
tAn kApP

Tan Kapp may attack twice per turn. Using Time points and his
Speed, he can only move a distance of 3 per turn.
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MeR ChAnT

In the Scrap Obtaining phase, gain 1 additional . Mer Chant has
only 8 .
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sUp pOrT

Sup Port adds 1 and +1 to the dice result to any friendly
attacking unit in a distance of 1.
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If Snipp Erd is locaded on a spot at least 1 higher that his target,
he can attack the target within his line of sight even further
then the length of the Cobra. This special attack is successful on
5 or 6 on the dice. The number is not altered by or the high
ground difference, only by effects altering the dice result itself.
If it is possible to attack normally, he can choose to do so.

SnIpP ErD

10

9

8

7

6

4

5

3

2

1

24
cm

/9
.5

in
ch

(e
ith

er
cu

tt
hi
s
ou

ta
nd

us
e
as

C
ob

ra
or

cu
ta

pi
ec

e
of

st
rin

g
an

d
pa

in
ti
ta

cc
or
di
ng

to
th
is
w
ith

a
m
ar
ke

r).

Print with <actual size> option on | you need to get meeples for units, tokens for Scrape and Health/Mantra counters



Every time Herr Ballistor mines Scrap, put one token on this
card, there can be 2 at maximum. In the movement phase, Herr
Ballistor can discard one of them to choose one of the following
effects to affect him or a unit at a maximal distance of 1:
– For the next attack, this unit gets +2
– +2 to the die roll result for the next attack
– The units heals 2 (not surpassing the initial health)
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Herr ballistor

Pamelle Eerie can attack only when at the distance of 1. She
automaticaly succeeds. The attack does not cost any . She
attacks during the Movement phase – if she has enough Time and
Speed points, she can move before and after her attack. She can
only be given 2 Skill points to at the beginning.
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pAmElLe eErIe

rAsPe eDdIe

Rasp Eddie attacks in the Movement phase. He can thus move
before and after the attack (if he has enough of TIme or Speed
point to spare).
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In the movement phase, Agnes can try to hit any (even friendly)
unit as she would do while attacking, but she does not pay
and the unit loses no . If successful, she pulls the unit towards
herself for a distance of 2. The unit does not lose while falling
(as opposed to the Kypp Usher’s ability). In the attack phase she
attacks normally.

aGnEs pOuLlAiN
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Get standard six-sided die and one other D6 which you change to only have faces with 3, 4 and 5 pips
(or use an app or this link: https://rollthedice.online/en/dice/d3-5). Download rulebook here.

https://rollthedice.online/en/dice/d3-5
https://ccec6513-1199-4ee8-90fa-4ceaa2ad6341.usrfiles.com/ugd/ccec65_2a3a593fa3b442a18a96e55fb9c7e628.pdf


Turn
phases

1.Scrapsobtaining–takeone
.

2.DieofTimeroll–RolltheDieofTime.Theresult
istheTimeyoucanuseinthenextphase.

3.Movement–Youcanmoveanynumberofunitsby
theamountoftheir

.Moreoveryoucandividethe
pointsfrom

theDiceofTimeatwill.Anytimeduring
thisphaseyoucantransferunusedpointsfrom

the
DiceofTime(notunits’speed)to

.
4.Combat–Youcanpay2

toattackenemyunitsonce
byeachofyourunits.Youneedtorollmorethanis
thedistanceMINUSheigthdifferenceMINUS

.Thehit
unitloses

accordingtothe
oftheattacker.If

anyunitiskilled,theattackergainsone
toany

ability.
5.Miningphase–Ifthereisanyofyourunitsatthe
Scrapsdeposit,turnthedeposittokenandgain
one

foreachdepositoccupiedbyyou.
ATANYPHASEyoucanactivateanArtifactforchosen
valueorbuyoneof5random

unusedonesfor5
.

Gam
e
set-up

1.Buildthemap.MeasuretheobjectswithCobra–the
heigthoftheobjectistheCobravalueroundedup.A
mapfortwoplayersshouldbeatleast2,5Cobras
longinthelongestaxis,addatleasthalfofCobra’s
lengthforeachadditionalplayer.

2.PlaceScrapdepositsandturnthem
sothatallthe

redcornersarefacingonecertainpointofthemap.
Thesum

ofthedeposits’valueshouldbeatleast20
fortwoplayers,addatleast10peradditionplayer.

3.Chooseyourteam
of4unitsand2artifactsin

followingorder:
Twoplayers:1-2-2-1;2-1-1-2;artifacts2-1-1-2;
Threeplayers:1-2-3-3-2-1;3-1-2-2-1-3;artifacts
2-3-1-1-3-2
Fourplayers:1-2-3-4-4-3-2-1;3-4-1-2-2-1-4-3;
artifacts4-1-2-3-3-2-1-4

4.Assign12Skillpointssothateachunithasatleast2.
5.Placeyourunitsindistanceof3from

Scrapdeposit.

Useinthemovementphase.8
:Anyunitfrom

theowner’steam
diesandallunitsinthedistanceof2suffer7

.
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Theunitregainslost
.The

cannotsurpasstheinitialamount
thisway.
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