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Concepts

Don't Be Defeated By A Friend (DBD) is a small figure count 
skirmish game inspired by “magical high school” action 
anime and games such as Persona, Trails of Cold Steel and 
similar. Players customise a group of 4-6 heroic students 
and, optionally,  a teacher or mentor. In genre style, adults 
will never lead a party – they are there to support.

Essential Equipment

• Two forces of at least four miniatures
• A gaming area with a large amount of (typically 

urban) scenery, although fantastical locales are 
equally viable

• A tape measure or ruler, preferably one for 
each player

• Several 12-sided dice (d12)

Models and Scale

DBD is designed around 28-32mm miniatures, although it 
could be scaled up or down to 56mm or 15mm, for 
example. Figures are individually based and bases should 
clearly mark 180 degree vision arcs.

Statistics

While a more detailed description of figure statistics will 
come in the rules governing game mechanics, the 
following is a basic explanation of the core statistics each 
figure has:

• ME: Melee proficiency
• RA: Ranged combat proficiency
• CA: Spellcasting ability
• DF: Defence
• HP: Hit Points
• FR: Friendship

Figures will also have a Club, a Level, and potentially 
Equipment, Skills and Spells. Together these aspects 
define the figure's current abilities and potential 
progression in campaign games.

Core Mechanics

The Dice Roll

Statistics in DBD are either Active or Passive. Active 
statistics range between 0 (no aptitude whatsoever) and 5 
(a master), and serve as a modifier to dice rolls. Passive 
statistics track health and defence.

No Active Statistic may exceed 5 or go below 0, 
regardless of modifiers. A figure's DF may not 
exceed 16.

A basic dice roll involves the active player rolling a number 
of d12 and adding the appropriate Active Statistic to it, 
then comparing the result to a target number.

The amount by which the dice roll beats the target 
number is called the Success Rating. Higher Success 
Ratings are generally good – hits do more damage, 
additional progress is made towards objectives and so on.

Example: Hank, a bully, takes a swing with his baseball bat 
at Jojo, a student. He has a ME of 3, while Jojo has a DF of 
12. As a result, Hank needs to roll a 9 or more to hit his 
target.

Rounding, Measuring &c

• If it is necessary to divide a number, round all 
fractions down.

• Measurements should be mutually agreed upon – 
for example the decision whether to measure 
from edge to edge or centre to centre.

Line of Sight

As it is likely this game will be played with diverse and 
creative miniatures, a certain level of abstraction is 
needed. All figures, unless a specific rule states otherwise, 
are assumed to be represented by a cylindrical silhouette 
1.5” tall and as wide as their base, with a 180 degree field 
of vision facing forward and marked on the base.

For this reason it is important players are consistent 
regarding basing within their forces. It is recommended 
that 20mm or 25mm  round or hexagonal bases be used.

Line of sight is considered partially obscured if more than 
25% of a model's silhouette is out of view, significantly 
obscured if more than 50% is out of view and completely 
obscured if it cannot be seen at all.

• Clear Line of Sight: 75-100% of target visible
• Partially Obscured: 50-75% of target visible
• Significantly Obscured: 0-50% of target visible
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The Turn

Activations & Initiative

Each turn both players roll for Initiative, which 
determines who will activate the first figure. The Initiative 
roll is 1d12, with the highest total winning.

The player who has the fewest figures active gains a +1 
bonus to this roll. (Active figures are those which are not 
dead or unconscious).

• Initiative Roll: 1d12, +1 if the player has the 
fewest active figures.

Players then alternate activating figures. If one side has 
more figures remaining than the other, then they activate 
all remaining figures at the end of the turn.

Actions

When a figure activates it gains two actions to spend. 
These may be spent doing the following:

• Move (see Movement)
• Attack (see Attack Rolls)
• Magic (see Spellcasting)
• Other Actions (see Other Actions)

Ordinarily there is no restriction on repeating an action; a 
figure may attack twice, for example. However, some 
Equipment may place restrictions on this.

Movement

Basic Movement

Assuming the game is played at 28-32mm scale on a 3' 
square board, one Movement action generates 5” of 
movement. Players wishing to use figures of a different 
scale should decide how to adjust movement, although as 
a rule of thumb distances should be converted to 
centimetres for play at 10 or 15mm scale.

A figure may run, paying two actions to do so, and the 
total distance moved is 7.5”.

A figure may dash, paying two actions to do so, and the 
total distance moved is 10” although it must move in a 
straight line.

• Move: Move a figure 5” (1 Action)
• Run: Move a figure 7.5” (2 Actions)
• Dash: Move a figure 10” in a straight line 

(2 Actions)

Difficult Terrain

Difficult Terrain should be identified by the players before 
the game begins, and takes two forms.

Rough Ground represents uneven, broken, wet or 
overgrown terrain that is difficult to move through quickly.
Figures may not run or dash over Rough Ground.

Obstacles represent barricades, broken furniture, or other 
minor obstructions to movement. In general a piece of 
terrain up to half the size of a figure and less than 0.5” 
wide should be considered an obstacle. Figures must pay 
2” of movement to cross an obstacle, but may do so while 
Running or Dashing (to represent vaulting over or sliding 
under)

A student may attempt to climb a vertical surface if they 
begin their activation in base contact with it, spending two
actions to climb 5”.

The Charge

A Charge is a special kind of Run move that ends with the 
active figure in base contact with an opposing figure. The 
charging figure may immediately make an Attack in 
melee against the target, without paying an action.

To perform a charge, the active player declares the target 
of the move, and then measures to see if they are within 
7.5” and in line of sight. If the target is out of range, the 
charging figure must still move at least 5” towards it, but 
may move the remaining 2.5” in any direction except 
directly back towards its starting point.

A figure may not ordinarily charge as part of a Dash. It is 
assumed that they are focusing entirely on moving very 
fast, and not on preparing to attack.

If any non-charge movement would bring a figure into 
base contact with an enemy, it may only spend its 
remaining actions to Attack.

If a figure has a weapon granting it Reach, it is 
considered to have successfully charged if it can legally 
attack the target after completing its movement.

• Charge: Measure to see if the target is within 7.5”.
• If Successful: Move into base-to-base contact.
• If Unsuccessful: Move 5” towards the target, and 

2.5” in any direction except directly away.



Jumping & Falling

While vaulting over low obstacles is included within the 
rules for difficult terrain, sometimes a figure will want to 
jump over or off of a larger piece of terrain. In this case a 
Jump or Drop check is needed. To make this check, the 
player rolls 1d12 and must exceed the distance being 
jumped or fallen. If they fail, the figure suffers 1HP 
damage for each point failed by, and loses any unspent 
actions.

Figures that are Running gain +1 to the check, while 
figures that are Dashing gain +2.

Attack Rolls

When a figure makes an Attack action it must make a roll 
using its RA or ME stat against the target's DF.

All attack rolls are modified by the following effects:

• Target is Partially Obscured: +1 DF
• Target is Significantly Obscured: +2 DF
• Attacker is in target's Rear Arc: -2DF

Ranged Combat

Ranged attacks have a Range specified by the Equipment 
being used to perform the attack. If the attacker does not 
have a piece of Equipment capable of performing ranged 
attacks they may make an attack  at 10” range to 
represent throwing a heavy object, shooting a small magic
missile or using a small sidearm. The target receives +2DF 
against this attack.

If the firer remains stationary, the target is at -1DF (to 
represent the firer aiming carefully).

Ranged attack rolls thus have the following additional 
modifiers possible:

• No Ranged Weapon: +2DF
• Attacker Did Not Move: -1DF
• Target in Melee: +3DF

Melee Combat

Melee attacks can ordinarily only be used against targets 
in base-to-base contact. If a figure does not have a Melee 
weapon, their target receives +2DF.

The impetus of a Charge may allow for a more damaging 
blow; the target suffers -1DF against the first attack 
performed after a charge.

However, an attacker who blunders into combat 
unprepared is unready to fight and so the target receives 
+1DF.

Melee attack rolls thus have the following additional 
modifiers possible:

• No Melee Weapon: +2DF
• Attacker performed a Non-Charge move to enter 

melee: +1DF
• Attacker Charged: -1DF

If a figure is in base to base contact with multiple enemy 
figures, it may choose which to attack with each attack it 
is able to make.



Combat Resolution & Damage

When a Ranged Attack is resolved, the difference 
between the attacker's dice roll and the target's DF (after 
applying modifiers) is the amount of HP lost. After any 
Ranged Attack that does not miss, even if the totals are 
equal (i.e. the Success Rating is 0) the defender must 
Dodge for Cover, moving 2” in a fashion that will move 
them out of sight of the firer if possible, or into a better 
grade of cover.

• Attacker Rolls 1d12 + RA
• Dice Roll > Modified DF: Target loses difference 

in HP, and must move 2” to try and either move 
out of Line of Sight or into superior cover.

• Dice Roll = Modified DF: Target must move 2” to 
try and either move out of Line of Sight or into 
superior cover.

• Dice Roll < Modified DF: Nothing Happens

When a Melee Attack is resolved, the difference between 
the attacker's dice roll and the target's DF (after applying 
modifiers) is the amount of HP lost. After any Melee 
Attack that does not miss, even if the totals are equal (i.e. 
the Success Rating is 0) the defender is Pushed Back, 
moving 1” directly away from the attacker, plus an 
additional inch for each point of damage sustained. If a 
Melee Attack misses, the attacker is Pushed Back 1”. 

If  a student is pushed into a piece of solid terrain they 
suffer 1HP damage and stop moving.

If they are pushed into another enemy, they immediately 
stop moving.

If this would take the defender over a  precipice or drop, 
they must roll 1d12 and exceed the total distance they 
were pushed back to regain their balance, subtracting 1 
from the roll for each point of damage sustained from the 
attack. If they succeed, they stop on the edge of the drop. 
If they fail, they fall and must make a Drop check.

• Attacker rolls 1d12 + ME
• Dice Roll > Modified DF: Target loses difference 

in HP, is Pushed Back 1” + 1” for every point of 
damage sustained.

• Dice Roll = Modified DF: Target is Pushed Back 
1”

• Dice Roll < Modified DF: Attacker is Pushed 
Back 1”

Friendship

As heroic students are empowered by their bonds and 
social links, nearby allies are able to help them endure hits 
they wouuld otherwise be felled by – be it by motivating 
speeches, emergency first aid or simply taking a hit on a 
friend's behalf. 

If a figure sustains damage from an attack, it may transfer 
an amount of damage to a friendly figure within 5” equal 
to the recipient's FR statistic. This has no effect on how far
a figure may be Pushed Back.

Unconsciousness and Out of Action

A student who loses their last point of HP becomes 
Unconscious and should be marked as such. Unconscious 
students may be able to be revived by healing magic or 
equipment, but until this happens they perform no 
actions.

If an Unconscious student is hit by an attack with at least a 
Success Rating of 1, they are taken Out of Action and 
removed from play.

Spellcasting

The Spellcasting Roll

When a figure wishes to cast a spell they roll a number of 
d12 equal to their CA statistic, and each dice which 
matches or exceeds the spell's Difficulty is considered one 
Success. 

Each spell has a list of possible outcomes based on the 
number of successes rolled. An example spell follows:

Healing Spring: Difficulty 7 / Range 5”
1-2 Successes: The target recovers 2HP
3+ Successes: The target recovers 1d3+2HP

Example Spellcasting Roll: Emma, a member of the 
Literature Club, attempts to cast Healing Spring on Julius, 
her classmate from the Riding Club. Her CA statistic is 4, so 
the player rolls 4 dice.

The results are 1, 2, 7, 8. Two Successes have been scored, so
Julius recovers 2HP.

Other Actions

Heal & Revive

A Heal action may be taken by a figure with a Medical Kit 
to recover either their own HP or that of an injured figure 
within 3”. The active figure rolls 1d12 and compares the 
result with the target's current HP total.

The target recovers 1HP for each point the roll exceeded 
their current HP, up to the active figure's FR.



A figure may attempt to Revive an Unconscious student. 
It must roll equal to or below the target's FR. If successful,
the target recovers 1HP.

• Heal: The active figure rolls 1d12 vs target's HP. 
The target recovers 1HP for each point the roll 
exceeded their HP, up to the active figure's FR.

• Revive: The active figure rolls 1d12 vs the target's
FR. The target recovers 1HP if the roll is equal to 
or lower than their FR.



Creating a Student

The process of creating a student is relatively simple, and 
comprises the following steps:

• Assign Base Statistics
• Assign Club Affiliation
• Decide Free Advancements
• Purchase Equipment and Advancements
• Choose Spells (if able)

Base Statistics

The player must assign the following four values to ME, 
RA, CA and DF: 3/2/2/1. Once this is done, derive the final 
DF value by adding 6.

Example: A player decides that Emma, one of their students,
is going to be a witch. He assigns her statistics as follows: 
ME1 RA2CA3 DF6+2 HP10 FR5

All students begin character creation with 10HP and 5FR.

Club Affiliation

All students are a member of one society or other, and this
effects their proficiencies and statistics. A player may 
choose to enrol their student in an Academic, Sporting or 
Technical society:

• Academic: -1 ME or RA, +1 CA
• Sporting: -1 CA, +1 ME or RA
• Technical: -1 ME, +1 RA or CA

Example: Emma is a member of the Literature Club, an 
Academic society, and so her statistics become: ME1 RA1 
CA4 DF8 HP10 FR5

Free Advancements

Time spent in a club further improves a student's statistics,
or may teach them important skills. Each club has its own 
table of Advancements, and at character creation each 
student must take two different advancements for free.

Academic Advancements

• +1CA or RA
• +2 HP
• +2 FR
• Spellcasting Skill 
• Movement Skill
• Support Skill

Sporting Advancements

• +1 ME or RA
• +2 HP or +1 DF
• +1 FR
• Melee Skill
• Ranged Skill
• Movement Skill

Technical Advancements

• +1 to any Statistic
• +1 HP or +1 FR
• +2 DF
• Movement Skill
• Support Skill
• Technical Skill

Skills selected as Free Advancements are rolled randomly. 
A player may take a penalty of -1FR to re-roll the skill. A 
player may also choose to pick the exact skill they wish, 
but this focused study has a negative effect on the 
student's social life and they suffer -2 FR.

Example: Emma uses her time at the Literature club to learn 
improved magical skills; the player chooses to pick one 
Spellcasting Skill for their first  Advancement. As they chose 
to pick a Skill, Emma suffers -2FR.

For the second Advancement, the player chooses +2HP. 
Emma's final Statistics are ME1 RA1 CA4 DF8 HP12 FR3



Skills

Students receive skills either by levelling up  or as free 
Advancements. A student may not take the same skill 
multiple times.

Movement Skills

• 1: Catfall: The student halves all damage 
sustained from falling, and only takes impact 
damage from being pushed if they are pushed 3” 
or more.

• 2: Quick Mantle: The student may cross 
Obstacles with no penalty.

• 3: Wall Run: The student may dash up vertical 
surfaces without a test.

• 4: Bullet Dodging Technique: The student may 
choose to use their Dodge for Cover move to 
move in any direction.

• 5: Heroic Leap: The student's Dodge for Cover 
move is 4” instead of 2”.

• 6: Sure Footing: The student may cross Difficult 
Ground without penalty.

• 7: Excellent Grip: The student may cling to walls;
after completing a Climb action they may stop 
even if they are not on solid ground, and make 
attacks with 1H weapons.

• 8: Reactive: If the student is Pushed into base 
contact with another enemy, they may 
immediately turn to face their new opponent.

• 9: Determination: If the student has not 
activated and is rendered Unconscious, they may 
choose to activate that turn, but are removed 
from play after completing their actions.

• 10: Super High School Level Athletics: The 
student  adds 1” to all movement , including 
Dodge for Cover, and may re-roll Jump and Drop 
tests.

Melee Skills

• 1: Outsized Weapon: The student gains +1” 
Reach on their melee attacks with any weapon.

• 2: Next Target: After performing a melee attack 
that pushes the target 5” or less, the student may 
immediately move into base contact with the 
target.

• 3: Nothing Personal: If the student has at least 
2” of charge movement remaining after 
completing a charge, they may be placed in the 
rear arc of the target.

• 4: Exploit Weakness: If the student gets a 
Success Rating of 0 in a melee attack, roll 1d12.If 
the result is less than or equal to their ME 
statistic the target takes 1HP damage.

• 5: Alert Combatant: The student suffers no 
penalty for entering combat by non-charge 
movement.

• 6: Air Assassination: The student may charge 
vertically if they begin their activation at a higher 
elevation than the target. The Charge Bonus 
becomes +3, but the student must pass a Drop 
check or forfeit their attack.

• 7: Flurry of Blows: The student may make two 
attack actions after charging instead of one if 
they are using a one-handed weapon.

• 8: The Basics of CQC: The student does not 
suffer the penalty for using a Subdual Weapon for 
attacks made from behind.

• 9: Mighty Attack: The student may, when 
attacking with a 2H weapon, ignore all To Hit 
bonuses to double the final damage inflicted.

• 10: Dual Wield: If the student is carrying two 
one-handed melee weapons they may make one 
attack with each at -1ME for a single action.

• 11: Super High School Level Martial Arts: If the 
student is in melee with multiple opponents, they
gain +1 to hit for each opponent beyond the first.

Ranged Skills

• 1: Disarming Shot: If the student inflicts at least 
1HP damage with a Ranged attack, the target 
may not use the benefits of a Weapon in its next 
activation.

• 2: Follow-Up Shot: If the student is equipped 
with a one-handed ranged and a one-handed 
melee weapon, and inflicts at least 1HP damage 
with a Melee attack they may immediately make 
a Ranged attack against the same target at -1RA.



• 3: Super High School Level Ballistics: The 
student may choose to double the range of any 
ranged weapon used, but suffers -1RA.

• 4: Hit and Away: If the student makes a ranged 
attack that misses, they may make a Dodge for 
Cover move.

• 5: Aim for the Legs: If the student inflicts at least
1HP damage with a Ranged attack, the target 
may not Run or Dash in its next activation.

• 6: Fire on the Move: The student may fire while 
Running at -1RA, or while Dashing at -2RA.

• 7: Quickdraw: The student may fire a weapon 
which ordinarily requires two actions to use for a 
single action, at -2RA.

• 8: Dual Wield:  If the student is carrying two one-
handed ranged weapons they may make one 
attack with each at -1RA for a single action.

Spellcasting Skills

• 1: Spell Dilettante: The student may select two 
Core Schools.

• 2: Spell Focus: The student may choose to 
sacrifice a Spell Slot to reduce the Difficulty of all 
known spells by 1.

• 3: Anathema Aura: The Difficulty for enemies to 
cast spells within a radius of twice the student's 
FR is increased by 1.

• 4: Supreme Spell Mastery: The student may 
choose to sacrifice a Spell Slot to nominate one 
spell as their Mastery. They always count as 
having rolled an additional Success when casting 
that spell.

• 5: Dragon Slayer: The student has learned a 
forbidden spell, which they know in addition to 
their regular spells. Casting the Dragon Slayer 
requires two actions.

Dragon Slayer: Difficulty *+6 / Range 15”
The caster must pick a value for the spell's 
Difficulty, then add 6 (Maximum 6+6)
X Successes: ROF X / Acc + * / Blast *
The spell's Acc and Blast value are equal to the 
value chosen for its Difficulty.
The Dragon Slayer affects friendly as well as 
enemy figures and friendly figures must be chosen 
as targets if no valid enemies are available.

• 6: Empowered Blessings: When casting spells 
from the Restoration or Amplification schools the 
caster may choose to increase the Difficulty by 1. 
If so, they place an Empowered token on the 
target. If a spell effect would require one or more 
markers be removed, the Empowered marker 
may be removed instead.

• 7-10: Additional Spell Slot:  This Skill is unique 
in that it may be taken multiple times.

Support Skills

• 1: Extreme Determination: If the student is 
rendered Unconscious they may continue to act 
normally. This may not be taken alongside 
Determination.

• 2: Angelic Healing: This student may re-roll 
Healing and Revive rolls.

• 3: The True Power of Friendship: Any damage 
transferred to this student is halved (thus if 2HP 
of damage is transferred, only 1HP is lost)

• 4: Endless Pockets: If the student would discard 
a piece of Equipment, roll 1d12. On a roll of 9+, it 
is not discarded.

• 5: Super High School Level Leadership: When 
another student activates within 5” of the user of 
this skill, they may use the user's Active statistics 
in place of their own.

• 6: Terrifying Sealed Power: If this student has 
lost more than half their HP, they gain +1 to one 
statistic (chosen each time they activate)

• 7: Tactical Catnap: If this student begins their 
activation out of Line of Sight of any enemy, they 
may spend two actions to make a Heal roll.

Technical  Skills

• 1: Hidden Explosives: Once per scenario, the 
user of this skill may declare a point on the board 
and resolve a Blast 5 ranged attack. This attack 
cannot inflict more than 2HP damage.

• 2: Array of Lovely Disguises:  This student may 
deploy up to halfway onto the board.

• 3: Camera Hack: This student has a 360 degree 
vision arc.



• 4: Library of Babel: While within a radius equal 
to this student's FR, a Spellcaster may choose to 
replace any spell they know with a randomly 
rolled replacement for one action.

• 5: Casting Gun: This student may use the Range 
and/or ACC of any ranged weapon it is equipped 
with in place of that of any spell it casts.

• 6: Deadly Gamble: Before the game begins, note
down a single enemy student. If this skill's user 
renders the named student Unconscious, they 
instead are immediately rendered Out of Action. 
However, the opposite applies.

• 7: Super High School Level Chess Skill: Before 
the game begins, and after their opponent has 
deployed, this skill's user may redeploy anywhere 
they may legally be deployed.

Rolling for Skills

To generate a skill off one of the tables, roll 1d12. 

If the number rolled is a skill the user already has, the 
player may instead pick freely from skills the user does not
possess. 

If the number is higher than the number of skills on the 
table but not a natural 12, the player must re-roll. 

If the result is a natural 12, the player may choose to 
instead roll on any skill table (even those the student does 
not normally have access to).



Equipment

Equipment is purchased for students using the force's 
Resources. Before a single battle, players should decide 
how many resources they have available to purchase 
equipment.

In a campaign, forces start with 50 Resources, and may 
earn more as they progress.

Various types of Equipment are available, listed below. A 
student may have up to two Hands worth of weaponry, as 
well as one additional item (either a backup weapon or 
another piece of equipment).

If a student has multiple weapons they can use, they must 
declare which they are using at the beginning of their 
activation, and use that combination of weapons for the 
whole activation.

A student may not purchase a weapon that requires a 
statistic they have 0 rating in.

Melee Weapons

[1H] Simple Weapon (Cost: 1xME)
Simple weapons are primarily improvised or defensive 
weapons; examples include a satchel full of textbooks, a 
witch's broom, a tennis racket or a fruit knife.

A figure armed with a Simple Weapon counts as having a 
melee weapon, but gains no other bonus.

[1H] Hand Weapon (Cost: 1.5xME)
Hand Weapons are the main weapon set used by fighting 
Students. As well as swords, maces, combat knives and 
similar some students may use chairs, golf clubs, planks etc.

A figure armed with a Hand Weapon may choose to not 
push their target back in a melee.

[1H] Subdual Weapon (Cost: 1.5xME)
Tasers, reverse-bladed swords, wooden weapons and nets 
all count as Subdual Weapons. These often do minimal 
damage, but may easily put an unsuspecting foe out.

Figures using a Subdual Weapon suffer -2 to hit, but if an 
attack made from behind or from a Charge hits (even with 
a 0 Success Rating) the target must  immediately roll 
below their remaining HP on 1d12 or be rendered 
Unconscious.

[1H] Heavy Weapon (Cost: 2xME)
One-handed Heavy Weapons include fancy swords such as 
katanas, daos and bastard swords, as well as spiked bats, 
lengths of chain and metal yo-yos.

Figures using a Heavy Weapon gain +1 To Hit.

[2H] Heavy Weapon (Cost: 2xME)
Two-handed Heavy Weapons include larger melee weapons 
such as warhammers, scythes and battleaxes as well as 
lengths of metal girder, martial arts techniques and school 
furniture.

Figures using a two-handed Heavy Weapon gain +2 to hit.

[2H] Great Weapon (Cost: 3xME)
Great Weapons are larger still than Heavy Weapons; while 
their damage is a little lower owing to their imprecision, they
offer superior reach. Examples include large tables, street 
signs, broadswords, smaller students and large kit bags on 
lengths of string.

Figures using a Great Weapon may target models up to 1” 
away and gain +1 to hit.

[2H] Polearm (Cost: 3xME)
This category includes spears and naginatas as well as 
ladders, for those who do not want any trouble, whips and 
so on. They are not as powerful in raw terms as a Great 
Weapon but offer unprecedented reach.

Figures using a Polearm may target models up to 2” away.

Ranged Weapons

All ranged weapons have a range in inches, a rate of fire 
(ROF) determining how many times they may attack when
fired and an Accuracy modifier applied to the to hit roll.

Blast weapons will push all targets within the weapon's 
Blast rating a distance equal to the weapon's Blast rating. 
If the attack hits, the firer chooses the direction. If the 
attack misses, the defender chooses the direction.

[1H] Light Pistol 
(Cost: 1xRA) 10” ROF1 ACC +0
Not only pistols but also dart guns, throwing-stars, kunai, or
very accurately flicked marbles.

A figure armed with a Light Pistol counts as having a 
ranged weapon, but gains no other bonus.

[1H] Heavy Pistol 
(Cost: 1.5xRA) 10” ROF1 ACC +1
Revolvers, finely-engraved heirloom pistols, magical or 
energy weapons small enough to fire one-handed.

A figure armed with a Heavy Pistol gains +1 to hit.

[1H] Submachine Gun 
(Cost: 2xRA) 10” ROF2 ACC -1
Any rapid-fire ranged attack capable of attacking multiple 
targets or putting significant fire on a single target.

A figure armed with a SMG may make two attacks for one 
action, but suffers -1 to hit.



[1H] Grenades & Bombs
(Cost: 2xRA) 5” ROF1 ACC +0 Blast 2
Hand-delivered explosives have comparatively little force 
but can disrupt an enemy's formation.

[2H] Traditional Ranged Weapon
(Cost: 1.5xRA) 20” ROF1 ACC+0
While bows on their own are less useful than a gun, any 
student who is focussed enough on archery to want to use it 
in these conflicts will have some other tricks up their sleeve.

A Traditional Ranged Weapon gains +1 to hit if the target 
does not have Line of Sight to the firer.

[2H] Shotgun
(Cost: 2xRA) 10” ROF1 ACC+1 Blast 1
Shotguns have a small area of effect, allowing multiple 
targets to be hit, but have short range.

[2H] Light Machine Gun
(Cost: 2x RA) 15” ROF2/3 ACC+0/-1
Machine guns can either be fired indiscriminately to spray 
multiple targets or used to suppress a single target.

When firing a Light Machine Gun, choose either the first or
second ROF and ACC value listed (the same option must 
be chosen for both).

[2H] Heavy Machine Gun
(Cost: 3x RA) 15” ROF3 ACC+0
A heavy machine gun such as a man-portable minigun is not
so much accurate as so powerful one does not exactly need 
to hit. Such weapons are often popular with  smaller 
students.

Firing a Heavy Machine Gun requires two actions and the 
firer does not gain the bonus for not moving.

[2H] Assault Rifle
(Cost: 2.5x RA) 20” ROF2 ACC+0
A standard  two-handed general purpose ranged weapon 
with good range and rate of fire.

[2H] Sniper Rifle
(Cost 3xRA) 30” ROF1 ACC+2
A very accurate ranged weapon with unparalleled range and
power.

A figure may not fire a Sniper Rifle if it  moves  more than 
1” during its activation.

[2H] Grenade Launcher
(Cost: 2.5xRA) 15” ROF1 ACC+0 Blast 3
Any means of projecting explosives further than they can be 
thrown, in larger numbers.

[2H] Rocket Launcher
(Cost: 3xRA) 25” ROF1 ACC-1 Blast 5
Rockets look very impressive when fired in vast numbers but 
realistically a weapon designed to hit large objects such as 
tanks will be distinctly hard to use against a fast-moving 
student.

Armour

To calculate armour costs use the character's DF before 
applying Equipment bonuses but after applying modifiers 
from other Advancements.

Light Armour DF+1*
(Cost: DF-5)

Heavy Armour DF+2**
(Cost: DF-2)

[1H] Light Shield DF+1***
(Cost: 1xME)

[1H] Heavy Shield DF+2****
(Cost: 1.5xME)

*A model in Light Armour subtracts 2 from Jump and Drop
checks.

**A model in Heavy Armour subtracts 3 from Jump and 
Drop checks, and may not Dash.

***A Light Shield only applies its DF bonus in melee
.
****A Heavy Shield applies a bonus of DF+1 against 
ranged attacks and DF+2 against melee attacks.

Items

Vision Goggles (Cost: 3)
This figure is unaffected by smoke grenades, spell effects 
which impede line of sight or night fighting.

Medical Kit (Cost: 1.5xFR)
This figure may perform the Heal and Revive actions.

Escape Kit (Cost: 5)
This item may be discarded to allow a figure to voluntarily 
disengage from a melee they are the defender in before 
dice are rolled. The figure is Pushed 5” in a direction of the
player's choice.

Climbing Gear (Cost: 5)
This item gives a +1 bonus to Jump and Drop tests, or may 
be discarded to automatically pass a Jump or Drop test 
after the dice are rolled.



Smoke Grenade (Cost: 3)
This item may be discarded to create a 5” diameter smoke 
template which blocks line of sight until the end of the 
turn.

Tool Kit (Cost: 10)
This item gives a +1 bonus to rolls to complete objectives, 
or may be discarded to automatically pass a roll to 
complete an objective with a Success Rating of 3 after the 
dice are rolled.

Purchasing Additional Advancements

In addition to purchasing Equipment, a player may spend 
Resources to purchase additional advancements from 
their Club list. At character creation, a player may not 
purchase a duplicate of any Statistic advancement (for 
example if a student has already purchased +2HP, they 
may not buy it again), but may buy additional skills from 
categories they already have skills from.

When purchasing a Skill, the cost is based on a multiplier 
of the statistic associated with that skill. The first skill in a 
category costs 1.5x the Statistic, the second 2x and so on, 
increasing in 0.5x increments. When purchasing 
advancements, all statistic advancements must be 
purchased before any skills.

• Statistic Advancement: 2x Statistic
• Movement Skill: Higher of ME or RA
• Melee Skill: ME
• Ranged Skill: RA
• Spellcasting Skill: CA
• Support Skill: Highest Statistic of ME, RA, CA
• Technical Skill: Highest Statistic of ME, RA, CA

Example: Julius, a member of the Riding Club (a Sporting 
club), purchased a Melee and a Movement skill for his initial 
Advancements and has ME2 and RA2. His player wishes to 
upgrade him further with Resources, and purchases +1ME 
(at a cost of 2x his current ME statistic = 4 Resources) and a 
second Movement skill (at a cost of 2x his new ME statistic =
6 Resources).

Spells

Learning Spells

Any figure with a CA statistic above 0 may learn spells. 
Ordinarily a student may not know more spells than their 
CA statistic at character creation. The number of spells 
known is called the character's Spell Slots.

When selecting spells, a student picks one Core School of 
magic, and may select any number of spells from that 
school for one Spell Slot per spell. The student may select 
spells from other schools at a cost of two Spell Slots per 
spell.

Spell Schools

Restoration

• Healing Spring: Difficulty 7 / Range 5”
1-2 Successes: The target recovers 2HP
3+ Successes: The target recovers 1d3+2HP

• Reviving Breath: Difficulty 10 / Range 5”
1 Success: An Unconscious target regains 1HP 
and becomes Conscious.
2-4 Successes: As above, but the target regains 
half its HP.
5 Successes: As above, but the target regains all 
HP.

• Protective Wall: Difficulty 8 / Range 5”
1 Success: Place a Wall marker on the target. The 
next time they sustain damage, discard any 
number of markers to have the attacker suffer 
that much damage.
2-3 Successes: As above, but place two Wall 
markers on the target.

• 4+ Successes: As above, but assign three Wall 
markers to any number of targets.

• Soul Bond: Difficulty 7 / Range FR
1-2 Successes: Place a Soul Bond marker on the 
target. The target may transfer damage to the 
caster no matter the distance between them.
3+ Successes: As above, but you may choose an 
additional target.

• Earth Ward: Difficulty 9 / Range 5”
2 Successes: Place an Earth Ward marker on the 
target. The next time they sustain damage, 
discard one marker to halve that damage.
3+ Successes: As above, but place two Earth 
Ward markers on the target.



• Dispel Magic: Difficulty 6 / Range 5”
1-2 Successes: Remove 1 spell effect from the 
target.
3+ Successes: Remove all spell effects from the 
target.

Manipulation

• Savage Exile: Difficulty 6 / Range 5”
X Successes: All targets within 5” are pushed X” 
directly away from the caster.

• Uncanny Avenue: Difficulty 7 / Range Self
1 Success: If the student is out of Line of Sight of 
all enemies, place them anywhere within 10” of 
their current location that is out of Line of Sight 
of all enemies.
2+ Successes: As above, but they may move even
if they are in Line of Sight of an enemy.

• Clock Down: Difficulty 9 / Range 10”
2 Successes: Place a Clock Down marker on the 
target. Next time it activates, it must spend one 
action per Clock Down marker to remove that 
marker.
3-4 Successes: As above, but place two Clock 
Down markers.
5 Successes: As above, but place three Clock 
Down markers. This means the student will 
ordinarily forfeit an entire activation and then one 
action from its next activation.

• Sudden Fatigue: Difficulty 8 / Range 10”
2 Successes: The target suffers -1 to one Active 
Statistic
3 Successes: The target suffers -1 to two Active 
Statistics
4+ Successes: The target suffers -1 to three 
Active Statistics

• Ultimate Bad Luck: Difficulty 8 / Range 10”
1 Success: Place a Bad Luck marker on the target.
At any time you may remove a Bad Luck marker 
to force the figure to re-roll any number of dice.
2-3 Successes: As above, but place two Bad Luck 
markers.

• 4+ Successes: As above, but place three Bad Luck
markers.

• Mana Obliteration: Difficulty 10 / Range 15”
1-2 Successes: The caster forgets this spell and 
may not attempt to cast it again this game.
3-4 Successes: As above, but the target also 
forgets one spell of the caster's choice.

• 5 Successes: The target forgets one spell of the 
caster's choice.

Destruction

• Seraphic Bolt: Difficulty 6 / Range 10”
1 Success: ROF 1 / Acc +0
2 Successes:  As above, but the range is increased
to 15”
3 Successes: As above, but the ROF is increased 
to 2
4+ Successes: As above, but the Acc is increased 
to +1

• Infernal Orb: Difficulty 7 / Range 7”
1-2 Successes: ROF 1 / Acc +0 / Blast 3
3 Successes:  ROF 2 / Acc + 0 / Blast 3

• 4+ Successes: ROF 2 / Acc +0 / Blast 5

• Unlimited Sword Rain: Difficulty 6 / Range 10”
X Successes: ROF X / Acc +0. If X is 3 or more, the 
spell ignores Cover.

• Unerring Fate's Arrow: Difficulty 8 / Range 20”
1-2 Successes: ROF 1 / Acc +1

• 3+ Successes: As above, but the spell does not 
need Line of Sight and ignores Cover.

• Thunder God's Bolt: Difficulty 8 / Range 10”
X Successes: Choose X targets within range and 
not more than 2” apart. Each suffers a ranged 
attack at Acc+0

• God Or Demon Attack: Difficulty 10 / Range Self
1-2 Successes: Every target within 5”, including 
the caster, suffers a ranged attack at  Acc+1
3 Successes: Every enemy within 5” suffers a 
ranged attack at Acc +1
4+ Successes: As above, but the radius is 
increased to 10”

Amplification

• Clock Up: Difficulty 9 / Range Self
2 Successes: Place a Clock Up marker on the 
target. Next time it activates, it has three actions 
to spend instead of two.
3+ Successes: As above, and the spell's range 
becomes 5” instead of Self. You may choose a new
target for the spell.
Discard Clock Up markers at the end of the target's 
activation.

• Invigorate: Difficulty 8 / Range 5”
1-2 Successes: Place an Invigorate marker on the 
target. It may re-roll its next melee attack and 
choose the better result, then discard the marker.
3 Successes: As above, and the target gains +1 to 
hit on its next melee attack. Place a second 
marker as a reminder.
4+ Successes:  As above, and the spell may affect 
one additional target.



• Inspire: Difficulty 6 / Range Self
1 Success: The target may be transferred up to 
twice its FR statistic in damage until it next 
activates. Place an Inspire marker on the target as
a reminder and discard it at the start of the 
target's next activation.
2+ Successes: The target's may be transferred 
any amount of damage until it next activates. 
Place two Inspire markers on the target as a 
reminder.

• Fortify: Difficulty 8 / Range Self
2-3 Successes: Place a Fortify marker on the 
target. It gains +2DEF until it next activates.
4 Successes:  As above, and the spell's range 
becomes 5” instead of Self. You may choose a new
target for the spell.

• Extreme Speed: Difficulty 4 / Range 5”
X Successes: For each success the target gains 
+1” on all movement during its next activation. 

• Eagle Eye: Difficulty 6 / Range 5”
1 Success: Place an Eagle Eye marker on the 
target. Its next Spell or Ranged Attack gains +5” 
Range, then discard all Eagle Eye markers.
2-3 Successes: As above, and the target may also 
re-roll the to hit roll. Place two Eagle Eye markers 
instead.
4 Successes: As above, and the target ignores 
cover with its attack. Place three Eagle Eye 
markers instead.

To track spell effects it is recommended to use clear and 
distinct markers or dice in different colours, or to mark the 
effects on the player's army list.


