 damage. When a player 
orders a poisoned unit, he may spend 
2 lore to remove the poison token from 
that unit’s hex.

Viper Legion

1-4

Flesh Ripper Brutes

3 3 3

 Bloodthirst: If the target unit  
has suffered 1 or more damage, 
cause 1 damage.

Pursue 2:  Instead of using advance, 
this unit may move up to 2 hexes 
and perform 1 additional attack.

6 4 1

Immovable 1: This unit may ignore  
1 retreat each combat.

 Terrify: Cause 2 retreats.

Massive: This unit cannot move into 
or occupy building hexes.

Chaos Lord

a

b
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0

This card does not have 
a corresponding unit or 
terrain tile.

Remove this card when 
revealed.

Decoy
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You cannot deploy any units in a 
row farther from your faction edge 
than your command tent.
If an enemy unit occupies this hex 
at the start of his turn, he removes 
the command tent and gains 2 VP.
When a unit moves into this hex, 
that unit must end its movement.

Command Tent

-5
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Mounted Assault
Daqan Army Card 1

Citadel Guard

Yeoman Archers

Riverwatch Riders x3
x5
x3

18

20

12
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 x 4 = 16

 x 3 = 12

 x 2 = 12

 x 2 = 12

 x 1 = -5

 = 4

 Superior Tactics

Pursue 1

3324

Citadel Guard

Immovable 1

 Stunning Blow

3326

Rune Golems

x 4 x 2

Double Shot

2 324

Yeoman Archers

1- 4

-5

Command Tent

You cannot deploy any units in a 
row farther from your faction edge 
than your command tent.
If an enemy unit occupies this hex 
at the start of his turn, he removes 
the command tent and gains 2 VP.
When a unit moves into this hex, 
that unit must end its movement.

x 3 x 1

Vigilant

Flanking

3246

Riverwatch Riders

0

This card does not have 
a corresponding unit or 
terrain tile.

Remove this card when 
revealed.

Decoy

x 2 x 6
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6.

7.
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0

This card does not have 
a corresponding unit or 
terrain tile.

Remove this card when 
revealed.

Decoy

Double Shot

2 324

Yeoman Archers

1- 4

Vigilant

Flanking

3246

Riverwatch Riders

 Superior Tactics

Pursue 1

3324

Citadel Guard

Double Shot

2 324

Yeoman Archers

1- 4

Double Shot

2 324

Yeoman Archers

1- 4

 Superior Tactics

Pursue 1

3324

Citadel Guard

 Superior Tactics

Pursue 1

3324

Citadel Guard

Vigilant

Flanking

3246

Riverwatch Riders

Immovable 1

 Stunning Blow

3326

Rune Golems

-5

Command Tent

You cannot deploy any units in a 
row farther from your faction edge 
than your command tent.
If an enemy unit occupies this hex 
at the start of his turn, he removes 
the command tent and gains 2 VP.
When a unit moves into this hex, 
that unit must end its movement.

Immovable 1

 Stunning Blow

3326

Rune Golems

 Superior Tactics

Pursue 1

3324

Citadel Guard
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 Superior Tactics

Pursue 1

3324

Citadel Guard

Double Shot

2 324

Yeoman Archers

1- 4

Immovable 1

 Stunning Blow

3326

Rune Golems

Immovable 1

 Stunning Blow

3322 332266

44444444444

4 taddeadel uel Guadel Gadel GuutCitCiit del Gel GGCitaC taaaadaddddedel Geeellll GGCitittaaaadadddeadeeellll GGCCiittaaaadadddedeellellCiCitataaadddedelCCitiitttataaadadddedeeellll GCCCCCCCCCCCCCCCCCCCCCCCCCCCCCCCCCCCCCCCCCCC uuauardrdarararrrddrrddrdararrrdararrrdarardduaarardd

ursuu uueee 11

33333333333333333333333333333333333333333333333333333333333333333333333322222222222222222222222222222222222222222222222222
uPPPPuuurrsssuuuueee 11PPPPuuu

riororer ca ccsiior TTacTTacttitiicseriioor TTTaaacTacttiticicserierierioorioorr acctictitiicccssseeri r r TTacTaacctticstiicssee oo TTaccttiticcss

11uurrrssuuuueee 11urrrsssuuuuee 11

S peSSSSSSSuuupppeS SSSuuppepepeeSSSupuppepppe

PPPPPPPPuuuPPPPuu

5

19



: Richard Borg

: Robert A. Kouba 

: Richard Borg, orey Koniec a  

Nikki Valens

: hristopher Hosch  ason alden

: Adam Baker

: WiL Springer  Dallas Melhoff

: Brian Schomburg

: Andrew Navaro

: Andy hristensen

: Mathias Kollros

: Alex Aparin, Dimitri Bielak, ric Braddock, o o 

Bosco, Nora Brisotti, Mike Burns, ason affoe, elicia ano, 

Sabastian iaffaglione, Sylvain Decaux, Simon Dominic, 

arolina ade, Taylor Ingvarsson, Stellar Labs, Sam Manley, 

R gis Moulun, Ruben ere , ierre Raveneau, Nikolay 

Stoyanov, Mark Tarrisse, Bill Thompson, hris uilliams,  

Wen Xiaodong  Matt Zeilinger

: Sylvain Decaux  elicia ano  Andrew 

Navaro

: Eric Knight

: orey Koniec ka

: Michael Hurley

: hristian T. etersen

: Samuel Bailey, Brian Engelstein, hris erber, Ben 

rosek, Kevin Hales, Russell Hall, Steven Kimball,   
Lit singer, Erich Ludwig, ames Kniffen, osh Lewis, Scott 
Lewis, Brian Mola, Aaron Myers, Loren verby, Wade 

iche, Derek richard, Adam Sadler, Brian Schomburg, WiL 
Springer, Scott Syverson, olin Webster, Brendan Weiskotten 

 amie Zephyr

 2 13 antasy light ublishing, Inc. 
   Fantasy Flight Supply  ™  

Fantasy Flight ublishing, Inc. Fantasy Flight ames, BattleLore  FF  
   Fantasy Flight ublishing, Inc.  

Fantasy Flight ames 1 5 West ounty Road B2, Roseville, Minnesota, 
55113, SA,  651-63 -1 5. 

 

Index

 .................6
 .....................1

 .16, 1
 .............. 1

 ............
 ......................

 .. , 16

 ...............
 ........

 ..............6
 1 , 1

 ..................1

 ........... ...............
 ...... .......13

 ...................1 , 1
 .16, 1
 .....15, 1

 .......1
 . ......

 ...................

 ................16

 .....5
 ...............

lore ..............................12
 ................. , 12

 ..............6
 ................

 ..............6
 .1 , 1

 .........6
 ..........................6

 .....................6

range ..............................
 ...............

 .....................1

 ..... 15, 1

 ...................14
 .5

........................1

 ...................
 .......... ..........13, 16

 .................13

 .........................4
 ..................... 1

 ..........1
 .........

 ......

 ..............................
 ..........

20


