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INTRODUCTION

TETAN" is a fantasy wardame for two to six plavers, who move, muster and endase monstrous
forces. The prime component of each player's forces is his Titan, for each plaver receives only one
and cannot acquire another, and if a plaser’s Titan is lost, so is he, for all of his forces are removed
from plas and he is out of the dame. The object of the dame is to be its last and only plaver.

TITAN" has two levels of plav: Masterplay and Battle. The straregic level, Masterplay,
involves all of every plaver's forces upon the Masterboard. The forces that are moved about
the INastecboard are stacks of Character Counters grouped into Legions. When a Legion is
moved into another plaver's Legion, they join in an Engadement which pits their respective

Characters against each other in Battle upon one of the Battleboards.

Tasterplay is a revolving sequence of Gameturns, during each of which a single plaver moves
his Legsions, maneuvering among his opponents’ Legions and attemptind to muster Creatures
from the various spaces of the IMasterboard.

Pattle is a series of Placement Phases and Strike Phases in which plasers commit their
Characters to combat upon the Battleboand that corresponds to the space of the Endadement.

The Reckoning is a special form of Battle that may take place late in the game. The plaver who
beckons the Reckoning challendes all the other plasers to a showdown of Characters, his asainst

all of theirs, and he must slas them all to win.

2. GAME EQUIPMENT

A
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The TETAN™ Same set includes the Masterboard, 11 Battleboards, 6 sheets of Counters
and Markers, 4 dice, the Reckoningboard and these rules. Plasers must provide pen and
paper for scorind Battles.

The Masterboard is the context of Masterplay; its central network of 96 spaces represents
the Lands of TETAN". These Lands are divided amond Il tupes of Terrains which are
ramed and depicted upon the Masterboard; each land is also numbered for easy reference.
The Lands are connected bu the Signs set at their interlocking borders; these Signs red-
date the movements of the Lesions and are explained on the Signs Chart (se section 7. The
blank areas amond and bewond the Lands are woids that Legions maw not cross or enter. In
cach of the four corners of the Masterboard is a Creature Chart which details wich Creatures
are available from the various Terrains of the Masterboard.

The Battleboards are the arenas of Battle; each is a display of five hexes that represents one
of the Terrains of the Masterboard with certain of a variers of Hazards. The Reckonind-
board is an eleven hex display used when someone beckons the Reckoning (SEE SECTION 19 );
its hexes contain no Hazards.

Each of the six sheets of Counters and Markers is of a different color and contains a set of
12 Legion Markers with their corresponding Titan Counter, plus 3 Angel Counters, L5
Creature Counters and two blank chits. The Ledion Markers display pictograms which
serve to individuate them; they are coded to their owner by their color. Titan Counters
display the word “ Titan” and the svmbol “X-4" upon 2 caped silhouette. The other Counters
name their respective Character above its silhouette and present its Battle-factors below
its silhouette; thew are also numbered near their names for easy reference. Ownership of
these non-Titan Counters is net doverned by color. The blank chits can be used to replace
lost pieces, but not to supplement the numbers of Counters or Markers provided, for these
amounts ave intentionally limited.

The dice are used to determine the distance.that Lesions are moved on the Masterboard,
and to represent the strikes of Characters in Battle. Only six-sided dice are used.
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CHARACTERS

Characters are the basic units of the dame; they are the components of Legions and the pleces
of Battle. Thev are divided into two catedories: Lords and Creatures. Lords are of two t\slk‘.s:
Titans and Angdels ; these are assidned to plavers at the start of Masterplay, and extra Auéeb
can be earned by winning Battles. Lords possess special powers of teleportation, and the existence
of his Titan allows a plaver to remain in the dame. Creatures are the twelve twpes of (Iur.\crcrs'
that can be mustered from the various Terrains of the Masterboard; these form the bulk of plavers
Legions.

The following Characters Chart lists the fourteen tupes of Characters along with their‘ respective'
Battle-factors, Values and number available. The Battle-factors describe the tham.ct’ers
abilities in Battle; the numerals to the left are the Power-factors, those to the right are Skill-
factors, and a star between the factors means such Characters can €y ‘m'Battle. The.Val.ucs
ave approximate quantifications of Characters’ relative worth, that are arrived at by mulriplaing
the Characters’ factors; it is also the number of pomnts plavers score for slaving such Characters.
The numbers of Characters available are how mans Counters of each tupe the dame contains.

Y 7
( CREATURES Y
CENTAURS 3-4 12 24
GARGOYLES - Y3 12 2y
OGRES 6-2 12 24
LIions 5=3 15 27
TROLLS 8-2 16 yi i
CYCLOPES Ss2 18 27
MINOTAURS L-4 16 21
(DARBEARS 6-3 18 2
WYVERNS T3 21 21
BEHEMOTHS 8-3 24 18
DRAGONS 9+3 2¥ 18
GIANTS -4 28 18
C LORDS )
ANGELS 6+*L 24 13
TITANS X-4 '¢? 6

The Power-factor for Titans is represented bs an | BEHEMOTH ¢ WYVERN ®#

“X” rather than a numeral because Titans’ Power-
factors can chande (See section 18 ¢y Titans
bedin Masterplay with a Power-Factor of 6.
The Value of a Titan is its current Powet-factor
times 4.
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LEGIONS

Ledlions are the units of Masterplay; each is a Sroup of Character Counters with
an identifyind Legtion Marker of the Ledion’s owner’s color. Fach Letion is stacked on
one of the Lands of the Masterboard, with no more than one Ledion per Land.  Le-
gions move and endade as complete units; Characters cannot be moved on the
Masterboard except as parts of Legions nor can Ledions drop Charavacters off,
althoush Characters can be split from Legions to form new Ledions.

The Counters are stackad face-down beneath their IMarkers, so that even if a stack
is disturbed its Counters may not be revealed. Plagers may not look throush other
plagers’ stacks. A plaser who wishes to examine one of his own stacks should leave
its Marker on its Land as he does so, and he should not examine more than one
of his Legfions at a time. Pladers must display the Characters that enable them
to muster Creatures or teleport Legions, and when an Engdadement is beind
considered, both the endased Legions are completely revesled. Should some plaver acci-
dentally disturb another plaver$ stack so that a Counter is revealed, the offended plager
mas look through ans one of the offender’s Legions, revealing it if he so desires.

N
-.

Each plaver receives a color coded set of 12 Legion Markers, which allows him to have 12 Legions on the
Masterboard at ans Siven time. To be able to field more than 12 Ledions, a plaver must eliminate ano-
ther plaser, for he can then use that plaser's Legion Markers as his own® A plaver can add a Legsion
to the Masterboard only if he has a Marker available (not inuse) and 1s able to split one of his Ledions:
Tlo Legion may exist without a proper Legion Marker,

When a Ledion splits, both the ad and the new Ledions must contain at least two Characters, and all of
the Characters they contain must have been in the old Ledion before the split. The new Ledion’s Char-
acters are removed from the old Ledion and placed beneath their own Marker; plavers need not reveal
which Characters they split off. The new Ledion’s stack is considered to stand in the same Land as
the old Legion, and, if possible, one of them must be moved in that same Gameturn. Thew maw both
be moved, but thew mas not move to the same Land. If thew cannot move, the new Legion is aborted aid
its Characters are returned to the old Ledion.

Any Ledion that contains Seven Characters cannot be moved, nor can it muster or summon other
Characters, for no Legion may contain more than seven Characters. If at anu time a Ledion is found
to contain more than seven Counters it is immediatels completels revealed and its lardest (by Value) Crea-
tures are removed until it has no more than seven Characters (if it lacks Creatures remove Andels ), It iS
then returned to its Land.

Any Ledion that (oses all of its Characters is eliminated; its Marker is returned to its owner, who may use
it again and adain if he adds other Ledions.

A plager may ot use another plaver’s Legion Markers uuless he has eliminated that plager. A plaver
mag ot transter or share command of his Legions, nor may he trade or transfer Characters with
other plasers or amond his own Legions, except when splitting off a new Ledion or summoning an
Anglel (see section 14y, Once a Legion is placed on the Masterboard (and it does not abort) it is
removed before the end of the dame only if its plaser's Titan or all of its Characters are eliminated;
no plavser rmay simply choose to remove his own or anw other plaser’s Legion.

5. STARTING MASTERPLAY

A Place the Masterboard in the center of the table. Give each plaver a set of 12 Legion Markers.

One plager should be selected to act as caretaker; he will distribute the Character Counters as they are
required. The Counters should be sorted and stacked nearbu so as to be visible to all plasers. The Bat-
tleboards can be set aside for now, but Battle is such an important element of the Same that all

plavers should be fawiliar with its mechanics before the dame starts. Another plaver should be the score-
Reeper; he will reqire pen and paper. Place the dice on the table.

*
althoush he maw not keep the Characters of the lost plaser's Legions.
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Each plaser rolls one die to determine which Tower Land his Legion will bedin in. 1 plasers roll the
same number or roll the number of a Tower Land already assigined by a previous toll they must roll adain.
« Note that the Tower Lands are numbered in multiples of 100, but for this determination the zeros ave
ot considered.)  The plager assigned the highest numbered Tower Land will play first.

Fach plaver bedins with two Legsions, both of which must start on the assidned Tower Land. The plager
gives one of his Legions his Titan, and the other his Angel. He also receives two of cach of the thee
Tower Creatures (those Creatures listed beneath Tower on the Creatures Chart: Centaurs,
Gardosles and Ogres ); Three Creatures and one Lord must be diven to eac of the plaser’s Legdions.
These initial assignments of Characters are confidential; other pladers need not be told.

GAMETURNS

Gameturns are the basic divisions of Masterplay; bedinning with the Ffirst plaver, they proceed na
clockwise sequence about the table until the dame ends. The plaser whose turn it s is known as the
Mover. Each Gameturn consists of four phases: Commencement, fMovement, Endagdement, En-
liscment. The different activities of these phases are mesnt to take place in their prescribed onder, and
all the activits of a particular phase should be completed before Wdi& to theriext phase. Plavers
who fordet to do somethind should nat be allowed to do it out of Sequence later, except in the case of
an unresolved Endagdement which should be resolved as soon as it is discovered as overdue. Activity
that takes place out of order is invalid, but i another Gameturn has bedun since it occurred, it should
be allowed to stand.

During the Commencement Phase, the tllover may split new Legions from his existind Legionss
this is the only method of brinding more Ledions onto the Masterboard. ( see section 4p FOR THE
MECHANICS OF SPLITTING LEGIONS. )

At the scart of his Movement Phase, the Mover rolls a single die for his Movement Roll; once this
voll is made he may start no more new Legions this Gameturn. During the fMlovement Phase, he
must, if able, move one or more of his Legions as many Lands as the number of the fMovement Roll;
only the Mover’s Ledions may be moved and only the Mover may move them. ¢ see section 7 FOR
THE DETAILS OF MOVING LEGIONS.> [ he cannot move any of tus Ledions, his Gametuwrn immediately ends.

Durind the Endadement Phase, every Endagement that occurred in the precedind Moverment Phase
must be resolved by the complete elimination of at least one of its endaded Legions. 1f more than
one Endadement has occurred, the fMover determines the order of their consideration and vesolution.
Fach Endagement should be considered separately ard must be fully resolved before considering
the next. ( SeEe SECTIOn 9 FOR THE SPECIFICS on ENGAGEMENTS. »

During the Enlistment Phase each of the fMlover’s Legions that was moved inthe Moverment Phase
and was not eliminated in the Engasement Phase may be able to muster a Creature. ( SEE section 17
FOR THE MECHANICS OF MUSTERING CREATURES. )

(Lhen a plager’s Gameturn ends, he should announce that he is throush, so that the next plager knows
to bedin. A player’s Gametusn begdins when e places his first new Legion for that Gameturn or
makes his Movement Roll, whichever is first.

moving LEGIONS

A Fach Legion should be moved individually and must be moved completely before another Legion is

moved. Mo Legfion may be moved more than once per fMovement Phase. A Ledion must be moved
in its entirets; Characters cannot be dropped off or moved Separatels upon the Masterboard. Onls
the Mover’s Legdions may be moved, and the Mover decides which will move in what order. As each
move is made, that Leglon’s Marker should be turned face-down . During his Enlistment Phase the
Mover will flip each Marker back upright as te determines whether or not that Legiion will muster a

Creature.

A Legion may be moved through a Land occupied by another of the (Mover’s Legions, 3
but its move raay Tot end on a Land so occupied. Each Ledion moved must be moved the full
count of the Movement Roll (counting one for each Land as it is entered », unless another

plader’s  Legion is encountered in the moving Legion’s path, in which case its move ends there and
those two Legdions are locked in an Engagdement. Mo further movement is allowed into o across
the Land of an Engadement durind that Gameturn¥* A Leglon that contains Seven Characters
may not be moved. A Legion whose move would end on a Land occupied by another of the Mover’s
Ledions may not make that move. A Ledion whose move would end on the Land of an Engagement
may not make that move. The fMover need never split a Legion to allow it to move.  The Mover
need not move a Legion just to allow another Legdion to move.

ost moves must follow the Signs from Land to adjacent Land according to the count of the fMove-
ment Roll; those moves that need not follow the Sighs are the teleportations, which ave special
moves that can take place only when the Movement Roll is 6 and the Ledion so moved contains
A Lord. ¢ see section &.)

The Sidns are of four types: Blocks, Arches, Arrows, and Triple Arrows. The top of cach Sign
touches the Land toward which it points. The singdle-sumbol Signs ( Blocks, Arches and Arrows )
exist only in pairs pointing in opposite directions. Tne Signs are explained on the followind chart.

r
- siagns EFFECTS ONn MOVEMENT EXAMPLES OF APPLICATION

0 a Block A Ledion whose last move ended on a
:___j'—b‘ Land from which a Block points must

o= bedin its next move in that direction.

® an Arch A Legion whose last move ended on a
-_.dE Land from which an Arch points mas
:—_-_ﬂ_ begdin its next move in that direction.

® an Arrow (@) A Ledion standing on a Tower Land

N begin its next move in the direction
ST AT of any of that Tower’s Arrows.

(b) A Ledion that moves into a Land from
which sindle Arrows point wmay con-
tinue its move in one of those direc-
tions, but it may not backtrack.

@ Triple Arrow @ A Ledion whose last move ended on a

A — -and from which a Triple Arrow points
=/ Rt St Ny may bedin its next move in that direction

unless the Land also contains a Block.

(b

A Ledion that moves into a Land from
which a Triple Arrow points must move
in that direction if its move continues.

Note that Blocks and Arches apply only to a Legion’s initial direction of movement (the first Land
it moves to from its starting point » 5 they have no effect upon Legions passing through Lands which
contain either of these Signs. Arrows and Triple Arrows, as well as Guiding initial directions, also
serve to redulate the execution of a movement after a direction has been initiated.

8. TELEPORTATION

A There are three twpes of teleportation, all of which involve the presence and movement of Lords. Titan
Teleportations and Tower Teleportations take place on the IMasterboard and involve the movement
of Legions; only one Legion can be teleported during a particular Movement Phase.  Summoning
_Anéelsvoccurs durind Battle, when the fMover may teleport an Angel into an Engadement; this
is the sindle method of transferring Characters between existind Legions. < see Section 14
FOR THE MECHANICS OF SUMMONING ANGELS, )

; except Tower Teleportation {(SEE SECTION 8B) 5
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A Legion with one or more Lords that bedins its move in a Tower Land may perform the Tower
Teleportation only when the Movement Roll is 6. From that Tower Land it may be teleported to
any vacant Tower Land, or to any vacant Land up o six Lands distant from the Tower Land it
bedan in, ignoring Signs and enemy Legions (endaged or not ). The Mover must show that
he has a Lord in a Leglion that makes such a move; all plavers must be allowed to see it

The Titan Legfion of a plaer who has attained a score of LOO or more may perform the Titan
Teleportation ; the Mover must show that the Legion contains his Titan. On a Movement Roll
of 6 the Titan Legion may teleport from whatever Land it occupies to anw Land that contains
another plaver’s Legion and endade it in Battle. A Legion teleported by this method may not
stop on a vacant Land; Titan Teleportation must result in an Engadement.

Legions that contain seven Characters may not be teleported (althoudh Angels may certainly
be summoned from such Legions if they conain Angels ).

Teleportations are optional, and Ledions able to teleport may instead be moved normally i at all.

ENGAGEMENTS :

An Engadement involves onlo the plavers and Characters of the two endaded Ledions and
such Characters as can be added during Battle ( see SECTIONS 13 AND 14, REINFORCEMENTS AND
SUMMoninG ANGELS ». The Mover is considered the Attacker; the other plaver is the Defender.
An Endaglement ends when at least one of the endaded Legions is completely eliminated by concession,
adreement or Battle. “

To consider an Engadement, cach plaer completely reveals his endaded Ledion’s Counters, leaving
its Marker on the Land of the Engadement. Counters need rot be revealed until the Endage-
ment is considered (Endagements are considered and resolved individually . Each plager
examines the other’s Ledion, and they must then determine how they will resolve the Endadement.

The Defender may immediately opt to flee; if he suddests an adreement, asks to see the Battle—
board or accepts Battle, he may not then flee. If the Defender flees, his Characters are
automatically and completely eliminated, and the Attacker wins with no losses. The Attacker recewes
only half the Value of the Engagement o his score if the Defender flees ( see section 15 ). The
Attacker may not flee. A Ledion that contains a Lord maw not flee.

Excepr when the Defender Flees, either player may demand that the Battle be plaved out. This makes
Pattle rhe basis of any negdotiated adreement. A nedotiated settlement must be mutually adreed
o by the endagded plavers and wmust include the elimination of at least one of the endaded Legions;
it can include losses to both Legions ( including mutual elimination », but it cannot involve
Characters ot in the endaded Legions. The mechanics of Battle are explained in followind sections.

A concession can occur at ane time that either plaver decides to concede the Endagement except
that once either plaver hes conceded or fled ¢ the Pefender is alwavs entitled to Flee before the
Attacker can concede ) or is alreads eliminated, the other plaser maw not also concede. Con-
ceding a Battle s not the same as conceding the Same (unless the Battle ivolves the con-
ceding plaver’s Titan Legion ). The conceding plaver’s Legion is eliminated; the victors Le-
Jion suffers no further losses. Concessions confer full Value to that Battle’s victor's score.

When an Engadement is decided by the elimination of at least one of the endaded Legions, the
point Values of the losind Legion’s Characters are added to the score of the winning plaver,
who may be able to add an Angel to the winning Legion (see section 16A>.  Characters
eliminated from either Ledion are lost; they are not returned to the caretaker’s stacks nor used
again that game (except Angdels which are returned tothe caretaker and can be veused ). The
Marker of a Ledion that is eliminated is removed from the Masterboard and returned to its
owner, who may reuse it. Those Characters that remain of a winning Legion are returned
o the Land of the Engagement beneath their Marker.

g}
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BATTLE

Battle is fought on the Battleboard of the Terrain of the Land of the Engagement.
Place the proper Battleboand between the endaded plavers so that the wide (bottom) side is
roward the Attacker. The three hexes of the wide side are the Attacker’s; the two hexes on
the narrow side are the Defender’s. The plavers should keep the Characters of the endaded
Legdions face up before them.

Battle is a series of Placement Phases and StrikePhases. Tn a Placement Phase, each
plaver must commit Characters from his endaged Legion to fill as manw of his hexes as possible
¢see secTion 1), Tn a Strike Phase, each plaver maw make one strike with cach of his commiced
Characters (see section 12>, Pattle ends when all the Characters of at least one of the en-
Jaded Ledions are eliminated .

DyFing the Battle, either plaver mas be able to add @ Character tolis endaged Legion.  The
Defender maw be able to muster a Reinforcement (see section 13> and the Attacker may
be able to summon an Angel (see section i ». Mo other Characters can be added to an

Endagement.

PLACEMENT PHASES

During a Placement Phase, both plavers mas commit and shift their Characters upon the
hexes of the Battleboard. Each plaver must commit one Character to each of his assidned
hexes that he is able to fill (Hazavds mav disallow the presence of Characters in a hex;
SEE section 21 ). Once 2 Character is commited to the Battleboard, it cannot be withdrawn;
it vemains until it is eliminated or the Battle ends. Mo hex can contain more than one Character .

A Character can shift to an adjacent hex if that hex is vacant and the Character did not bedin
that Placement Phase adjacent to an enemw Character. The Defender may never shift his
Characters forward into the Attacker’s hexes, but the Attacker maw do so if a vacancy oc-
curs in one of the Defender’s hexes (due to a lack of Characters or forbidden Hazands ). Mo
Character can be shifted more than one hex per Placement Phase, ror mao the Attacker commit
a Character directly to one of the Defender’s hexes unless that Character can flu (has a star
between its Battle-factors ). Certain Hazards restrict shiftind ( consulT THE HAZARDS CHART ).

[t is during the Placement Phase that plavers receive their Reinforcement or summoned Angdel.
The Vefender does first in evers Placement Phase, completing all his activits in it before the
Attacker bedins his. The Attacker goes next, and if he cannot commit further Charackers to
play, he is required to shift,if necessary, to keep at least one Character adjacent to one of the
Defender’s Characters.

STRIKE PHASES

Duringd a Strike Phase, each plaver strikes with all of his Chavacters that began the Strike
Phase on the Battieboard (Characters cannot be shifted or commited durind a Strike Phase )
on a hex adjacent to one or more enems Characters. Even if a Character is slain during
a strike Phase, it must strike, for the slain are not elimina®d until the end of the Strike Phase,
and every Character that can strike must do so, altho it need not bother to strike at the slain.

The Attacker always strikes with his Characters first. The striking plaver decides the order
in which his Characters will strike and at which enemy Characters they will strike. Each Char-
acter can strike but once per Strike Phase; it strikes individually and must complete its strike
before the next Character strikes. Plavers may not strike at their own Characters.

For each Character that strikes, its player must first specify which adjacent opposind Character he is strik-
ind at, and he must then determine the Strike-number of the strike by cross referencing his Character’s
strike-factor with the specified Character’s tardet-factor on the Strike Chart. Strike-factors and tardet-
factors are the respective Characters’ Sill-factors plus or minus the effects of ans Hazards that are
present (CONSULT THE HAZARDS CHART ). The Strike-number of a strike is the minimum number needed on
the dice of the strike to score points of damade on the tardet Character.



® The Power-factor of a Character is the number of dice its plaver rolls when it strikes. Evers die
that equals or exceeds the Strike-number scores one point of damage onthe ravdet Character.
The Power-Factor of a Character is also how many points of damade it can take; when it takes
that manw or more it is slain.

If a strike scores more points of damade than are needed to slay the tardet Chavacter, the extra
points maw be carried over to ancther enemy Character (which must also be adjacent to the strikind

Character ) providing that the striking Character would not have needed a higher Strike-number

ro strike at that Character. Mo damage can be carried over to a Character whose tardet-factor
would cause the Strike-number to be hidher than the striker had determined, even if the num-
bers on the dice would have been high enough to score points of damade at that higher Strike-
number. A plaver may determine to strike at the specified Character with a higher Strike-number
than necessary just so extra points of damade mau be carried over; he must announce this before he

rolls the dice for the strike, otherwise it is assumed that the Strike-number’s determination is based on

the specified Character’s tardet-factor. Carrving points over is optional; the striking plaver
decides whether or not to do so if he can.

P The scorekeeper should keep track of the damage Characters take during Battle, for damase ac-
cumulates and cannot be repaired during Battle. Damade does not impair or diminish a Characters
ability to shift or to strike, and wounds alwavs heal before the next Battle so that everv Battle
bedins with undamaded Characters. Chavacters that ave slain are eliminated; thew do not heal.

& Characters are eliminated at the end of the Strike Phase in which they are slain. Each plaver’s
slain should be stacked to his left of the Battleboard to facilitate scoring at the end of Battle.

13. REINFORCEMENTS
A The Defender mav muster a Kemnforcement on the Placement-Phase that follows the first Stwike
Phase in which one or more of the Attacker’s Characters were slain. To muster a Reinforcement,

the Defender’s Ledion (not counting Characters already slain in the Battle > must be qualified

to muster a Creature from the Terrain of the Endadement Skt section 17y, A Legion can
not muster a Remforcement if it already contains seven Characters (not counting the slaind. TNo Le-
gion may receive more than one Reinforcement per Battle. Only the Defender may receive a Reinforcement.

The Reinforcement Creature is placed face up with the Defender’s other uncommitted Characters, or it
mao be commited to the Battleboard immediately. It must be takenonthe Placement Phase following
the first Strike Phase in which an Attacker’s Character is slain, or it may not be taken during the
Battle. The Defender is not required to muster a Reinforcement.

If the Defender wins the Egadement by adreement or by the Attacker conceding after commiting
Characters to the Battleboard, he is entitled to a Reinforcement, so lond as he is able to muster
one and has not alreadw received one for that Battle. 1 the Attacker concedes before any tactical
play takes place, the Defender mas not muster anw Reinforcerents.

. SUMMONING ANGELS
A The Attacker mas summon an Andel on the Placement Phase following the first Strike Phase
in which one or more of the Defender’s Characters were slain. To summon an Angel, the Attacker
must have an Angel in another of his Legions (that is not also endaded). A Legion cannot summon
an Angel if it alreads contains seven Characters (not counting the slain). o Ledion may surmmon
more than one Andel per Battle, and only one Andel can e summoned during any pacticular En-
dadement Phase.  Only the Attacker maw summon an Andel.

The summoned Angel is placed face up beside the Attacker’s other uncommited Characters, or it
maw be commited to the Battleboard immediatelw. It must be taken on the proper Placement Phase
or it cannot be summoned. The summoned Angel is removed from the Attacker’s other Ledion
and will remain with the Ledion into which it was teleported should it survive the Battle.  The
Attacker is never required to summon an Andel.

€ If the Attacker wins an En by adreement or by the Defender conceding during the play
of the Battle, he is entitled to*summon an Angdel at this time, so long as he has one available and
has not alreads summoned one during that Engagement Phase.

5. SCORING BATTLES
A Battle ends when at loast one of the endagded Legions is completels eliminated by combat or concession,
but the resolution of the Endagement entails other actions as well and is not complete until they have
taken place. The winning plaver may be able to add a Character that he did not add during Dattle

( SEE SECTIONS 13 & 4 ). And the Battle must be scored 5 anw effect due to the increase of the vic—
tor's score goes into effect immediately.

B Engagements are scored by totaling the Values of the Characters of the losing Legion; Characters
lost by the winning Ledion are not counted . Ang Engagdement that results in mutual elimination scores
nothind. Engagdements won by concession or adreement confer the full value of points. Any Endagde -
ment in which the Defender flees is worth only half the fled Ledion’s total Value. The scorekeeper
should keep a separate colurmn for every plaser and must add the Value of an Engagement as it
is won, for it is the plavers’ cumulative scores that matter.

6. ACQUIING ANGELS
A Each time a plader’s score attains some multiple of 100 due to adding the Value of an Engagement, the
plaver may add an Angel tothe Ledlion that won that Engagement. Such an Angel must be added immedi-
ately and only to the winning Lediion, else it cannot be taken. A Legion may not add an Andel if it alveady
contains seven Characters or if there are no Andels available in the caretaker’s stacks. Added Angels are placel
directly into their Legions’ stacks and are immediately available to be summoned elsewhere (see section 14).

B I¢ adding the Value of an Engadement to s Score raises it bewond more than one multiple of 100, the
plaver mas add another Angel for each extra multiple attained, providing that they ave available
and the winning Legion can Fit them in.

7. MUSTERING CREATURES

& 1o muster a Creature a Legion must be eligible to do 50. Ang of the Mover’s Ledions that were moved in
the preceding Movement Phase and have survived the intervening Engadement Phase is eligible to muster a
Creature during the Mover’s Enlistment Phase (see section 6A). A Defender’s Legion is elidible to muster a
Reinforcement on the Placement Phase after the first Strike Phase in which an enemy Character is slain < see
section 13 ). A Defender’ Legion that wins an Engadement and did not receive Reinforcement durind Battle
is elidible to muster a Creature (see secuon 13). Tn no other instance is a Legion elidible to muster a Crea-
ture, and no Legion may ever muster more than one Creature per Gameturn.

B The Creatures Charts in the corners of the fMasterboard list what tupes of Creatures are available in
the various Terrains. Creatures are listed beneath the Terraing according to their Values, with the smaller
Creatures listed first ; the numbers in parentheses are the Creatures’ Battie-factors. The numbers to the
oft are how many a Legiion must have of that tupe of Creature to muster one of the next size larder in that Terrain.

€ To muster a Creature an eligible Legion must be qualified todoso; it must contain Some Creature listed be-
neath the Terrain of the Land on which it stands, unless it stands on a Tower Land. Any elidible Ledion on a
Tower Land mao muster any of the Tower Creatures, redardless of what Creatures it contains. In any
other Terrain,a Legion is qualified to muster a Creature identical to one that it alreads contains; its plaver
must show so that eversone can see that the Legfion contains such a Creatuve. For example, a Legion with an
Ogire could muster an Ogre from a Marsh Land, or if it had a Teoll it could take a Troll instead. If a
Legion contains as many as the aumber listed to the left of a Creature beneath the Terrain in which it stands
it is qualified ro muster the next larder Creature listed under that Terrain; its plaver must show all the
necessary Creatures. For example, a Ledion in the Marsh would need to show two Ogres to muster
a Troll; a Legdion in the Mountains would need to show two Lions to muster a Minotaur. However,
Lions are not sufficient to muster a Dragon. The Legion must contain at least three Minotaurs to be
qualified to advance to a Dragon.
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® 1o Legion can muster a Creature not listed beneath the Terrain in which that Legion stands.
Mo Creature canbe mustered by a Ledion which already contains seven Characters.

When one of the caretaker’s Creature stacks has been ehausted, a Legion which would otherwise have
been able to muster such a Creature may instead muster a smaller Creature which it does not already
contain, but onlg from a Terrain in which the (arger Creature is found; the larger (exhausted) Creature
must be shown. If none of the smaller Creatures of a Terrain are available either, no Creature maw
ke mustered from that Terrain.

18. TITANS

A o : k " — .
Titans represent their plavers in the dame, for when they die, the plaver is eliminated; their presence
on the Masterboard enables their plavers to move Legions and muster Creatures and fight Battles
and remain in Masterplay. Titans cannot be replaced nor additional ones Jained.

If a plavers Titan is slain in Battle, it waits until the end of the Strike Phase to be eliminated just
like other Characters. When it is eliminated, so is its plager. All of that plaver’s Ledions are re-
moved from the Masterboard; their Characters are set with the slain after their Values are tallied,
and their Markers are diven to the plaver who slew their Titan to use as his own. Ang of the eliminated
plaver’s Legions that were involved in Engdagements when their plaver’s Titan was slain are elim-
inated from those Engagements without any further consideration of Battle. The Value of the Battle
in which the Titan was slain is added onto the score of the plager who slew the Titan «f that plaver
won the Battle ---if his Legion was not eliminated on the same Strike Phase as the Titan). All of
the eliminated plaver’s other Legions are totaled and are also added onto the score after the above
wentioned Battle is added, but unlike the Battle’s score, their points do not earn Aagels at every
multiple of 1003 they merely increase the strendth of the slasing plaser’s Titan.

For each 100 points that a plader accumulates, his Titan increases its Power-Factor by 1.
Titans bedin the dame with a Power-Factor of ©, so a plaver with 327 or 398 points would
have a Titan with a Power-Factor of 9 because the increases come at each multiple of 100 and at
those scores he would have attained only three multiples. When a plager attains 40O points (and his
Titan becomes a 10-4) his Titan may perform the Titan Teleportation with its Ledion (see secrion
80> and he may beckon the Reckoning (see section 19 ).

19. THE RECRONING

A The Reckoning is a special form of Battle that may occur late in the game. One plager must beckon
the Reckoning; this Beckoner must face the combined might of every other plaver upon the Reck—
oningboard. [f the Beckoner can slav all of every other plaver’s Characters, he is the winner, unless
his Titan is also slain and then the game is a draw. If the Beckoner is eliminated, the other plagers
who remain continue Masterplay, (ess those of their Characters that they lost in the Reckoning.

Ang plaver who has attained 400 points mao beckon the Reckoning at the end of ang of his Gameturns
in which he has won at least one Engadement (includind the same Gameturn in which he attains 400 points),

A Reckoning occurs automaticalls at the end of the Gameturn in which the fourth tope of Creature
is mustered out of the caretaker's stacks <so that four types of Creatures are no londer available ).
The plager who musters the last Creature of that fourth tupe must assume the roll of the Beckoner
in the Reckoning that must follow. If the Beckoner is defeated, there comes a similar Reckonng as
each subseqent tupe of Creature is exhausted.

The Reckoningboard should be placed before the Beckoner with its wide side toward him.  The Beck-
oner removes all of his Legions and their Markers from the Masterboard and sets them between
himself and the Reckoningboard. Fach of the Pefenders removes one of his own Ledions from the
Masterboard (leaving its Marker ) ; such Legions are committed to the Reckoning and remain to
its or their own end. Legions ace not revealed for a Reckoning, except as their Characters are com-
mitted to the Reckoningboard.

The hexes alond the Beckoner’s side are numbered to sidnify which hexes the Beckoner may occupy
dependind upon how mang Pefenders are attending the Reckoning; he occupies those hexes numbered
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as low or lower than the number of Defenders. The Defenders are each assidned one hex according o
their scores ; the Defender with the highest score occupies the rightmost hex of the Defenders’
side and in the descending, order of the scores the assignments pass leftward. Hexes tot assidnel at
at the bedinning of a Reckoning are forbidden for the duration of the Keckonmg all those
hexes assigned o the Beckoner and the Defenders remain available for plag for the dura-
tion of the Reckoning.

The Reckoning, is plased much like redular Battle except that there maw be more than one
Defender. The Beckoner acts as the Attacker, striking first and placing last. To speed strikind,
both the Beckoner and the Defenders must strike from right to left along their lines.
Defenders may not strike at other Defender’s Characters. A Defender can commit a Char-
acter to the Reckoningboard on only his own assigned hex, but Defenders may permit
other Defenders to shift into their assigned hexes; Defenders maw not shift Characters
into the Beckoner’s hexes. The Beckoner may shift Characters tovacant hexes on the
Defenders’ side.

When the last Character of a Defender’s commited Ledion is slain, the Defender removes
its Marker from the Masterboard and he must then commit another of his Legions to the
Reckoning. This procedure continues until the Beckoner’s Titan or the Defender’s own
Titan is eliminated. When a Defender’s Titan is eliminated during a Reckoning, ang Char-
acters or Legions that remain to him are likewise eliminated. When the Beckoner’s Titan is
eliminated, the Reckoning ends and thie Defenders return those Counters that remain of their
committed Ledions to the Masterboard and resume Masterplay on the Gameturn of the
Defender who slew the Beckoner’s Titan (he also receives the Beckoner’s set of Legion Mar-
Kers to use as his own Y. ¥ only one Defender remains after a Reckoning, he has won. [lo
points are ever scored for a Reckoning.

20 GAME ETIQUETTE

All plas is expected to be honest and should be kept friendly even thoudh it may det serous. The
caretaker should be particularly careful to keep his Ledions separate from the stacks of Characters he
must pass out, and he should keep these stacks neat. Any plaver is allowed t count ang of the
caretaker’s stacks, except during his own Gameturn. The caretaker should make sure that every
Character he hands out is properly due the Ledion to which it is diven.

The scorekeeper should maintain legible, accurate records, which must be kept openly sothat at ans
time any plager mag see evers plaver's score. The scorekeeper should announce ang time a plaser’s
score attains a multiple of 100 points. When keeping track of damade taken during Battle the score-
keeper should let both engaged plasers know how much ans of the committed Characters is damaded and
fie should announce when Characters are slain.

A die that rolls off the table, lands more than slightly cocked, or Joes in a dlass or ash tras  should be
rerolled.  Anotime 4 plager rolls too many dice he should reroll that specific roll with the correct number
of dice.

A plager cannot concede the dame except on his own Gameturn or while his Tikan’s Ledion is involved
in an Endagement. I he concedes on his own Gameturn, all of his Legions are eliminated; his Characters
are set aside with the slain, and no plaver receives any score for such a concession. If he concedes while
his Titan’s Ledion is engaded {even on his own Gameturn) his Titan is considered as slain in Battle and
scored accordindle <see secmon 1883, A plader who must quit the dame should concede rather than
committing suicide on another plaser’s Legion, altho that remains his option.

In the event that plagers must stop the dame before it is decided, a victor can be determined by adding
each plager’s score to the ttal Value of all his remainind Ledions. Fach Legion should be revealed as it is
counted. The plaver with the highest drand total is the winner. Tf, instead, the game is to be postponed,
each plager should reveal each of his Legions as the scorekeeper records its contents and Land number.



2. HAZARDS CHART

HAZARDS
(Cwhere found)

SLOPES

(Hills,
Mountains )

BOGS

(Marsh,
Swamp)

CUFFS

( Mountains)

BRAMBLE

(Brush,
Jungle )

PUNES
( Desert)

DRIFTS

( Tundra)

WALLS

( Towers )

TREES

(Woods,
Swamp,
Jungdle,
Hills )

DEPICTIONS

&)
&
&,
&)

EFFECTS

Ogres, Lions, Minotaurs and
Dragons add a die to their roll
when striking down Slopes. All
other Characters lose one point
from their strike-factors when
striking up Slopes.

Only Ogres, Trolls and Wuverns
mav enter; all other Characters
ave forbidden.

non-flwing Characters cannot shift
across a Cliff. No Characters can
strike across a Clif§, for thew are
ot considered adjacent.

Gardowles, Cuclopes and Behemoths
add a tardet-factor if struck at while
in Bramble, except when struck at by
A or Behiemoths;
all other Characters lose a strike-
factor when striking from Bramble.

Lions and Wuverns add a strike-factor
when striking down a Pune; only
Lions and flvind Characters may
shit up a Dune.

All Characters except Trolls, Warbears
and Giants take one_point of damade

during each Strike Phase they spend
in a Drift hex.

Only fluing Characters may shift up
Walls; all Characters lose a strike-
factor when strikind up Walls; all

Characters add a strike-factor when
striking down (Walls.

Forbidden to all Characters.

Bods, Bramble, Drifts and Trees are contained within their repective hexes. Cliffs, Dunes,
Slopes and Walls \ie on the borders of hexes; their top sides are indicated by solid lines; such
Hazards only affect shiftind and striking across their respective hexsides rather than in ans
fiex they touch as a whole.
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22. PreFace

A.  BATTLEIANDS or TWETAN expands the
of ETARN with more monsters and larger
tactical displays which allow maneuver and range fire.
This includes 126 new Character counters
and 11 tielands, new charts and these rules.
These rules presume knowledge of the Law of Titan
and make numerous references to that work; this
work amends the Law for the purpose of utilizing
these new components and improving the game.

B.  The 120 counters add Arch , Warlocks,
Guardians, Rangers,
Hydrae, Serpents and Colossi to the game. The
llﬂstaﬂmddescriba their relations to the Terrains
and the elder Characters. The Masterchart super-
sedes the Creature Chart printed on'the Masterboand;
note that there ore changes as well as additions.

C.  The Battlelands the Battleboards as

the arenas of combat. Each Battleland depicts one
of the Tervains of the Masterboard with 27 hexes
containing certain of a variety of Hazards ; these are
s&nilarb%ﬂa;pndsofﬂwmrdswm
additional effects regarding movement and -

fire. wmﬁmwimae&mm usemt?:z

Hazards Chart included in this supplement.

b

23. NEW MOVES

A.  Becouse the first move can be crucial in a multi-
player game and becouse it is disheartening to begin any
game on a bad note, players are henceforth allowed a
Mulligan. ¥ a player disfikes his first movement roll he
may roll again, but the second roll is then binding. Play-
ers may do this only on their very first Gameturn.

, Griffons, Unicorns,

[ANDS

B.  To enable Legions to make better use of the bigger
Characters now available to them, a Legion with seven
Characters may be moved or teleported as any other Le—
gion (see Sections 7 & 8). et seven Characters is
still the limit for Legions; a Legion may never add an
eighth Character.

B

24. NEW CHOACTERS

A, Drchangels are Lords ; they are acquired when
players’ scores attain multiples of 500. The acquisition
of an Drchangel is in the stead of an Angel, not in ad-

“dition to it. IF no Archangel is available from the care-

taker’s stacks, the player may tale an Angel. (The
mechanics of acquisition are explained in Section 16.)
Lile Ongels, Bechangels may be summoned into Battle

(See Section 14), and climinated Archangels are re-

turned to the caretalier’s stacks. Orchangels may per—
form Tower Tedeportation (See Section 8B).

B. Warlocks and Guandians are Demilords; when
they are climinated they are returned to the caretaler's
stacks. Both are mustered from the Tower Lands of the
Masterboard :  a Guardian requires that a Legion con-
foinsthmofasingk of)mwwm
Centaurs, Gargoyles, 3 a Warlocl: can only be
obtained by a Legion with a Titan in it. Dmul:"z
are lilie Creatures in every other respect except for the
Warlock's rangestrilie (see Section 27E).

C.  Griffons replace Wyverns as the creature type
beyond Lions in the Oesert 5 Wywerns con now be obtoined
in the only. The other new Creatures now top out
the various Tervains (other than Towers). Their habitat
Terrains and their relationships to the elder Creatures
are described on the Masterchart.

D.  EXpanpep CHARACTERS CHART

CHARACTER BATTLE- FACTORS  RANGE VALUE NUWmBER
TYPE \m-suiuw STRENGTH (pts) AVAABLE
Centaurs. ... 3ol -—ereean 12 ol
Gargoyles............ L#3... = R ||
Ogres...... . &2 ... - I O
Lions.... ............ 523... - 0 TR
Tolls................ 8=2......... - - S N 1
Cyclopes............. [ Lo/ R, =8 I18........27
Rangers..... Ll ) il 16........ 2%
Minotayrs.......... Lely ... D 16......... 21
Warbears..... 6-3........ LT 8. 24
........... 6%x3........3........18... 2%
Griffons............ 5%4 L P 2... 21
Wyverns............. T3 o SRR 7 4 TR A
Unicoms............8=4. ... . - 5. SN 12
Behemoths...... .. 8=3. ... - = e W......... 18
Dragons...... OR3......... ... .:7 AR i8
Glants............... Tole......... Bocsoiviies .. S 18
Hudrae..... 0-3....... 3%2......300iien 9
Serpents...........16=2 ...... - £ 9
Colossi............... 04 . ... = 40... ... 9
*Demilorgds:
Warlocks........... 54 ... 2 2....... 6
Guardians. .. ......10%2.... - . TR 3
°Logps:
Bagts. ..o Ox4........ - e %...... 18
Acchangels........ . 8%4 . . .- .32 ... 8
Titans_............ R84 . .~-......97.....86

25. BATNE Ol THE BATTLELANDS

A.  When utilizing the Battlelands for a game, the
Battleboards are never used. Battle is fought on the
Battleland of the Termin of the Engagement. Each
Battleland is marled with the name of its Tervain; this

walled aces in liew of the Defender’s First
Maneuver Phase; note that such Characters are not

moved on From the name-side, they are deployed
directly into the walled area and may make no moves
oukos,ﬂxdmbzfomthcmnwr'ssecmdﬂhm—
wer Phase. The name-side is considered the Uefender’s
entry side for purposes of Renforcement.

C.  Battle on the Battlelands involves a series of
TManeuver Phases and Strilie Phases. In a Tlaneu-
ver Phase one of the engaged tmoves his
Characters (see Section 20); players alternate MTan-
euver Phases. After every Maneuver Phase is a Strike
Phase dunn%uﬂwhbothphyeﬁ m:.;aastﬁke (see Sec-
tions 12 & 27); the whose Maneuver Phase
preceded the Strike ought strike with his Chac-
acters first.

D.  Battle begins with the Defender’s First Man~
euver Phase; any Characters of his Legion that are
not moved onto the Duttleland during this Phase are
consideved eliminated and may not be brought on
later ( likewise for the Attacker on his first Maneuver
Prase). Chamcters diminated in this maaner are elig-
able to be counted toward the Engagement’s Value
(see Section 15).

€. A turn record track is provided at the bottom
of every Battleland. The Defender should place a

blank chit from the TITAN gameset on the first turn
box prior to his first Mancuver Phase, and before
each of his subsequent aneuver Phases he should
advance the chit. If the Battle has not ended before
the Defender’s eighth Maneuver Phase the remaining
Characters of the Attacker’s Legion are eliminated,
and whatever is left of the Defender’s Legion is ve-

turned o the Masterboard . This is a Hme-loss; the
Defender reccives no points for victory by time-10ss.

f.  Battle ends when all the Characters of at least
one of the Legions is eliminated. Remember
that Characters slain during a Strille Phase are not
climinated until the end of that Stike Phase.

<«

26.  MANEUVER PHASES

A.  During a Maneuver Phase enly one player may mow
his Chamcters; he may never move his opponent’s Char-
acters. He may move as faw or as many of his Charac-
ters as he wishes. If he mowes any of his Characters
he must move them one at a time, and he must com-

plete each one’s move before beginning the next one’s

move, for a Character cannot be moved more than once
per Maneuver Phase.

B. A Character can be moved a maximum of a5 many
hexes as its Skill-factor, subject to the of other
Characters or of Hazards. It need not be moved its full
count; it cansiot be moved more.



C. Aay two opposing Characters occupying adja-
cent hexes™® at the start of any Phase are considered
to be in contact with each other. A Character that be-
gins its Maneuver Phase in contact with one or more
enemy Characters cannot be moved. A Character
moving through hex or hexes adjacent to enemy
Charactess) is not in contact with them and need not
end its move on such hexes. A non-flying Character
canrot enter @ hex that contains another Chavacter.
A flying Character cannot end its move on a hex oc-
cupied by another Character. A flying Character
may be moved across hexes that contain other Char-
acters, and once in flight it's move is uneffected
by Hagards it passes. A flying Character clways
londs at the end of its move. While it cannot end its
move on a hex of a Hazand that forbids its entry,
any Hazard it does lond on has no effect on its move.
When a flying Character begins its (Tlaneuver Phase
in @ hex that contains a Hazard which slows the Chas-
acter, that hex is counted as the First hex of the Char
acter’s move. A non-Fluing Character may be slowed
by a Hazard only when that Hazand is contained by or
connected to the hex that the Character is moving into-
A Hazard causes its hex to be counted as two hexes
by the Characters it slows, and if the Chamcter
laclis two hexes left to its move it cannot enter such
a hex. Characters cannot straddle hexes, nor may
uaspent moves be credited forward to the next
Maneuver Phase.

0. When entering the Battleland, the first hex a
Character moves into must lie along the corvect side
of entry; this hex is the first count against the Char
acter’s maximum move for that Phase. Characters
cannot be moved off the Battlelond.

27.  RANGESTRIING

A.  The basic mechanics of striking remain the
same as on the Battleboands (see Section 12), ex-
cept that the player whose Manewver Phase preceded
the Strilie Phase strilies with his Characters fiest and
is entitled to employ rangestriling; the other player
may not employ rangestriking in that Strile Prase. A
rangestrilie is a special strike directed against a spec-
ific, non-adjacent enemy Character; rangestrikes
cannot carnyover damage to other Characters.

B Only Rangers, Minotaurs, Gorgons, War-
locks, Dragons, Giants and Hydrae may make
rangestrikes. The range-strength (listed in 24 D) is
the number of dice thrown when rangestriking. Range-
strikes cannot be made against Characters in contact
with the mngestriker, for Characters in contact with
the enemy may not malte rangestrikes.

* ot separated by a Clff

C.  The distance of a rangestrike counts the
rangestriker's hex, each intervening hex and the
target Character’s hex; the distance of a mangestrike
canniot exceed the rangestrilier’s Skill-factor. Range-
strikes traveling a distance of 2 or 3 strike with the
rangestriker’s normal Strike-foctor; rangestriles
traveling a distance of four lose a Strile-factor.

D. A rangestrilie must trace the most direct path
possible from the rangestrilier’s hex to the target
hex, passing through specific intevening hexes
rather than between hoxes. The diagram shows the
possible paths that rangestrikes may take. ¥ any of
the intervening hexes is blocked the rangestrike is
not allowed. Mote that there are two paths to hex E.
If either of these is blocked the rangestrike must
poss through the other to reach hex E. 1€ both are
Hocked the rangestrike is not allowed. Hex 1isthe

rangestriker’s hex. The paths depicted are exemplosy.

When unimpeded, a rangestrile can be targeted to any
i by one of the examples below. The
approximate hujectories; the dotted lines
show clearly the hexes CrosSed by such tmjectories.
The numbers count the rangestrile’s distance.

€. A Hydra has theee heads. Each head has a
2-strength rangestrike. During the appropriate
Strike Phase each of a Hydra’s heads may mnge-
strike independently at the same or different targets.
Only a Hydra may selit up its rongestrike. A conven-
tional strike can never be split by intent.

7 Lords are immune to rangestili an
Creature. Warlocks are the only Q\amct“?rsb%blcgb
rangestrike Lords. The rangestrilie of a Warlock is
never blocked or affected by the presence of Hazards
or Characters. Mo Character’s target-factor can
ever increase against the rangestrike of a Warlock.
A Warlock’s rangestrilie loses no Strike-factor when
extending a distance of four. A Warlocdk’s move-
mient and striking are subject to normal effects of
Hazards. Mot even Warlocks can rangestrike when
in contact with the enemy.

A

28.  SUMMOMNG AND REMNFORCING

A.  The Attacker may summon an Bngel (or
Archangel) as described in the Law of Titan (see

Section W) with these changes. The Bngel is sum- .

moned on the Attacker’s Maneuver Phase after the
first of the Defender’s Characters is slain; if not
summoned at that time, it cannot be brought on
later. It must be moved onto the Battleland duving
that [hase, entering from the Attacker’s initial
entry side (see‘26“g. I€ the Attaclier wins with-
out summoning an Angel or Brchangel , he may
yet do 50 in keeping with previously set forth condi-
tious,

B.  The Defender may muster a Reinforcement
on his fourth Maneuver Phase, - regardless of

k.
whether or not of the Attacker's Qm}ucm-s
have been slain. rules on Reinforcements
apply (see Section 13). The Reinforcement must
move onto the Battleland during that fourth (Maneu-
ver Phase or it cannot be taken during the Battle, al-

if the Defender wins, he may yet muster one
if ale. Reinforcements enter the Biﬁdaxdﬁm
the Defender’s side of entry.

29. ENDING THE RECKONING

When using the Battlelands supplement, completely
disregard Section 19 and any other rules relating
to the Reckoning. As a mechanism designed to
limit game-time, the Reckoning is inappropriate for
games between experienced plagers who effective-
}Ppursu the game’s resolution. Battlelands
e‘:lﬂm (-'ollzt;s“ a natural evolution towards an

-game inated by Dra , Giants, Hydrae,
Colossi and double-d?;it ﬁm. The m:‘tut{dning
tends to end the game before it climaxes. Played
with the Battlelands supplement, TITAN con last
Six or more hours, although it may end as sud-
denly as in the original game. Players intev-
ested in presaving the Reckoning should use the
Recloningboard supplied with TITAN, but unless
this is the concensus before the game begins, it
should be assumed that beckoning the Reckoning
is disallowed in Battlelands TITAN.

DESIGNED AND MANUFACTURED BY
JASON mcm.usrkg)r}g SA‘HO DAVID TRAPIER
C

b

Erratum:

section 24B refers to Guardians being obtainable for 3 of the lesser

Tower Creatures; in actuality, a Guardian can be obtained by a
Legion with 3 of any single type of Creature, or that already has

a Guardian.

Note that Warlocks cannot muster other Warlocks.

¥These counters were screened with oil base ink that will not smear,*



