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It is 1949, and the Great War has been raging for 35 long years. A secret 
archaeological dig has just uncovered a powerful relic and delivered it 
to the Obscura Korps, agents of the Reich’s military aristocracy. This 
artifact holds the key to information that the Reich has sought for years: 
the location of one of the four dark cardinal corners of reality. 

This Cardinal Cornerstone is buried in an ancient crypt beneath a fortress 
in the heart of Central Europe. If the Reich controls it, the Reich could 
open a portal to Hell. The Reich’s 13th Occult Division is at the fortress 
already, led by Marquis General Hermann Von Heïzinger. These agents of 
the Obscura Korps plan to call upon the infernal powers to help them force 
the world into eternal servitude.

A few courageous men and women are all that stands between the Reich 
and the Cardinal Cornerstone. The 42nd Marine Special Forces is the 
Union’s most elite combat unit, and for this mission, its highly trained 
members have been equipped with incredibly powerful, although still-
experimental, weaponry. They will parachute behind enemy lines, hunt 
down Hermann Von Heïzinger, and attempt to neutralize the most diabolic 
threat mankind has ever faced. 

TANNHÄUSER the boardgame thrusts you into the middle of a world 
at war. Each faction is vying for control, and only one will possess the 
strength to achieve supremacy over the others. Featuring an innovative 
targeting method, the Pathfinding System, TANNHÄUSER is action-packed 
and easy to get right into. Squads seek to uncover deadly artifacts, 
accomplish critical objectives, and climb to the top of the heap in one of 
six different game modes.

Contained in this rulebook is a complete set of rules for the 
TANNHÄUSER core game, the OPERATION: NOVGOROD expansion,  
and the single figure packs YULA, RAMIREZ,  
GORGEÏ, and WOLF. 

So what are you waiting for? The fate of the 
world rests in your hands!

This is not a

complete game.

The Tannhauser  

core game is 

required to play.
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Union War Department, Undersecretary of Defense

Undisclosed location near Washington, D.C.

October 8th, 1949

SPEAKER:	 Lieutenant General George S. Patton

SUBJECT:	 Operation Tannhäuser

Gentlemen, please be seated. This meeting concerns the recent activities of the Reich’s 
Obscura Korps, in particular the 13th Occult Division.

Professor Hans Kamler began an archaeological dig on the island of Patmos in 1943. OSS 
saw no immediate threat at that time. Five weeks ago, Marquis General Hermann Von 
Heïzinger arrived at the Patmos dig site. Most of you will remember Von Heïzinger from 
your briefings on the Axis Mundi program. He is one of the Reich’s foremost experts on 
esoteric artifacts. 

We have reports from one of our agents in the area, codename Rosebud, that confirm Von 
Heïzinger removed an amulet from the site. Dr. Kamler believes this amulet predates the 
Flood.

Von Heïzinger subsequently loaded his staff, the entirety of the 13th Occult, and the bulk 
of the Patmos expedition personnel and material onto the battle-zeppelin Wagner. We lost 
their trail in Central Europe seven days ago, but we believe their destination is Ksiaz 
Castle in Poland. 

We have concluded that Von Heïzinger has located one of the Obscura Cardinal Corner-
stones, which – and again, this was covered in your Axis Mundi briefings – are literal 
portals to Hell. We can’t afford to ignore the threat to the Union, not to mention the world, 
if Von Heïzinger pries that gate open.

We plan to drop the 42nd Marine Special Forces behind enemy lines. Their objective will 
be to locate and eliminate Von Heïzinger and destroy the Cardinal Cornerstone that we 
presume is at Castle Ksiaz. A B-29E is prepped and ready to launch from the Portland, 
Maine naval base. With your approval, Operation Tannhäuser will commence in 16 hours.

I’m counting on you to give these men the support and backup they need, gentlemen. You 
can start with your prayers. May God protect them.
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Tannhäuser
The year is 1949. The first World War rages on. The forces 
of the Union strive to end the conflict through the use of 
advanced technology, created from the alien wreckage 
discovered at Roswell. Their foes are the Reich. Headed by 
the occult powered Kaiser, this army of evil scours the globe 
for ways to enhance their prodigious occult abilities. Squads 
of the possessed sweep through Europe led by the Marquis 
General, Hermann Von Heïzinger. The war is reaching a fever 
point, and only one side can win...

Tannhäuser puts you in the middle of an alternate timeline. 
What we now call World War I has never ended, and the forces 
involved have chosen new ways to break the stalemate. Fea-
turing the Pathfinding system, a revolutionary way to mark 
line of sight, Tannhäuser quickly gets you in the thick of the 
battle. Each side has unique characters and equipment, and 
you must outfit your figures to best advantage in order to 
win. The choices you make determine if your team is pre-
pared for the enemy they will face.

This Tannhäuser Revised Edition rulebook includes a 
complete set of revised rules for the core set as well as those 
originally found in the Operation: Novgorod expansion, as 
well as the Wolf, Yula, Gorgeï, and Ramirez single figure 
packs. 

Some sections of this rulebook provide rules requiring owner-
ship of an expansion and are marked with a corresponding 
expansion icon (generally because necessary components 
such as tokens or figures are included only in that expan-
sion). Players should ignore all sections of this rulebook that 
refer to expansion sets  they do not own.

Operation: Novgorod Expansion

Wolf Single Figure Pack

Yula Single Figure Pack

Gorgeï Single Figure Pack

Ramirez Single Figure Pack

Using This Rulebook
This rulebook is much more than a ruleset and also serves as 
an invaluable tool; including equipment and hero reference, 
scenarios, and background flavor. It includes the rules for the 
following products; TANNHÄUSER, OPERATION: NOVGOROD, 
WOLF, YULA, RAMIREZ, AND GORGEÏ.

Pages 8-27 describe the rules of playing the game, while 
pages 28-31 list different modes of play available to players. 
Pages 36-71 list the abilities and equipment available to the 
characters found in the game. Unless stated otherwise, this 
rulebook assumes that you are playing a two player game. 
Rules for three to eight players are slightly different and are 
described on page 31.

Overview of Play
Each game of Tannhäuser is played by two players in one of 
six modes: deathmatch, capture the flag, domination, king of 
the hill, objective, or story. The mode chosen determines how 
the game is set up and what each side must do to win.

Each player controls a number of characters – usually five 
– which are allied on one side. During setup, each player 
has the opportunity to customize his side by choosing which 
characters to use and how to equip them.

The game is played over a number of game turns in which 
both players activate every character on their side. In each 
game turn, players alternate activating their characters one 
at a time –to move and take an action– until all surviving 
characters have been activated. Actions include attacking, 
using equipment, searching crates, activating locations on 
the board for special effects, and more. Once both sides have 
completed all activations, a new game turn begins with the 
Initiative Roll (see page 10 – Initiative Roll).

Play continues until one side wins!
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Components
The following sections list and describe the components in-
cluded in the Tannhäuser core game. The components found 
in the covered expansions can be found at the end of this 
section, on pages 6 and 7. 

Component List

•	 1 Double-sided Game Board

•	 10 Miniatures (Eva Krämer, Hermann Von Heïzinger, 
Karl Zermann, Schocktruppen, Stosstruppen, John Mac-
Neal, Barry Daniel Brown, Tala Aponi, Commando Alpha, 
Commando Delta)

•	 6 Ten-sided Dice

•	 10 Character Sheets (Eva Krämer, Hermann Von Heïz-
inger, Karl Zermann, Schocktruppen, Stosstruppen, John 
MacNeal, Barry Daniel Brown, Tala Aponi, Commando 
Alpha, Commando Delta)

•	 10 Health Indicator Tokens (1 Blutsturm Division, 4 
Obscura Korps, 5 Army of the Union)

•	 72 Equipment Tokens (8 Eva Krämer, 8 Hermann Von 
Heïzinger, 8 Karl Zermann, 6 Schocktruppen, 6 Stosstrup-
pen, 8 John MacNeal, 8 Barry Daniel Brown, 8 Tala Aponi, 
6 Commando Alpha, 6 Commando Delta)

•	 28 Objective Tokens (10 Reich Primary Objective Tokens, 
10 Union Primary Objective Tokens, 4 Reich Secondary 
Objective Tokens, 4 Union Secondary Objective Tokens)

•	 10 Command Point Tokens (5 Reich, 5 Union)

•	 14 Crate Tokens (6 Command Points, 7 Equipment,  
1 Double-sided crate)

•	 8 Flag Tokens (4 Reich, 4 Union)

•	 11 Rubble Tokens (10 single-icon, 1 double-icon)

•	 9 Smoke Tokens

Component Descriptions
The following sections describe the components included in 
the Tannhäuser core game.

Game Board
Tannhäuser’s double-sided game board provides two 
separate maps, either of which can be used to play a game of 
Tannhäuser. One side depicts Castle Ksiaz, while the other 
depicts the Catacombs beneath the castle. “Game board” and 
“map” are equivalent terms.

Miniatures

These pre-painted, plastic figures are used to indicate each 
character’s location on the map during play.

Ten-sided Dice
Ten-sided dice are used to generate random numbers in  
Tannhäuser. These ten-sided 
dice use the numeral 0 to rep-
resent a result of 10.

The quantity of dice included 
in the core game is not the 
maximum number that may 
be rolled in a test or duel. If 
circumstances require a player 
to roll more dice for a single 
test or duel than the players 
have, the player simply rolls some of the dice more than once, 
tracking all of the results.

Character Sheets
Character sheets record infor-
mation about each character’s 
characteristics, are used to track 
the degradation of each charac-
ter’s characteristic values as he 
is wounded, and provide an area 
to place the equipment tokens 
a character is carrying at any 
given time.



 Rules of Play	 5

Smoke Tokens
Smoke tokens are used to indicate paths 
that are full of vision-impairing smoke. 
These tokens are usually used to help 
track how long smoke persists when Smoke 
Grenades explode. Each smoke token has an 
identical front and back.

Command 
Point Tokens
Each set of Command Point 
tokens is used by one team to 
track the number of Com-
mand Points available to that 
side at any given time. Each 
of the numbers 0 through 9 
is represented on one side 
of one of the five tokens in 
each set.

Crate Tokens
Crate tokens are placed on the map during 
setup and provide characters with the op-
portunity to find additional equipment, 
and gain additional Command Points 
for their side, in the course of play.

All crate tokens bear a crate icon on 
the back. A crate token’s face bears 
either a numeral (which represents a 
quantity of Command Points), a picture of a piece of equip-
ment (which represents the equipment contained in the 
crate), or another crate icon (which indicates a token that is 
only used in certain scenarios when explicitly called for).

Flag Tokens
These tokens are priamrily used in capture 
the flag mode and must be placed, retrieved, 
and planted to win. Each flag token depicts 
either a Reich flag or Union flag. Each flag 
token has an identical front and back.

Rubble Tokens
Rubble tokens are used to mark movement circles to indicate 
that they require extra movement points to cross, effectively 
turning that movement circle into a modifier 
circle (see page 15). Rubble tokens are usu-
ally placed on the board where grenades 
explode. Each rubble token is the same on 
both sides. 

There are both single-icon rubble tokens and 
double-icon rubble tokens. The double icon is 
only used when specifically called for. When 
the rules refer to a rubble token without 
specifying a double-icon token, it is refer-
ring to a single-icon token..

Health Indicator Tokens
Health indicator tokens are 
placed on character sheets 
and rotated (or “dialed”) in 
the course of play to indicate 
which row of characteristics 
is currently operative for 
that character. The symbol on 
each health indicator token 
corresponds to one of the unit 
affiliations of the character it 
is used with. Each health indicator token has an 
identical front and back

Equipment Tokens

Equipment tokens represent gear, medals, abilities, and 
arcane knowledge that characters can possess. Each equip-
ment token has a picture of a specific piece of equipment on 
the front and the character to whom that equipment belongs 
on the back. These tokens are usually placed on character 
sheets to represent the equipment the character possesses.

Objective Tokens
These tokens are 
primarily used when 
playing objective 
mode and indicate 
which skill(s) can be 
used to accomplish 
which objectives.

The back of each 
objective token 
bears either a Reich 
or Union symbol. The back also has either a gold or silver 
ring around the outside, indicating whether that token is a 
primary objective token (gold) or secondary objective token 
(silver).

The face of each primary objective token (whether Reich or 
Union) bears two skill icons, one larger and the other smaller. 
The face of each secondary objective token (whether Reich or 
Union) bears a single skill icon. 

Equipment token backs Equipment token faces

Secondary 
Objective token 

Primary 
Objective token 
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All boards, tokens, and characters found in OPERATION: NOVGOROD 
are used in the same manner as those found in the core game, unless 
otherwise specified.

Tesla Priory Game Board – The reverse of this game 
board provides a duplicate of the Castle Ksiaz game 
board from the core game.

7 Miniatures – Zor’ka, Irina Kravchenko, Irishka 
Voronin, 4 Voïvodes. For additional information on the 
Voïvodes, see “Voïvodes” on page 34.

5 Character Sheets – Zor’ka, Irina Kravchenko, Irishka 
Voronin, A/B Voïvodes, C/D Voïvodes. For additional 
information on the Voïvodes, see “Voïvodes” on page 34.

36 Equipment Tokens – 8 Zor’ka, 8 Irina Kravchenko, 8 
Irishka Voronin, 12 Voïvode

31 Objective Tokens – 14 Matriarchy Primary Objec-
tive Tokens, 2 Reich Primary Objective Tokens, 2 Union 
Primary Objective Tokens, 7 Matriarchy Secondary 
Objective Tokens, 3 Reich Secondary Objective Tokens, 3 
Union Secondary Objective Tokens. 

4 Matriarchy Flag Tokens

5 Matriarchy Command Point Tokens

3 Matriarchy Health Indicator Tokens

4 Destroyed Voïvode Tokens – See “Voïvodes” on 
page 34.

Operation: Novgorod Components

6 Meteop Tokens – Used in conjunction with Kaali, one 
of Irishka Voronin’s pieces of equipment (see “Kaali” on 
page 61).

4 Secret Door Tokens – See “Secret Doors” on page 35.

3 Syringe Tokens – Used in the scenario “Bang Bang 
(My Baby Shot Me Down)” on page 74.

6 Barricade Tokens – Used in the scenario “Bang Bang 
(My Baby Shot Me Down)” on page 74.

3 Core Tokens – One each of red, green, and blue, used 
in the scenario “Thunderstruck” on page 76.

3 Smoke Tokens

4 Rubble Tokens – 3 single-icon, 1 double-icon. 

9 Crate Tokens – 3 Command Point, 6 equipment. 

7 Bonus Tokens – See “Appendix II: Bonus Tokens” on 
page 83.

Operation: Novgorod also included a rulebook, but its 
contents are superseded by the rules found here.

Common 
Components

Tannhäuser is a board game rather than a col-
lectible game, and assumes that all players will 
use the components included in a single copy 
of the game. 

When choosing forces, packs, or factions, the 
rules assume everyone has access to all avail-
able components. For example, if one player has 
brought Wolf to the table, any player may use his 
services during the game. The same is assumed 
for any bonus tokens or additional factions.
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Wolf
Wolf Miniature

Wolf Character Sheet

Wolf Health Indicator 
Token

8 Wolf Equipment Tokens

4 Wolf Challenge Tokens – 
See “Challenge Tokens” on 
page 32.

3 Gold Bar Scenario 
Tokens

Double-Wolf Scenario Token

Sten Mark II Bonus Token – See “Appendix II: 
Bonus Tokens” on page 83 for more information.

The Wolf single figure pack also includes a rule-
book, but its contents are superseded by the rules 
found here.

Gorgeï
Gorgeï Miniature

Gorgeï Character Sheet

Gorgeï Health Indicator Token

8 Gorgeï Equipment Tokens

4 Gorgeï Challenge Tokens – See 
“Challenge Tokens” on page 32.

3 Bomb Scenario Tokens

Crate Token (3 Command Point)

Wolftrap Bonus Token – See “Appendix II: Bonus 
Tokens” on page 83 for more information.

The Gorgeï single figure pack also includes a 
rulebook, but its contents are superseded by the 
rules found here.

Ramirez
Ramirez Miniature, Hound DOG 
Miniature

Ramirez Character Sheet

Hound DOG Character Sheet – 
The rules on the back of this 
character sheet are superseded 
by the rules on page 32.

2 Health Indicator Tokens – 
Separate tokens are provided for 
Ramirez and Hound DOG.

8 Ramirez Equipment Tokens

4 Ramirez Challenge Tokens – See “Challenge To-
kens” on page 32.

3 Hound DOG Parts Scenario Tokens

NOS Bonus Token – See “Appendix II: Bonus Tokens” 
on page 83 for more information.

The Ramirez single figure pack also includes a rule-
book, but its contents are superseded by the rules 
found here.

Yula
Yula Miniature

Yula Character Sheet

Yula Health Indicator 
Token

8 Yula Equipment 
Tokens

4 Yula Challenge To-
kens – See “Challenge Tokens” on page 32.

2 Cave-in Scenario Tokens

Secret Codes Scenario Token

Eye of Horus Bonus Token – See “Appendix II: 
Bonus Tokens” on page 83 for more information.

Iikaah Bonus Token – See “Appendix II: Bonus 
Tokens” on page 83 for more information.

The Yula single figure pack also includes a 
rulebook, but its contents are superseded by the 
rules found here.
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Setup
The following sections provide instructions for setting up a 
game of Tannhäuser. First, general rules for setting up all 
games are introduced. 

1. Choose Mode of Play
Both players agree on the mode of play for the game. There 
are six modes, described under “Modes of Play” on page 28. 
Unless stated otherwise, this rulebook assumes that you are 
playing deathmatch mode, which is the recommended mode of 
play for first time players. 

If Story mode is chosen, the players must also choose a sce-
nario. See “Story Mode” on page 31.

2. Choose Factions
Each player chooses which faction they wish to play. The 

Tannhäuser core game includes two factions: Union and 
Reich.

The Operation: Novgorod expansion adds a third faction: the 
Matriarchy.

In story mode, the scenario chosen may limit the available 
factions. Otherwise, players are free to choose factions, save 
that both players may not choose the same one.

If both players want to choose the same faction, each rolls 
a die, with the high roller choosing first and the low roller 
choosing from among those remaining.

3. Choose Map
Both players agree which map will be used. The 
Tannhäuser core game comes with two maps, Castle 
Ksiaz and the Catacombs beneath the castle.

The Operation: Novgorod expansion adds a third 
map: the Tesla Priory.

In story mode, the map may be preselected, and will be indi-
cated in the specific scenario. Otherwise, players may choose 
a map freely from among those available.

If the players can’t agree on which map to use, the map 
should be determined randomly.

Once chosen, the map is placed in the center of the table.

4. Choose Characters
Each player chooses characters to control from among those 
available. Each player controls five characters (although 
some scenarios may change this number), and must choose 
them according to the following restrictions:

•	 Each team is comprised of three Heroes and two Troopers

•	 All characters chosen must be from the same faction 
(excluding Mercenaries; see below). 

Each player takes a single token from every character avail-
able, for his faction, including mercenaries. Each player then 
selects the five models that he wishes to comprise his team, 
and puts their matching tokens in a closed fist (or one hand 
below the table). Both players reveal the five tokens they 
have chosen at the same time. If the same mercenary has 
been chosen by both players, see the Mercenaries section 
below. 

The chosen miniatures are placed next to the board until 
they enter it, during the first turn (see “Entry Points” on 
page 9 and “Actions” on page 18).

Mercenaries

Some characters – including Wolf and 
Gorgeï Volkov – are mercenaries, 
which means that every player has the 
opportunity to add them to their team. 

All mercenaries’ character sheets bear the mercenary unit 
affiliation symbol:

Mercenary unit affiliation symbol

Mercenaries may be mixed with any faction, and may be 
chosen by either player. If both players choose the same 
mercenary, roll a die. The higher roller must include the 
mercenary on his team, while the lower roller must choose 
another character (If there are multiple copies of the 
mercenary see page 31 for details on multiple copies of the 
game).

Some mercenaries are described as faction loyal. This means 
that they will not work against their home faction. Gorgeï is 
Matriarchy faction loyal, and may not be chosen by a team 
that is fighting against the Matriarchy.

Both Yula Korlïtz and Ramirez are single figures, but neither 
of them are mercenaries. They may only work for their 
faction. 

5. Choose Packs

Each player chooses one equipment pack (combat, stamina, 
or command) for each of his characters individually, and 
fills that character’s equipment slots with the corresponding 
equipment tokens, facedown. Once both players have chosen a 
pack for each of his characters, the tokens are flipped faceup. 
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Some scenarios specify which packs or individual pieces of 
equipment must be chosen. The equipment tokens that con-
stitute each character’s various packs are presented in the 
character descriptions (See “Equipment” on page 13 for more 
information).

6. Choose Bonus Tokens
Bonus tokens are equipment tokens available from sources 
outside the various characters’ normal packs. Bonus tokens 
can be found on the web at www.FantasyFlightGames.com, 
and many are available in expansions.

After players have chosen packs and revealed them, each 
player may equip the characters on his side with up to 
three bonus tokens. Each bonus token replaces one item of 
equipment provided by a character’s chosen pack, and each 
character may only receive a single bonus token. Return the 
replaced equipment token to the box.

Many bonus tokens can only be used by certain characters, 
or types of characters. Such restrictions are part of each 
bonus token’s description. See “Appendix II: Bonus Tokens” 
on page 83.

Bonus tokens are chosen and assigned simultaneously. If 
both players wish to use the same token, roll a die, with the 
higher roll getting to use the token.

7. Selecting Entry points
Both players roll a die, with the 
highest roller choosing which 
entry point he will have his 
characters enter through on the 
first turn. In addition, he will also 
be activating a character first in 
the opening turn of the game. The 
other player must select an entry 
point from those remaining, and 
will be second in activating his 
characters.

8. Mode-specific Setup
After each player has equipped his characters, setup steps 
diverge depending on the mode of play chosen. The steps for 
deathmatch mode is detailed in the following sections.

Tannhäuser has six modes of play: deathmatch mode, cap-
ture the flag mode, domination mode, king of the hill mode, 
objective mode, and story mode. For the first game, players 
should stick to Deathmatch mode. A full listing of the other 
modes can be found on page 28.

Deathmatch Mode

Mode-specific Setup

a. Command Points

Each player sets up his Command Point tokens to indicate 
that he has 2 Command Points. (See “Tracking Command 
Points” on page 24.)

b. Crate Tokens

Collect all available crate tokens depicting Command Points 
or equipment. Shuffle them facedown on the table or in a cup 
or unused box top. For each Action circle and Objective circle 
on the game board (see “Map Features” on page 15), randomly 
draw one of these tokens and place it facedown on the circle 
(crate icon side up), until each circle has a token.

Victory Conditions
In deathmatch mode, a player wins immediately when none of 
his opponent’s characters remain on the board.

Setup Rolls
All game modes require that a Setup Roll be 
made.

To make a Setup Roll, each player rolls a die and 
adds any modifiers allowed from equipment or 
other sources. Modifiers specified for Setup Rolls 
and for Initiative Rolls are added to the Setup 
Roll. The low roller may spend a Command Point 
to re-roll once, if he wishes (see “Re-rolling Setup 
or Initiative Rolls” on page 25). The high roller 
acts first during setup as the mode’s setup rules 
specify.

In addition to affecting the course of setup per 
the mode’s instructions, the Setup Roll’s results 
also serve as the results of the first game turn’s 
Initiative Roll (see “Roll Initiative” on page 10).

Rush-and-go Variant
For game boards with four entry points, such as 
the Tesla Priory game board, the players may 
agree to play with the rush-and-go variant. In this 
variant, immediately after choosing their entry 
points, each player chooses an additional entry 
point (in the same order the first pair were cho-
sen). Each player may use his pair of entry points 
equally and interchangeably in the course of play. 
This variant can be used with any mode. 
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Playing the Game
Regardless of mode, a game of Tannhäuser is played out over 
a series of turns. The core activities of each turn involve the 
players alternately activating their characters to move 
and act. 

Each turn, players follow the steps below in the listed order. 
Each player completes the entire step before either player 
moves on to the next step.

1.	 Refresh Tokens

2.	 Roll Initiative

3.	 Set Overwatch

4.	 Activate Characters

1. Refresh Tokens
At the beginning of each turn, both players refresh their 
Command Points to the number specified by the game mode. 
(Exception: Command Points are not refreshed the first turn 
of the game. Points spent to influence the Setup Roll come out 
of a player’s first turn pool.) Unused Command Points from 
the previous turn are lost, even if they arose from an un-
usual source, such as from equipment or a crate. See “Track-
ing Command Points” on page 24.

Tokens used to mark the previous round’s character activa-
tions are also removed from all players’ character sheets at 
this time (see “Marking Activations” on page 10).

Any characters who were placed on overwatch on the previ-
ous turn, but did not make overwatch attacks, lose their over-
watch status; the tokens under their miniatures that marked 
the overwatch status are removed (see “Overwatch” on page 
26). Finally, The top Smoke token on each stack on the board 
is removed (see Smoke tokens on page 23).

2. Roll Initiative
In this step, each player makes an Initiative Roll, rolling 
a single die and adding any applicable bonuses, such as from 
equipment tokens.

Multiple bonuses, such as bonuses from Ranks or Medals 
belonging to different characters, are cumulative.

After the dice are rolled and results compared, the player 
with the lower result may spend 1 Command Point to re-roll 
his die. See “Re-rolling Setup or Initiative Rolls” on page 25 
for more information.

After the option to make a re-roll has been taken or declined, 
the player whose modified Initiative Roll is highest has ini-
tiative for the duration of the turn.

In the first game turn, the Roll Initiative step is skipped, 
because the results of the Setup Roll also serve as the results 
of the Initiative Roll in the first turn (see “Setup Rolls” on 
page 8).

3. Set Overwatch
A character on overwatch is standing ready to attack 
anything that moves, and gains the ability to interrupt an 
opponent’s movement with a vicious attack! 

In this step, starting with the player who does not have 
initiative, players take turns choosing a character he con-
trols, one character at a time, and places him on overwatch. 
Setting a character on overwatch costs 1 Command Point. 
An unused objective token is placed beneath that character’s 
miniature on the game board to indicate this. A character 
who is on overwatch will not receive an activation during 
this turn (see “Activating Characters” on page 10).

A player is not required to place any of his characters on 
overwatch.

The maximum number of characters a player can place on 
overwatch is limited only by his Command Points.

When both players decline in sequence to place a character 
on overwatch, this step ends. (However, note that a player 
may choose to place a character on overwatch even if he pre-
viously declined in the current step, as long as both players 
have not yet declined in sequence, which ends the step. See 
“Overwatch” on page 26 for details.)

4. Activate Characters
During this step, players alternate activating their charac-
ters. The player who has initiative goes first. If one player 
runs out of characters to activate (frequently because some 
of his characters have died, or are on overwatch), his oppo-
nent activates the rest of his characters one after the other.

When his turn to activate a character comes, a player may 
choose to activate any character on his side who has not been 
activated yet and is not on overwatch.

When activated, a character can move (see “Moving” on page 
17) and take one action (see “Actions” on page 18). Taking an 
action is also known as acting.

During an activation, a character performs one of  
the following::

•	 Move and then act.

•	 Act and then move.

•	 Move, then act, then move some more.

•	 Move without taking an action.

•	 Act without moving.



 Rules of Play	 11

Rules for moving characters are found under “Moving” on 
page 17. Rules for acting are found under “Actions” on page 
18, and include attacking, equipping new items, and more.

Characters who have not yet entered play are activated as 
normal but must begin their activation by moving onto one of 
their entry points (see “Entry Points” on page 16). Such char-
acters cannot carry out actions before entering the board. 
All characters must enter the game board on the first game 
turn. That is, a player may not leave some of his starting 
characters off the board, for introduction on some later turn.

Marking Activations
When a player finishes activating a character, he must place 
an unused objective token facedown on that character’s 
character sheet. This placement indicates that the character 
may not be activated again in the current game turn. When 
all characters have been activated, or are on Overwatch, the 
turn ends, and play proceeds to the Refresh Tokens step (see 
page 10).

Characters
Each character in Tannhäuser has unique characteristics 
and capabilities. These are detailed on the character’s char-
acter sheet.

There are two general types of characters: Heroes and 
Troopers, which can be distinguished from each other by 
their number of health rows. Heroes have four rows, while 
Troopers have three rows.

Characteristics
Each character is described by four characteristics: 
Combat, Stamina, Mental, and Movement. A character’s 
capabilities in a given characteristic at a given level of health 
is represented by a value.

1.	 Combat represents a character’s skill at fighting, both up 
close and at range.

2.	 Stamina represents a character’s physical durability and 
capacity to withstand pain.

3.	 Mental represents a character’s intelligence, willpower, 
perception, and mental capabilities.

4.	 Movement represents a character’s speed and quickness, 
and directly communicates the number of movement 
points that character may use each turn.

Illustration: A picture of the character.

Name or Rank: The character’s name (if a Hero) or rank 
(if a Trooper).

Skill Icons: A collection of icons representing the char-
acter’s aptitude for completing objectives in objective 
mode.

Characteristics: A table of values that record the 
character’s Combat, Stamina, Mental, and Movement 
characteristics at various health levels.

Health Indicator Position: The place where a health in-
dicator token is placed in order to track the character’s 
health in the course of play.

Affiliation Symbols: One or more symbols that indicate 
which groups a character belongs to.

Equipment Slots: A series of spaces, each of which can 
hold up to one equipment token at a time.

Character Sheet Anatomy

Illustration

Skill Icons
Affiliation
Symbols

Equipment Slots

Characteristics
Health 

Indicator 
Position

Name or Rank

This health indicator token has been rotated so its mark 
points to the third row of values. This is the character’s 

current row.  Its values are his current values.

1           2          3          4
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Every character has several rows of characteristic values. 
The top row is the set of values that character uses when 
fresh, at the start of a game. Successively lower rows are 
used as the character’s health degrades. Lower rows gener-
ally (but not always) have lower values than higher rows. 

Each health indicator token has a mark. During play, the 
token is rotated so the mark points to the row currently in 
effect for that character. The row that a character’s health 
indicator token points to at any given time is that character’s 
current row. Its values are that character’s current val-
ues. See “Injury and Death” on page 23 for more information 
about how the health indicator token is rotated as wounds 
are sustained.

Characters always use the characteristic values from their 
current row, save where a specific rule indicates otherwise. 
There are generally two types of exceptions.

•	 When a rule calls for a character to use his best row, 
that character uses the value for the given characteristic 
from his top row, even if it is not his best value for that 
characteristic.

•	 When a rule calls for a character to use his best value, 
that character uses the value for the given characteristic 
from whichever row contains the highest value, even if it 
is not in his top row.

Abilities that call for a character’s worst row or worst value 
work the same way, calling for the character’s bottom row or 
lowest value, respectively.

Null Characteristics
Some characters have null values for some characteristics, 
shown by a dash. Voïvodes, for example, have null Mental 
values.

A character with a null characteristic cannot make tests or 
participate in duels based on that characteristic and is not 
affected by effects that would cause such tests or duels. For 
example, a Voïvode cannot make a Mental test, cannot partici-
pate in a Mental duel, and cannot be the target of any effect 
that would require either.

Skills
Different characters have different training, represented 
by a series of skill icons on their character sheets. If a 
character’s sheet bears a given skill icon, he has that skill. 
Otherwise, he does not. There are no gradations of skill level 
in Tannhäuser.

Most skills are useful solely in accomplishing objectives in 
objective modes. However, certain skills convey particular 
capabilities to characters who have them, and are required 
to use certain equipment. Otherwise, skills do not impact 
gameplay.

What each skill represents is described in the Skills Table.

Skills Table
Icon Name and Description

Athletics: The character is quick, 
supple, and has built up an excep-
tionally muscular body.

Archaeology: The character has 
detailed knowledge of ancient civi-
lizations and their historic objects 
and artifacts.

Command: The character knows 
how to effectively lead others in 
combat situations.

Dexterity: The character has 
great facility with his hands, 
and exceptional hand-eye 
coordination.

Engineering: The character knows 
how to conceptualize, design, con-
struct, and use complex machin-
ery and equipment. 

Hand-to-Hand Combat: The 
character is an expert in melee 
combat.

Mechanics: The character knows 
how to use, repair, and sabotage 
mechanical apparatuses and 
simple electronic equipment.

Sangfroid: The character knows 
how to react calmly in even the 
most stressful and dangerous 
situations.

Reasoning: The character is able 
to apply rigorous logic to complex 
cognitive problems.

Sneak: The character can move 
silently and take discreet action 
without being noticed.

Strategy: The character has a 
broad range of military knowledge 
including strategy, tactics, and 
logistics.

Weaponry: The character knows 
how to maintain and use artillery, 
explosives, and heavy weapons.
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Affiliation Symbols
Each character is affiliated with one or more units, which 
are designations for various groups of soldiers. Each charac-
ter sheet bears one or more affiliation symbols, each cor-
responding to a unit with which that character is associated.

The affiliation symbols used in Tannhäuser and its 
expansions to date are shown in the Affiliation Symbols 
Table above.

Equipment
Equipment in Tannhäuser, from combat knives to first aid 
kits, is represented by equipment tokens. Equipment tokens 
are also used to represent abilities and bonuses that are not, 
strictly speaking, physical hardware.

All equipment tokens have a front side and a back side. 
An equipment token’s front side distinguishes it from other 
equipment, while its back side generally identifies which fac-
tion or character it belongs to.

Every equipment token has specific rules that apply to its use 
in play. The rules that govern a particular equipment token 
are generally found with the corresponding character. The 
rules associated with a given equipment token do not change 
in the course of play, even if the equipment is dropped or 
handed off to a different character.

Equipment Slots
Each character has a number of equipment slots, each of 
which can accommodate up to one equipment token. Most 
characters have four equipment slots. A character who has 
an equipment token in one of his equipment slots is said to 
have that token “in his inventory.” A character cannot have 
more equipment tokens in his inventory than he has equip-
ment slots.

Each character begins play with a certain collection of equip-
ment tokens, called a pack. Most characters have several 
equipment pack options, among which their player may 
choose during setup.

Disposable Equipment
Some equipment is disposable. 
Disposable equipment tokens have a 
yellow-and-black border. Equipment 
tokens without this border are not 
disposable.

Disposable equipment can be dropped 
on the board or handed off between 

characters. Non-disposable equipment cannot be dropped or 
handed off (see page 13 for details).

Special Objects
Every character has one special object, a defining – and 
powerful – piece of equipment for that character.

Every character begins each game with his special object in 
one of his equipment slots; it is considered to be part of each 
of his equipment packs (see below).

Affiliation 
Symbols Table

Symbol Unit

Blutsturm Division

Paranormal Division

Obscura Korps

Airborne Destruction Squad

42nd Marine Special Forces

Mercenary

Matriarchy



14	 Tannhäuser Revised Edition

Equipment Packs
An equipment pack, or pack, is a collection of equipment to-
kens that together comprise one group of tokens that a player 
may choose for that character during setup.

An equipment pack generally (but not necessarily) consists of 
three equipment tokens plus that character’s special object.

Traits
Many items of equipment have one or more traits, which 
identify them as belonging to one or more broad classes of 
similar equipment. For example, every equipment token that 
can be used to launch an attack has the Weapon trait. Most 
weapons have additional traits like Hand-to-Hand, Pistol, 
or Mental. When rules refer to “a Weapon” or “a Hermetica” 
(for example), this reference means “an equipment token 
with the trait Weapon” or “an equipment token with the trait 
Hermetica.” 

When rules refer to multiple traits at once, this reference 
means an equipment token with all of the referenced traits. 
For example, “an Automatic Weapon” refers an equipment 
token with both the trait “Automatic” and the trait “Weapon,” 
and “an Occult Ability” refers to an equipment token with 
both the trait “Occult” and the trait “Ability.” Exception: 
“Smoke Grenade” is a single trait, discrete from the “Gre-
nade” trait.

An equipment token’s traits are always the first word or 
words listed in its rules text, and are separated from other 
rules by a bullet (•). Equipment whose rules do not begin with 
a trait word do not have any traits.

Traits make it easy to refer to large groups of similar equip-
ment at once. For example, the rules for attacking specify 
that a character who attacks with an equipment token having 
the trait “Pistol” rolls four dice.

Some traits are provided for ease of reference in scenarios 
and future Tannhäuser expansions, but do not have any ad-
ditional effects in these core rules of play.

Maps and the 
Pathfinding System
One of the core elements of Tannhäuser is the Pathfinding 
System.

Under the Pathfinding System, each map is divided into 
paths. Each path is comprised of a series of movement 
circles (or simply, “circles”) that are all marked with the 
same color. As a general rule, characters whose miniatures 
occupy circles on the same path can see each other and at-
tack each other. In contrast, characters who do not share a 

path cannot generally see or attack each other. (Some attacks 
have additional restrictions, however. See “Combat” on page 
21.)

Many circles belong to more than one path. These circles 
are marked with the color of each path to which they belong. 
Characters on such circles are simultaneously on all of the 
corresponding paths; all characters on any of those paths 
can generally see and attack them, just as they can generally 
see and attack all of the characters on all of those paths.

Each circle is adjacent to one or more other circles. Which 
circles are adjacent to which other circles is generally obvi-
ous from their arrangement, but explicit tactical diagrams of 
all the circle adjacencies can be found on pages 80–82. As a 
general rule, circles separated from one another by walls are 
not adjacent to each other, while circles separated from one 
another by doors usually are adjacent to each other.

Adjacency between movement circles is determined indepen-
dently of path. That is, two circles can be adjacent to each 
other regardless of whether they are on the same path or not.

A movement circle can be adjacent to circles that are not 
themselves movement circles, such as Action circles and Ob-
jective circles. (See the “Circle Terminology” sidebar.) These 
adjacencies are generally obvious, but are also marked on the 
tactical diagrams on pages 80–82.

Paths are made up only of movement circles. Action circles 
and Objective circles are never part of a path.

Barry Daniel Brown(1) and John MacNeal(2) are both on 
the purple path, but of the two of them, only Barry also 
shares a path (red) with the Schocktruppen(3). Because 

MacNeal and the Schocktruppen do not share a path and are 
not adjacent (see the Castle Ksiaz tactical map on page 80), 
they can’t see or attack each other. Eva Krämer(4) doesn’t 

share any paths with any of the other charaters here. 

1

2

3

4
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Map Features
Each Tannhäuser map features many different elements. 
By far the most common are movement circles, which are 
described in the previous section. The following sections 
describe the other features found on Tannhäuser maps.

Modifier Circles
Some movement circles are also modifier circles. These 
circles are marked with a icons that correspond to one of the 
four characteristics (Combat, Mental, Stamina, or Move-
ment). Each icon is always either red or green.

The icon present determines which characteristic that circle 
affects, while the color determines whether the effect is posi-
tive for the character (green) or negative for him (red).

Modifier circles work in two different ways, depending on 
which characteristic they pertain to.

•	 A character standing on a Combat, Mental, or Stamina 
modifier circle receives a bonus or suffers a penalty to 
the corresponding stat while he remains there, depend-
ing on the number of icons present and their color. Green 
icons provide bonuses, red icons inflict penalties, and the 
number of icons present indicates the magnitude of the 
bonus or penalty. For example, one green Combat icon 
gives a character on that circle a +1 bonus to his Combat 
characteristic, while two red Mental icons inflict a –2 
penalty to his Mental characteristic.

•	 A moving character who enters a Movement modifier 
circle must pay a modified movement cost at the time 
of entry. If the icon is red, entering that circle costs an 
extra number of movement points equal to the number 
of icons present. If the icon is green, entering that 
circle gives the moving character a number of 
movement points back equal to the number of icons 
present. (Note, then, that a circle with a single 
green Movement icon costs a net zero movement 
points to enter.)

Note that movement modifier circles do not adjust a char-
acter’s Movement characteristic.

Rubble tokens have the effect of replacing modifier circles 
where they are placed. This replaces whatever was on the 
circle originally.

Left to right: Movement penalty, Combat bonus, 
and Stamina bonus modifier circles.

Circle Terminology
There are many map locations that are labeled, 
in part, with the word “circle,” and because each 
type of location has critical gameplay differences, 
it’s important to avoid confusing them with each 
other.

A movement circle is a location on 
the game board where a miniature 
can stand. Every movement circle is 
part of one or more paths, and every 

movement circle is adjacent to one or more other 
movement circles. Any time the rules refer to a 
“circle” without additional specification (such as 
“Objective circle” or “Action circle”) they are 
referring to a movement circle.

A modifier circle is a type of 
movement circle that imposes special 
bonuses, penalties, or restrictions. 
See “Modifier Circles” on page 15.

An entry point is a type of movement 
circle where a miniature can enter 
play. 

An Objective circle is a location 
important to victory in certain game 
modes. Objective circles are not 
movement circles. See “Objective 
Circles” on page 16.

An Action circle is a location where a 
character standing in an adjacent 
movement circle can do some 
corresponding action. Action circles 

are not movement circles. See “Action Circles” on 
page 16.

Translated from the GERMAN by OSS SigInt 

Group 2To KRÄMER. You are ordered to proceed  

without delay to KNOSSOS on the island of 

CRETE to rendezvous with the 13th OCCULT 

DIVISION. You will attach yourself to Mar-

quis General VON HEÏZINGER’s command and 

assist in his mission. Send regular intelligence 

reports through secure channels. Should VON 

HEÏZINGER successfully uncover evidence of 

the AXIS MUNDI you are to initiate contain-

ment protocols. VON HEÏZINGER must not be 

allowed full access to the power of the AXIS 

MUNDI, that is a privilege reserved for myself. 

You may commandeer any resources or personnel 

from BLUTSTURM DIVISION as necessary. 

In the name of the Kaiser,  

may he live a thousand years. 

- REICHDOKTOR HOSS HARBINGER
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Walls
Walls divide areas of the 
game board from each 
other.

Most of this area-dividing 
effect is also reflected 
in the layout of the game 
board’s paths. That is, 
the map’s different-
colored paths show which 
characters can see and 
attack each other even if 
the walls were not there.

Walls on the game board 
serve primarily to give 
information about which circles are adjacent to each other: 
Two circles on opposite sides of a wall are never adjacent.

In some cases – such as near the ends or corners of walls – 
adjacency seems open to interpretation. In such cases, refer 
to the tactical diagrams on pages 80–82, which show all 
adjacencies explicitly.

Doors
Doors are decora-
tive – rather than 
mechanical – elements 
of a Tannhäuser game 
board. As with walls, the 
information about how 
doors affect the ability of 
different characters to 
see and attack each other 
from various positions is 
already encoded in the 
game board’s paths.

Unlike walls, however, the doors drawn in on the map do 
not affect or indicate circle adjacency. As with all questions 
about whether two particular circles are adjacent, refer to 
the tactical diagrams on pages 80–82.

Entry Points
Entry points are loca-
tions on the game board 
where characters enter 
play.

Ownership of the map’s 
entry points is deter-
mined during setup. The 
side who owns a given 
entry point is the only 
side who can bring minia-
tures into play there.

For maps with more than two entry points, some entry points 
may be unowned, and thus not useful for bringing characters 
of either side into play.

When a player brings a miniature onto the game board 
through an entry point, the entry point circle costs one move-
ment point, according to the normal rules for movement (see 
“Moving” on page 17).

Objective 
Circles
Objective circles are loca-
tions on the game board 
that characters must 
interact with to fulfill 
the victory conditions of 
certain modes. There are 
two types of Objective 
circles: Primary Objec-
tive circles, which are 
gold-colored, and Second-
ary Objective circles, which are silver-colored.

All Objective circles bear a skill icon, which provides infor-
mation about which objective tokens can be placed on them 
during setup in objective mode.

In some game modes, Objective circles are covered with crate 
tokens during setup.

Flavorful descriptions of the various Objective circles on the 
Castle Ksiaz, Catacombs, and Tesla Priory maps are found 
along with those maps’ tactical diagrams on pages 80–82.

Objective circles are not movement circles, so miniatures 
never stand on them. However, every Objective circle is adja-
cent to one or more movement circles.

Objective circles do not belong to paths.

Action Circles
Action circles are loca-
tions on the game board 
where crate tokens are 
frequently placed during 
setup. Some scenarios 
introduce additional uses 
for Action circles.

Action circles are not 
movement circles, so min-
iatures never stand on 
them. However, every Action circle is adjacent to one or more 
movement circles.

Action circles do not belong to paths.



 Rules of Play	 17

Moving
Players move their characters’ miniatures around the game 
board by spending movement points.

At the beginning of a character’s activation, that character 
receives a number of movement points equal to his Move-
ment characteristic (see diagram on page 11). Each move-
ment point allows that character to move from his current 
movement circle to an adjacent movement circle.

A character may not enter a circle occupied by an enemy 
miniature (exception: see “Bull Rush,” below). A character 
may move through, but may not end its activation in, or stop 
to act in, a circle occupied by a friendly miniature.

Recall that modifier circles bearing the Movement character-
istic icon cost more, or fewer, movement points to enter. Also 
remember that characters never move onto Objective circles 
or Action circles.

A character is not required to spend all – or any – of his 
movement points on a given activation. However, any un-
spent movement points are lost at the end of the character’s 
activation.

Characters are allowed to act before, after, or in the middle 
of spending movement points. Players who worry that they 
may forget how many movement points a given character has 
already spent while they perform that character’s action may 
place a die next to that miniature, setting its top face to the 
number of movement points that remain for that character to 
spend after his action is over.

Bull Rush
A moving character may not normally move through a circle 
occupied by an enemy. However, a desperate character may 
try to do so by executing a bull rush against that enemy 
from an adjacent movement circle.

To attempt a bull rush, the moving character and target char-
acter engage in a Stamina duel (see “Tests and Duels” on page 
19). If the moving character wins, then he may move through 
the target circle (the one occupied by the enemy character) as 
if it were unoccupied. If the moving character loses, then he 
may not enter the target circle, and furthermore, the enemy 
character may immediately make a free melee attack against 
him before his activation continues. (“Free melee attack,” 
here, means that the attack uses up no action and costs no 
Command Points).

A character may only attempt one bull rush per activation. 
However, a bull rush – whether successful or not – does not 
use or require the activated character’s action.

A bull rushing character cannot stop to act, or end his activa-
tion, in the target circle. A character may not attempt a bull 
rush if there are no clear circles beyond the target of the 
bull rush (“beyond” meaning circles adjacent to the bull rush 
circle that are not the circle from which the rushing charac-
ter originated). Similarly, a character may not attempt a bull 
rush if he does not have enough movement points to enter a 
clear circle beyond the bull rush circle.

Eva Krämer wishes to “Bull Rush” through the circle John 
MacNeal is standing in. Both she and John MacNeal roll four 
dice (equal to their stamina characteristic). Eva’s results 
grant her 3 successes. John’s results grant him 2 successes. 
As Eva Krämer has scored more successes than John, she 
may now move through his circle as if it were empty. Note 
that she may not stop in his circle for any reason.

Sighting
It is sometimes important to know which characters can see 
each other. One character who can see another character is 
sometimes said to have line of sight to that character.

Line of sight is always reciprocal. That is, a character who 
can see another character can always also be seen by that 
character.

Two characters who share a path can always see each other. 
(Exception: Certain equipment, such as Smoke Grenades, can 
limit this. See “Smoke Grenades” on page 23.)

The only exception to this is Hand to Hand attacks. Hand to 
Hand attacks may target a character on the other side of a 
door, regardless of Line of Sight. The target must still be in 
an adjacent circle, as indicated by the tactical maps on page 
80-82.

He who journeys A
the paths of the dam
as Atlas who stands
Behold! The Golden andall with the power of thethe Axis Mundi. let it be sgates of Hell itself stand open

seven mouths, and from the mou
Judgement Day. 
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Out-of-path Ranges
Some equipment allows characters to attack non-adjacent 
characters who do not share a path with the attacker. Such 
attacks are only permitted when a piece of equipment’s rules 
explicitly allow them (e.g., “out-of-path attacks are allowed”).

When allowed, such attacks are often limited by a range 
measured in movement circles and expressed in the form of 
“x out-of-path circles.” These ranges are measured in the 
same way that movement is measured, and always by the 
shortest possible route. For example, two figures that are ad-
jacent to each other are at a range of 1. (Exception: Penalties 
arising from Movement modifier circles do not increase this 
measured range as they would increase a character’s cost 
in movement points.) Such ranges are not blocked by other 
characters’ miniatures, whether friendly or enemy.

Actions
Actions are the meat of a game of Tannhäuser. Every 
character has the opportunity to take one action during his 
activation, whether before, after, or in the middle of moving.

Common actions include the following, each of which is de-
scribed in greater detail in the sections that follow.

•	 Attack

•	 Throw a Grenade

•	 Pick Up Equipment

•	 Pass Equipment

•	 Use Equipment

•	 Search a Crate

•	 Activate an Action Circle

This list of actions is not exhaustive. Some special rules – 
especially those provided by particular scenarios – provide 
additional action options for certain circumstances. Some 
items of equipment also provide special action options (al-
though usually the “use equipment” action governs the use of 
equipment).

Attack
A character uses this action to try to wound – and hopefully 
eliminate – an enemy character. See “Combat” on page 21 for 
complete rules.

Throw a Grenade
This action is used to throw both Grenades (any piece of 
equipment with the Grenade trait) and Smoke Grenades (any 
piece of equipment with the Smoke Grenade trait). See “Gre-
nades” on page 22 for more information.

Pick Up Equipment
A character can use the “pick up equipment” action to add 
any or all equipment tokens from his or an adjacent circle to 
his inventory, and/or to drop any or all disposable equipment 
tokens currently in his inventory to the same circle.

By the end of this action, the character may not be carrying 
more equipment tokens than he has equipment slots on his 
character sheet.

Pass Equipment
A character can use this action to take one or more equip-
ment tokens from his inventory and place them in the inven-
tory of a friendly character standing in an adjacent circle.

Eva Krämer(1) is two out-of-path circles away from each of 
John MacNeal(2) and Barry Daniel Brown(3). She is three 

out-of-path circles away from the Schocktruppen(4). Although 
the Schocktruppen, Brown, and MacNeal are all on the same 

path (red), an “out-of-path range” can still be measured 
between any given pair of them. An out-of-path range can be 

measured across multiple paths, but does not have to be. 

This sketch is all 

we  have found of 

what is facing us 

in the depths  of 

the labyrinth. I  fear what  

we may   find 

forgotten inside  

the twisted 
corridors a

1

234
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If the receiving character does not have enough open equip-
ment slots to receive these equipment tokens, the character 
may give equipment to the active character, or thee charac-
ter may drop any number of equipment tokens into the circle 
he occupies. At no point may any character have more equip-
ment tokens than equipment slots on his sheet.

Use Equipment
The “use equipment” action is a catch-all for the actions re-
quired by the multitude of equipment tokens in Tannhäuser 
that must be triggered with an action in order to function. 
Each such piece of equipment describes the requirements and 
effects of the action(s) necessary to use it.

Example: As the active character, Eva Krämer‘s owner 
wishes  to “use” her Iron Cross First Class token. She reads 
what to perform when the item is used, in this case her team 
would gain two additional Command Points. She decides to  
carry out that action, by placing two more Command Points 
on her side.

Search a Crate
A character adjacent to a crate token may 
use the “search a crate” action to secretly 
examine the crate’s contents (which are 
pictured on the token’s face). That char-
acter’s player must then do one of the 
following:

•	 He may return the token to the game board in the same 
location, facedown.

•	 If the crate contains equipment, he may place the token 
in the searching character’s inventory. If the character 
lacks an empty equipment slot to receive the equipment, 
he may drop an item from his inventory in the circle he’s 
standing in, without any additional action cost, to make 
room.

•	 If the crate contains Command Points, he may increase 
his side’s available Command Points accordingly. Recall 
that Command Points do not persist from turn to turn 
(see “Refresh Tokens” on page 10).

Activate an Action Circle
Some scenarios allow characters to do 
special things by activating certain Ac-
tion circles. A character adjacent to such 
an Action circle can use the “activate an 
Action circle” action to do these things.

A character can use the “activate an Ac-
tion circle” action even if the Action circle 
contains a crate token.

Tests and Duels
The outcomes of many things Tannhäuser characters can 
attempt are uncertain, and dice are often rolled to determine 
whether their exploits succeed or fail. Many actions or equip-
ment require characters to make die rolls in the form of a 
TEST or DUEL.

Tests occur when a character is acting without opposition 
from another character, while duels take place when another 
character directly opposes the acting character.

Both tests and duels are described in detail in the following 
sections.

Tests
A test has two elements: a dice pool and a difficulty.

•	 The dice pool is the number of dice to be rolled.

•	 The difficulty is the number that the player needs to roll 
or exceed on any given die.

The size of a test’s dice pool varies according to the circum-
stance requiring the test. The default dice pool when no other 
size is specified is four dice.

The difficulty of a test is (10 minus the value of the specified 
characteristic of the testing character). The characteristic 
used is always specified by the rules. For example, a char-
acter might be called on to make a Mental test. If such a 
character’s current Mental value is 4, then the difficulty for 
the test is 6 (10 – 4 = 6).

To make a test, the player rolls a number of dice equal to the 
dice pool and compares each die result to the difficulty. Each 
die result that equals or exceeds the difficulty is called a 
success. If the player generates at least one success, the test 
is successful.

Example: Eva Krämer must make a Mental test, so her player 
rolls four dice. The results are 1, 4, 5, and 8. Her current 
Mental value is 4, so the difficulty of the test is 6 (10 – 4 = 
6). As Eva has rolled at least one success – that is, one of her 
results is equal to or greater than the difficulty of 6 – she 
succeeds at the test.

Duels
A duel is similar to a test, differing primarily in that it 
involves two opposed characters rolling dice and comparing 
their results to each other in order to determine the outcome.

The character who initiates a duel is called the attacker. 
The other character is the defender. Each character has his 
own dice pool and difficulty.
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Once the dice have been rolled, each of the defender’s suc-
cesses cancels one of the attacker’s successes. In order to 
win the duel, the attacker must have at least one success left 
after this process has been done. If he does not, the defender 
wins the duel.

The effects of winning and losing a duel vary according to the 
circumstances of the duel, and are described in each case.

Example: Hermann Von Heïzinger uses the Patmos Amulet 
equipment token against John MacNeal, which requires the 
two characters to conduct a Mental duel. Since Von Heïzinger 
initiated the duel, he is the attacker and MacNeal is the 
defender.

Both roll four dice. Von Heïzinger rolls 2, 4, 4, and 10. 
MacNeal rolls 3, 4, 8, and 9. Von Heïzinger’s current Mental 
value is 6, so his difficulty is 4 (10 – 6 = 4), which means 
that he has rolled three successes. MacNeal’s current Mental 
value is 4, so his difficulty is 6 (10 – 4 = 6), which means 
that he has rolled two successes.

Each of MacNeal’s successes cancels one of Von Heïzinger’s 
successes, which leaves one uncanceled success. Von 
Heïzinger wins the duel. Per the Patmos Amulet’s rules, 
MacNeal turns to attack the nearest character…

If MacNeal had been able to roll one more success, he would 
have canceled all three of Von Heïzinger’s successes. In that 
case, MacNeal would have won the duel, because the attacker 
must have at least one success in order to win.

Test and Duel Bonuses 
and Penalties

Sometimes characters receive bonuses or suffer penalties 
when making tests or duels.

Bonuses and penalties can affect the size of a dice pool or the 
results of individual dice.

•	 Bonuses and penalties that affect the size of a dice pool 
are written as: “one additional die” or “one less die.”

•	 Bonuses and penalties that affect the difficulty of a test 
are written as: “a +1 bonus,” “a –3 penalty,” or “a +2 
modifier.”

Example: Eva Krämer makes a Mental test with equipment 
that gives her “one additional die” but under circumstances 
that inflict “a –2 penalty.” She rolls five dice (one more 
than the default four), but must subtract two from each 
die’s result. The raw die results are 2, 4, 4, 6, and 9. The 
modified results are thus 0, 2, 2, 4, and 7. If the difficulty 
were 6, she would score one success.

A test whose dice pool is reduced to zero or fewer dice is 
not invalidated; the character is simply not allowed to 
roll dice (meaning that failure is almost certain!).

Natural 10s
When rolling dice for a test or duel, a die that rolls a 10 
naturally – i.e., before bonuses and penalties are added or 
subtracted – is said to have generated a Natural 10.

A Natural 10 is always a success, regardless of the difficulty 
of the test and regardless of any penalties that apply.

It is possible to have modified roll results of 10 (or higher) 
that are not Natural 10s. These results generate successes, 
or not, according to the normal rules (i.e., whether or not 
the die results equal or exceed the difficulty). For example, a 
character might roll a die pool of four dice, with a +2 bonus, 
against difficulty 9. Given a raw die result of 4, 7, 8, and 10, 
leading to modified results of 6, 9, 10, and 12 respectively, 
three successes are generated, but only one Natural 10 
scored.

Certain tests, duels, and pieces of equipment have additional 
rules that are triggered by Natural 10s.

Natural 1s
When rolling dice for a test or duel, a die that rolls a 1 
naturally – i.e., before bonuses and penalties are added or 
subtracted – is said to have generated a Natural 1.

A Natural 1 is never a success, regardless of the difficulty of 
the test and regardless of any bonuses that apply.

It is possible to have modified roll results of 1 (or lower) that 
are not Natural 1s. These fail to generate successes, or not, 
according to the normal rules (i.e., whether or not the die re-
sults equal or exceed the difficulty). For example, a character 
might roll a die pool of four dice, with a –3 penalty, against 
difficulty 5. Given a raw die result of 1, 2, 6, and 9, leading to 
modified results of –2, –1, 3, and 6 respectively, one success 
is generated, and one Natural 1 counted.

Certain tests, duels, and pieces of equipment have additional 
rules that are triggered by Natural 1s.
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Combat
When one character attacks another, the resulting combat 
is resolved as two separate tests that together determine 
whether the target of the attack is wounded, or perhaps 
killed.

Attack Overview
Attacks are launched by the “attack” action (see “Attack” on 
page 21). Once an attack has been announced, the attacking 
character must choose a weapon and a target Character. 
Next, the attacker makes a roll called an attack roll. If he 
generates at least one success, the target makes a roll called 
a shock roll. Each shock roll success cancels one attack roll 
success. Each attack roll success that is not canceled inflicts 
a wound on the target.

To summarize, the steps of an attack are:

1.	 Declare Weapon and Target Character: The attacker 
chooses one of his weapons and a legal target character.

2.	 Perform Attack Roll: The attacker makes an attack roll.

3.	 Perform Shock Roll: The defender makes a shock roll; 
each success cancels one attack roll success.

4.	 Deal Wounds: Each uncanceled attack roll success inflicts 
one wound.

Each of these steps is described in greater detail in the sec-
tions that follow.

1. Declare Target 
and Weapon

Upon announcing an “attack” action, the attacker must 
choose the Weapon (i.e., the equipment token with the Weapon 
trait) that he will use, from his inventory. If the attacker 
does not have a Weapon or chooses not to use one, he makes 
an unarmed attack.

The attacker must then choose a target character. A legal 
target must either share a path with the attacker or be on 
an adjacent circle unless special rules or equipment allow 

unusual targets or prohibit normally legal targets. To 
choose a non-adjacent target, the attacker must have a 
Weapon that also has one of the following traits: Pistol, 
Automatic, or Mental (see “Traits” on page 14). To choose 
an adjacent target, there is no equipment requirement.

Any attack made with a Weapon having the Pistol, Auto-
matic, and/or Mental traits is called a ranged attack. An 
attack made with a Weapon having the Hand-to-Hand trait 
is called a melee attack. An unarmed attack is also a melee 
attack.

2. Perform Attack Roll
After choosing a target, the attacker makes an attack roll. 

The dice pool for this attack roll is determined by the chosen 
Weapon’s other traits (i.e., its traits other than Weapon) ac-
cording to the table below.

The difficulty is equal to (10 minus the character’s current 
Combat value).

The Shocktruppen(1) can declare either Barry Daniel Brown(2) 
or Tala Aponi(3) as the legal target of an attack, because each 
shares the red path with him. The Schocktruppen can’t attack 

John MacNeal; they do not share a path.

Weapon Trait	 Dice Pool

No Weapon	 2 dice

Hand-to-Hand	 4 dice

Pistol	 4 dice

Mental	 4 dice

Automatic	 5 dice

1 2

3

4
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If the attacker does not roll at least one success, the attack 
ends unsuccessfully and play continues.

If the attacker does roll at least one success, the defender 
must perform a shock roll. The number of successes on the 
attack roll is important when wounds are determined, so this 
number should be remembered or noted.

Example: Eva Krämer attacks John MacNeal with her 
Mauser C96, which has the traits Weapon and Pistol. Eva’s 
player rolls four dice (per the “Pistol” entry on the relevant 
table) against difficulty 5 (because her current Combat 
value of 5 results in a difficulty of 10 – 5 = 5). The dice are 
with her, and the results are 3, 5, 6, and 9, giving her three 
successes.

3. Perform Shock Roll
If the attacker rolls at least one success on his attack roll, 
the defender makes a shock roll.

The dice pool for a shock roll is always 4 dice.

A shock roll is a Stamina characteristic test, so the difficulty 
is (10 – the character’s current Stamina value).

The number of successes on the shock roll is used when 
wounds are determined.

Example: (Previous example continues) Since Eva rolled at 
least one success on her attack roll, John MacNeal’s player 
must make a shock roll. He rolls four dice against difficulty 
5 (because MacNeal’s current Stamina value of 5 results in a 
difficulty of 10 – 5 = 5). He doesn’t roll particularly well, with 
results of 2, 4, 4, and 6, giving him only one success.

4. Deal Wounds
Each shock roll success cancels one attack roll success. 
For each success on the attack roll that is not canceled, the 
defender suffers one wound. If all attack roll successes are 
canceled, the defender suffers no wounds. 

As usual, for each wound sustained, the target dials his 
health indicator down (see “Injury and Death” on page 23).

Example: (Previous example continues) John MacNeal’s 
single success on his shock roll cancels one of Eva Krämer’s 
three attack roll successes. Each of her two uncanceled 
successes inflicts a wound, for a total of two wounds.  
John MacNeal’s player rotates his health indicator token 
down two rows.

Automatic Attack 
Successes

Some rules provide automatic attack successes. Automatic 
attack successes are similar to the automatic successes 
sometimes granted for tests outside combat.

Simply put, an automatic attack success is treated like a 
regular attack roll success. That is, the target still makes a 
shock roll and uses the resulting successes to cancel them. 
As usual, each shock roll success cancels one attack success 
(automatic success or regular success), with each uncanceled 
automatic attack success inflicting one wound.

Automatic attack successes can be inflicted even without 
a corresponding roll of attack dice. For example, when a 
Grenade explodes (see “Grenade Effects,” below) it deals four 
automatic attack successes to each affected character; no roll 
is required. Each of the affected characters makes a shock 
roll to try to cancel these automatic attack successes just 
as if they had been rolled on an attack roll. Each uncanceled 
automatic success results in one wound.

When they arise from an attack, automatic attack successes 
are combined with regular (i.e., rolled) attack roll successes 
before the shock roll, just like the regular automatic suc-
cesses that are applied to other tests. That is, the defender 
does not make one shock roll to counter automatic attack suc-
cesses and a second shock roll to counter rolled successes.

Grenades
Pieces of equipment with the trait Grenade or Smoke Grenade 
use the rules in this section to resolve their effects. Grenades 
explode violently, causing some of the most massive damage 
in Tannhäuser, while Smoke Grenades hinder future attacks 
on the paths where they land.

Grenades and Smoke Grenades are thrown using the “throw 
a grenade” action (see “Throw a Grenade” on page 18).

All Grenade and Smoke Grenade equipment tokens in Tan-
nhäuser represent a single piece of ordnance. When thrown, 
the corresponding equipment token is removed from the 
appropriate character’s inventory.

When a Grenade or Smoke Grenade is thrown, the throwing 
player chooses a target circle. The target circle must be 
within the relevant range (see the sections that follow), and 
all circles through which this range is measured except the 
last circle must share a path with the throwing character. 
(The last circle may share a path, it is simply not required 
that it do so.) This method of targeting represents a grenade 
bouncing from one area into an adjacent room or hallway.

A character can throw a Grenade or Smoke Grenade into his 
own circle, any occupied circle, or any open movement circle.
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A character cannot throw Grenades or Smoke Grenades 
through a wall, but Grenades and Smoke Grenades can 
through around walls (since the last circle can be out of 
path). See “Out-of-path Ranges” on page 18 for more informa-
tion about how walls block ranges. 

Grenade Effects
A Grenade has a range of up to 5 circles. Range does not 
count the thrower’s circle, but does count the target circle.

A thrown Grenade deals four automatic attack successes to 
any character on its target circle and to any character on 
any circle adjacent to the target circle. These characters 
make shock rolls to resist this damage in the same way shock 
rolls are made to resist attack rolls (see “Perform Shock Roll” 
on page 22).

Note that even though an exploding Grenade deals “automatic 
attack successes,” throwing a Grenade does not constitute 
an “attack.” An “attack” is an activity arising from an “at-
tack” action only, and Grenade use arises from the “throw a 
grenade” action.

Example: A Grenade explodes in the circle adjacent to John 
MacNeal. MacNeal makes a shock roll. His current Stamina 
value is 4, so he rolls four dice against difficulty 6. He rolls 3, 

5, 7, and 10, resulting in two successes. As he only cancelled 
two of the four automatic attack successes, he sustains two 
wounds.

After resolving any damage dealt by a Grenade, place a 
rubble token in the targeted circle.

Smoke Grenade Effects
A Smoke Grenade has a range of up to 8 circles. When 
thrown, place the Smoke Grenade token in the target circle, 
which indicates that all circles sharing a path with that 
circle are filled with smoke.

Any character standing on a circle filled with smoke can only 
attack targets in adjacent circles. Furthermore, such charac-
ters roll two fewer dice on all attack rolls.

The effects of a Smoke Grenade last for the remainder of the 
game turn in which they are thrown, and for the entirety of 
the following two turns. Use the following to track this.

1.	 When thrown, place the Smoke Grenade token in its target 
circle with two smoke tokens on top of it.

2.	 In each “refresh tokens” step:

•	 First remove from the map any Smoke Grenade tokens 
without smoke tokens on top of them.

•	 Then remove from the map one smoke token that is 
stacked on top of each Smoke Grenade token.

In this way, each Smoke Grenade’s effects will last for the 
appropriate duration.

(Note: The relevant path is considered to be filled with smoke 
both when the Smoke Grenade token has a smoke token 
stacked on top of it and when it does not. The stacking of 
tokens is for duration-tracking purposes only.)

Injury and Death
The world of Tannhäuser is a violent one and characters 
sustain injuries – and die – with frequency.

Recall that each character has a table of characteristic 
values and a health indicator token that is used to mark 
which row of characteristics are the current values for that 
character (see “Characteristics” on page 11).

As characters sustain wounds, their health indicator mark-
ers are rotated, or dialed down, to indicate that succes-
sively lower – and generally worse – characteristic values 
are their current ones.

Every source of damage that can inflict harm on a character 
measures that damage in some quantity of wounds. Each 
wound a character suffers dials his health indicator down by 
one row.

The Shocktruppen(1) could legally target any of the 
marked circles with a grenade. (The tactical diagram 

on page 80 shows, explicitly, which circles are adjacent 
to each other in this part of the Castle Ksiaz map.)

1
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A character dies when he sustains wounds that would take 
him below his lowest row.

Example: John MacNeal’s health indicator token currently 
marks his second lowest characteristic row. A nearby 
Schocktruppen gets four successes on an attack roll against 
MacNeal, and MacNeal is only able to roll two successes on 
the corresponding shock roll. Forced to sustain two wounds, 
MacNeal is eliminated. (The first wound turns his dial to 
his last characteristic row – the fourth of four. The second 
wound kills him, as he has no more characteristic rows to 
dial down to.)

Automatic Wounds
Automatic wounds are wounds that are applied directly to a 
character, with no shock roll allowed to cancel them.

It’s important to understand that automatic wounds are 
different from automatic attack successes. (In brief, auto-
matic wounds bypass the shock roll process while automatic 
attack successes do not.)

Shock Rolls 
Outside Combat

Unless a given source of damage specifies that it inflicts au-
tomatic wounds (see “Automatic Wounds,” below), the target 
of the damage may always make a shock roll to resist that 
damage, just as if it had arisen in combat. See “The Shock 
Roll” on page 22.

Command Points
Each side has a pool of Command Points at its disposal each 
turn. These tokens are not associated with a particular 
character, but instead with all characters of the player’s side. 
Command Points can be used for a wide variety of purposes 
and are an important resource in Tannhäuser.

A player’s Command Points are refreshed at the beginning 
of each turn (see “Refresh Tokens” on page 10) and can then 
be spent throughout the turn. Unused Command Points from 
the previous turn are lost at the next turn’s “refresh tokens” 
step, and so cannot be built up from turn to turn.

Command Points can be spent for the following effects. (Keep 
in mind that some scenarios provide additional uses for Com-
mand Points.)

•	 Re-rolling Setup or Initiative Rolls.
•	 Buying extra movement points.
•	 Placing a character on overwatch.
•	 Temporarily increasing a characteristic value.
•	 Launching a counterattack.
•	 Shaking off a wound.
•	 Introducing a reinforcement character.

Each option is described in detail, along with any special 
circumstances and limitations that apply, in the sections that 
follow.

There is one common restriction on spending Command 
Points: During a single activation, a player may not spend 
Command Points for the same effect more than once. No 
matter how many Command Points a player has, he may not 
increase a characteristic value more than once in the same 
activation, buy an extra movement point more than once in 
the same activation, shake off a wound more than once in the 
same activation, and so forth. Note that this restriction is 
“reset” for each successive character’s activation.

All values return to their printed value at the end of every 
activation.

Example: On Karl Zermann’s activation, the Reich player 
spends a Command Point to increase Zermann’s Combat 
value by one. He also spends a Command Point to buy 
an extra movement point. This is legal, although both 
expenditures take place in the same activation, they are 
different Command Point effects.

After Karl Zermann’s activation, the Union player activates 
John MacNeal. During MacNeal’s activation, the Reich player 
spends another Command Point to increase Zermann’s 
Combat value once more. This expenditure is legal because 
John MacNeal’s activation is a new activation.

Tracking Command 
Points

Players can track their Command Points any 
way they wish. The standard method is de-
scribed below, but alternatives (using beads, 
coins, tokens, etc.) are perfectly acceptable.

The standard method calls for the player to keep 
all five of his Command Point tokens in a stack 
so that the number of Command Points he has 
remaining at any given time is always the faceup 
numeral at the top of the stack. Each time the 
player spends or gains points, he simply re-
arranges the stack so that the numeral on top of 
the stack communicates his new total.
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Re-rolling Setup or 
Initiative Rolls

Immediately after both players roll a die for either a Setup 
Roll or Initiative Roll, the player who lost the roll – that is, 
the player who rolled lower – may spend a Command Point 
to re-roll his die. He may only spend a Command Point once 
for any particular Setup or Initiative Roll. His second result 
replaces the first result and is final, even if the second result 
is lower.

Note that if a re-rolled Setup or Initiative Roll results in the 
re-rolling player gaining the respective advantage, his op-
ponent is not allowed to spend a Command Point of his own in 
response to make his own re-roll.

Note that a player who spends a Command Point in this way 
on a Setup Roll effectively gains its benefit on the first game 
turn’s Initiative Roll as well, since a game’s Setup Roll also 
functions as the first turn’s Initiative Roll.

In case of a tie, both players will re-roll their dice. No Com-
mand Points may be spent on a re-roll due to a tie. 

Buying Extra 
Movement Points

A player may spend a Command Point during a character’s 
activation to add one movement point to his pool of movement 
points.

This expenditure may be made after that character’s last 
movement point is spent, as long as the next character’s ac-
tivation has not yet begun. (For this reason, a player should 
wait until his opponent tells him that his activation is over 
before beginning the next activation.) 

Placing a Character 
on Overwatch

A player may spend a Command Point during the “set over-
watch” step of the game turn in order to set one of his char-
acters on overwatch for the duration of the turn. Multiple 
characters may be set on overwatch at a cost of 1 Command 
Point per character. However, the same character may not 
be set on overwatch more than once. (That is, there is no 
“double overwatch.”)

When setting a character on overwatch, an unused objective 
token is placed beneath that character’s base to indicate this 
status. 

A character set on overwatch does not receive an activation 
in the current game turn. Mark his character sheet immedi-
ately as having been activated when overwatch is set  to help 
remember this (see “Marking Activations” on page 10). 

See “Overwatch” on page 26 for more information about the 
effects of being on overwatch.

Temporarily Increasing 
a Characteristic Value

A player may spend a Command Point at any time in order to 
increase the current value of his character’s Combat, Mental, 
or Stamina characteristics by one. This increase lasts until 
the end of the current activation. It is applied after any bo-
nuses or penalties from equipment tokens are applied.

Exception: A player may not spend a Command Point in 
between the roll of a die and the associated resolution of, for 
example, a test. That is, a player may not make a test, see 
that he has not been successful, and then spend a Command 
Point to increase the associated characteristic in order to 
be successful. Rather, the characteristic must be modified 
before the relevant roll is made.

The restriction against spending Command Points more than 
once in the same activation for “precisely the same effect” re-
stricts a player from increasing a given character’s particu-
lar characteristic more than once in a single activation, but 
does not prevent a player from increasing different charac-
teristics in the same activation. For example, a player could 
spend two Command Points to increase a character’s Combat 
and Mental values by one each in the same activation, but 
could not spend two Command Points to increase a charac-
ter’s Mental value by two points in the same activation.

Launching a 
Counterattack

A player whose character is attacked by an enemy and 
survives may spend one Command Point to make a counter-
attack. This opportunity must be taken or declined immedi-
ately after the original attack is resolved, before the original 
attacker’s activation continues (or ends).

A counterattack is resolved as a regular attack, with the fol-
lowing restrictions:

•	 The original attacker must be the target of this attack, 
and is subject to the normal rules for attacking (See The 
Attack Action on page 21).

•	 The counterattacking character uses his worst Combat 
value for this attack.

•	 Only one counterattack can be made in response to a 
given attack, no matter how many Command Points are 
available.

•	 The Extra Ammunition equipment may not be used to gain 
an additional counterattack.

•	 A counterattack cannot be made in response to a 
counterattack.

Note that because throwing a Grenade does not constitute an 
attack (because it is not carried out with the “attack” action), 
characters wounded by a Grenade are not eligible to launch 
counterattacks.
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Shaking Off a Wound
Immediately after making a shock roll (see “The Shock Roll” 
on page 22), a player may spend one Command Point to 
shake off a single wound that character would otherwise 
suffer. A player may not improve the character’s overall state 
of health compared to his state of health before the attack 
was launched. (Shaking off a wound only negates a new 
wound; it does not heal old ones.)

Introducing a 
Reinforcement character
A player may spend 3 Command Points before activating any 
characters to introduce a reinforcement character to the 
game board.

Reinforcements enter play in the same way that other char-
acters entered the game on the first game turn: through their 
owner’s entry point. They must enter the board the turn they 
are reinforced. 

Only Troopers may be introduced as reinforcements. Further-
more, only a Trooper who has already died in the course of 
play, and who is not a currently on the map, may be returned 
to the game as a reinforcement. Thus, a player may never 
have more characters on the game board, nor more duplicates 
of a given character on the game board, than he had at the 
beginning of the game.

When introducing a reinforcement, a player may equip that 
character with any of the character’s equipment packs, 
regardless of which pack was chosen for that character dur-
ing setup. Reinforcements may not be equipped with bonus 
tokens when introduced to play, however.

Recall that most modes of play only give each player 2 Com-
mand Points per turn. Because introducing a reinforcement 
costs 3 Command Points, introducing reinforcements is only 
an option in these modes when a player manages to gain 
extra Command Points on a given turn, such as by searching 
a crate or receiving them from a piece of equipment.

There is no limit to the number of times a player may intro-
duce reinforcements in the course of a game.

Example: The Reich player chose the standard assortment 
of characters at the beginning of an objective mode game: 
Eva Krämer, Hermann Von Heïzinger, Karl Zermann, one 
Schocktruppen, and one Stosstruppen. In the course of 
play, Eva Krämer dies. However, even given 3 Command 
Points per turn, the Reich player still cannot introduce 
any reinforcements. He cannot introduce Eva Krämer as a 
reinforcement because only Troopers can be reinforcements. 
He cannot introduce another Schocktruppen or Stosstruppen, 
because then he would have more active characters of one 
of those types in play than he had at the beginning of the 
game. Later, the Reich player loses a Schocktruppen. Now he 
can spend 3 Command Points at the start of his activation in 
order to bring a Schocktruppen into play as a reinforcement. 

Overwatch
A character on overwatch is standing ready to attack in re-
sponse to enemy activity. A player can use Command Points 
to set characters on overwatch during the “Set Overwatch” 
step of each game turn. Recall that an unused objective token 
is placed under that character’s miniature at that time to 
remind the players that the character is on overwatch. See 
“Placing a Character on Overwatch” on page 25 for more 
information.

A character on overwatch can interrupt an enemy charac-
ter’s activation upon any of the following triggers:

•	 The enemy character moves onto a circle on the same 
path as the overwatch character. (The enemy character 
can be moving from a circle on the same path or a differ-
ent path.)

•	 The enemy character moves onto a circle adjacent to the 
overwatch character.

•	 The enemy character announces an action while stand-
ing on the same path as, or on a circle adjacent to, the 
overwatch character.

Upon interrupting, the overwatch character launches an 
overwatch attack against the character being interrupted.

Equipment for 
Reinforcements

When a character is eliminated, his disposable 
equipment is placed on the game board where 
he died. However, when the same character 
returns as a reinforcement, a problem arises, 
because the players may not have enough 
tokens to represent both the dead character’s 
equipment (left behind on the board) and the 
reinforcement’s equipment (to be placed on his 
character sheet). In these circumstances, play-
ers should use proxy tokens – such as scraps of 
paper or otherwise unused tokens marked with 
small post-it notes – to represent tokens they 
do not own.
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Launching an overwatch attack is always optional; a player 
is never required to launch an overwatch attack simply 
because his character is on overwatch and a legal trigger 
occurs.

Note: A player must give his opponent a chance to declare an 
Overwatch attack when activating his characters.

An overwatch attack launched in response to movement is re-
solved immediately after the movement to the new circle, but 
before any additional movement can be carried out or actions 
announced. An overwatch attack launched in response to the 
announcement of an action is resolved before that action is 
carried out.

An overwatch attack is resolved as a normal attack, save 
that the target must be the character whose movement or 
announcement triggered the attack, and save that weapons 
with the Mental and/or Heavy traits may not be chosen for 
an overwatch attack.

If the target of an overwatch attack is killed, his activa-
tion ends immediately with his death. Otherwise, once the 
overwatch attack has been revolved, the triggering charac-
ter’s activation simply continues as normal from the point 
of interruption. If the announcement of an action was what 
triggered the overwatch attack, the character must continue 
by carrying out the announced action. That is, he may not 
change his mind about what he wants to do next based on 
having suffered the overwatch attack.

When a character launches an overwatch attack, the token 
beneath his miniature is removed from the board. The 
character is no longer considered to be on overwatch. That 
character may not launch another overwatch attack this 
game turn, nor may he be activated normally, as described 
under “Placing a Character on Overwatch” on page 25.

There is one final restriction on overwatch attacks: Each of 
a potential target’s action announcements and movements 
between two adjacent circles may only trigger one overwatch 
attack against that target, no matter how many nearby char-
acters are on overwatch. So, for example, if a potential target 
announces an attack, then only one enemy character who is 
on overwatch may attack that character in response to that 
announcement.

Example: The Reich player has set Eva Krämer(1) and 
Yula Korlïtz(2) on overwatch as shown in the diagram. 
The Union player moves John MacNeal(3) as shown. The 
Reich player may react to that move by announcing an 
overwatch attack from either Krämer or Korlïtz, but not 
both of them. Alternately, he may choose not to respond. 
He attacks with Krämer. After her attack – which does not 
kill John MacNeal – is resolved, the Union player continues 
John MacNeal’s activation, choosing to announce an attack 
action. Yula Korlïtz may interrupt that announcement with 
an overwatch attack if the Reich player wishes. Eva Krämer, 
however, may not; she has already used up her overwatch 
attack for the turn. Yula Korlïtz makes the overwatch attack, 
but does not kill John MacNeal. The Union player resumes 
John MacNeal’s attack.

On overwatch.

On overwatch.
1

2

3
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Game Modes
Tannhäuser has six modes of play: deathmatch mode, capture 
the flag mode, domination mode, king of the hill mode, objec-
tive mode, and story mode. For the first game, players should 
stick to Deathmatch mode (listed on page 9). All  other modes 
can be found in this section.

Capture the Flag Mode
Mode-specific Setup

a. Command Points

Each player sets up his Command Point tokens to indicate 
that he has 2 Command Points. (See “Tracking Command 
Points” on page 24.)

b. Crate Tokens

Collect all available crate tokens that depict equipment. (Do 
not collect crates depicting Command Points.) Shuffle the 
collected tokens facedown on the table, or in a cup or unused 
box top. For each Action circle on the game board (see “Map 
Features” on page 15), select one of these tokens at random 
and place it facedown on the circle (crate icon side up), until 
each circle has a token.

c. Flag Tokens

The Setup Roll winner places one of his own flag tokens on 
any Objective circle on the game board (e.g., the Reich player 
places a flag token bearing the Reich symbol). Then the Setup 
Roll loser places one of his own flag tokens on any remaining 
Objective circle. Players continue alternating the placement 
of flag tokens until each player has placed three. No Objective 
circle can have more than one flag token on it. Unused flag 
tokens are returned to the box without looking at their faces.

Special Rules
In capture the flag mode, characters can pick up and carry 
the opposing side’s flag tokens placed during setup as follows:

A flag token can be acquired by a character standing in a 
circle adjacent to the token’s circle. To do so, the character 
simply spends an action (see Actions on page 18). However, a 
character may not acquire a flag token if an enemy character 
is also standing in a circle adjacent to the same token.

After being acquired, flag tokens are similar to disposable 
equipment (see “Disposable Equipment” on page 13). They can 
be dropped, picked up, and passed from character to charac-
ter, and are left behind upon a character’s death according 
to the regular rules for disposable equipment. However, car-
rying a flag token does not require an empty equipment slot. 
Furthermore, a character may carry any number of flag 
tokens at once.

A character may never acquire, pick up, or be 
passed a flag token belonging to his own side. 
Characters can only manipulate flag tokens belong-

ing to the opposing side. If a character is eliminated, he drops 
all his flag tokens in his current circle (along with all other 
disposable equipment).

Characters carrying flag tokens can plant them on their own 
side’s entry point(s). To plant a flag token, a character carry-
ing one must be adjacent to one of these locations and spend an 
action. It does not matter whether enemies are also adjacent to 
the entry point. When planted, the flag token is placed next to 
that player’s Command Point tokens to indicate progress toward 
victory. Flag tokens cannot be “unplanted.”

A character carrying multiple flag tokens can only plant one 
flag token per action spent. Any number of flag tokens can be 
planted in the same location.

Victory Conditions
In capture the flag mode, a player wins immediately when he 
has planted two of his opponent’s flag tokens.

Domination Mode
Mode-specific Setup

a. Command Points

Each player sets up his Command Point tokens to indicate 
that he has 3 Command Points. (See “Tracking Command 
Points” on page 24.)

b. Crate Tokens

Collect all available crate tokens depicting equipment and 
Command Points. Shuffle them facedown on the table or in 
a cup or unused box top. For each Action circle on the game 
board (see “Map Features” on page 15), select one of these to-
kens at random and place it facedown on the circle (crate icon 
side up), until each circle has a token. Place all unused crate 
tokens back in the box without looking at their faces.

c. Flag Tokens

Each player takes four of his own flag tokens and places them 
in a supply near his character sheets. They will be placed on 
the game board over the course of play.
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Special Rules
In the course of domination mode play, a character may place 
one of his team’s flag tokens from his supply onto an Objec-
tive circle that is either empty or that contains one of his 
opponent’s flag tokens. To do this, the character must be in a 
circle adjacent to that Objective circle and spend an action. If 
that Objective circle previously had an opposing flag token on 
it, the opposing flag is immediately removed from the board 
and returned to his opponent’s supply. However, a character 
may not place a flag token if there is an enemy character 
adjacent to the Objective circle in question.

Victory Conditions
In domination mode, a player wins immediately when all four 
of his flag tokens from his supply are on the game board.

King of the Hill Mode
Mode-specific Setup

a. Command Points

Each player sets up his Command Point tokens to indicate 
that he has 3 Command Points. (See “Tracking Command 
Points” on page 24.)

b. Crate Tokens

Crate tokens are not used in king of the hill mode.

c. Chain of Command

Each player separately takes one unused 
equipment token corresponding to each of 
his characters and randomizes them in a 
cup or box top. He then randomly draws 
these tokens out one at a time to establish 
the chain of command for his side. The 
first token drawn becomes the first leader 
for his side, the second token becomes the 
second leader, and so on.

Once all five of his tokens have been 
drawn, the player stacks them so that 
his first leader is on top and the others 

descend in order. The order of tokens beneath the top token is 
known to the player who drew them (and can be reviewed by 
that player at any time) but concealed from his opponent.

Special Rules
King of the hill mode is a struggle for points. Only the current 
leader of a given side – the character whose token is at the 
top of the chain of command stack – can score points for that 
side at any given time.

Neither side may score points during the first game turn, but 
beginning in the second game turn, a side’s current leader 
may stand adjacent to an Objective circle, Action circle, or the 
opponent’s entry point and spend an action to activate that 
location. Activating an Objective circle is worth one point, 
activating an Action circle is worth two points, and activat-
ing the opponent’s entry point is worth five points.

A character’s activation ends immediately upon activating a 
location. He may not continue on with additional movement 
in that activation, as is normally possible after carrying out 
an action.

Each player may only activate each given Objective circle, Ac-
tion circle, or opposing entry points on the board once in the 
course of the game. To track this, upon activating a location, 
a player places a facedown objective token corresponding to 
his faction at that location. Both players can activate each 
given Objective circle and Action circle on the board.

When a character dies in king of the hill mode, his token is 
removed from his side’s chain of command stack. If a cur-
rent leader dies, removing his token reveals that side’s new 
leader, the character who can now score points for that side.

A player who brings in a reinforcement places an unused 
equipment token for that character at the bottom his side’s 
leader precedence stack.

The passage of game turns must be tracked, because king of 
the hill mode ends after 10 turns. Use scratch paper, a set-
aside die (be careful not to roll it, though!), or a spare stack 
of Command Point tokens to track the current turn.

Victory Conditions
After 10 full game turns have elapsed, the player with the 
most points is the winner. If a team manages to eliminate the 
opposing team, they do not win. Only the side with the most 
points at the end of 10 full game turns is declared the winner. 
In case of a tie, the side with more living characters wins.
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Objective Mode
Make sure to check out the descriptions of each objective 
found on the tactical map for the board you choose. All the 
tactical maps can be found on pages 80-82.

Mode-specific Setup

a. Command Points

Each player sets up his Command Point tokens to indicate 
that he has 3 Command Points. (See “Tracking Command 
Points” on page 24.) 

b. Crate Tokens

Collect all available crate tokens depicting Command Points. 
Shuffle the collected tokens facedown on the table or in a cup 
or unused box top. For each Action circle on the game board 
(see “Map Features” on page 15), select one of these tokens 
at random and place it facedown on the circle (crate icon side 
up), until each circle has a token. Place unused tokens back in 
the box without looking at their faces.

c. Flag Tokens

Each player takes four of his own 
flag tokens and places them in a sup-
ply near his character sheets. They 
will be placed on the game board in 
the course of play.

d. Objective Tokens

Each player collects all of his own side’s objective tokens, 
both primary and secondary. Then, starting with the player 
who won the Setup Roll, the players take turns placing them 
on the board.

Each objective token must be placed facedown on 
an Objective circle whose skill icon matches a 
skill icon on the token being placed. For pri-

mary objective tokens, the larger icon must 
match the icon on the Objective circle. 
Furthermore, primary objective tokens 
(which have gold rings) must be placed 
on primary Objective circles (which have 

gold icons), and secondary objective to-
kens (silver rings) must be placed on 	

	 secondary Objective circles (silver icons).

Players take turns placing objective tokens until all Objective 
circles on the game board have objective tokens on them.

Special Rules
To win, players must accomplish objectives at the game 
board’s Objective circles. 

Every objective is accomplished in two halves (although 
sometimes, both halves can be accomplished with a single ac-
tion). When a character is adjacent to an Objective token, he 
may flip that token faceup without using an Action.

When a character completes the first half of a given objec-
tive, that player places an unused equipment token corre-
sponding to that character facedown – i.e., with that char-
acter’s illustration facing up – next to the Objective circle to 
record that it is halfway completed for that side.

When a character completes the second half of a given 
objective (which a given side may only do once it has already 
completed the first half), his player places one of the flag 
tokens from his supply next to that Objective circle, replac-
ing the “halfway” token placed earlier, and that objective is 
accomplished for that side.

To attempt to complete either half of an objective, a character 
must stand adjacent to the Objective circle in question and 
spend an action. To determine what else is required to com-
plete either half of a given objective, the following rules apply:

•	 For a primary (gold) objective, if the character attempting 
to accomplish the objective has a skill that matches the 
skill icon in the objective token’s larger circle, that char-
acter automatically completes both halves of the objective 
in a single action if the objective token belongs to his side, 
or automatically completes half of the objective (either 
the first half or the second half, depending on whether 
the first half is already completed) if the objective token 
belongs to his opponent.  
 
If the character does not have a skill that matches the 
skill icon in the objective token’s larger circle, but does 
have a skill that matches the skill icon in the smaller 
circle, that character completes half of the objective with 
that action, regardless of which side that objective token 
belongs to.

For example, if the Reich player has Eva attempt to complete 
a Union objective, and she has the skill found in the larger 
icon, she completes the first half with a single action. If Eva 
were to use a second action (on a future turn), she would 
complete both halves and place a Reich flag token. If Eva 
were to attempt to complete a Reich objective, and she has the 
skill found in the larger circle, she would complete it with a 
single action.

•	 For a secondary (silver) objective, if the character at-
tempting to accomplish the objective has a skill that 
matches the skill icon on the objective token, that charac-
ter completes both halves of the objective in a single ac-
tion if the objective token belongs to his side. If the token 
belongs to his opponent, a character can only complete 
half with a single action.

For either a primary or secondary objective, if the character 
attempting to accomplish the objective does not have a skill 
that matches any of the icons on the objective token, that 
player must roll a die and score 6 or higher to complete either 
half of the objective. This die roll is required no matter which 
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player placed that objective token. If the player is unsuccess-
ful, that action is spent with no progress toward accomplish-
ing the objective.

A player may not accomplish the same objective more than 
once, although a player may accomplish an objective that his 
opponent has already accomplished, and both players may 
both be “halfway” accomplished with the same objective at 
the same time.

Victory Conditions
In objective mode, a player wins when he completes his fourth 
objective. For more information on the story behind the objec-
tives, see the tactical maps on pages 80-82.

Story Mode
The setup instructions, special rules, and victory condi-
tions for each scenario vary as presented in each scenario’s 
description. There are a number of scenarios included in this 
rulebook (see pages 72–79) and more are available on the web 
at www.FantasyFlightGames.com.

3-8 Player rules
Each game of TANNHÄUSER has two sides facing off, in one 
of the six modes. When playing with multiple players, teams 
of players vie to get their side to win. Each team is still 
comprised of three heroes and two troopers. Assign an equal 
number of characters to each person on a side. In case of an 
odd number or multiple people wishing to control the same 
character, have them roll a die, with the higher roller taking 
control of the character they wish.

Once the game begins, each player retains control of the 
same characters. Teammates will need to work together to 
gain victory over their enemies. Each side will nominate one 
player to act as the general. This player will roll all Initiative 
rolls, and make all rolls that affect the entire side. Command 
Points may be spent by any player on a side.

Multiple Copies 
of the Game

If players own more than 1 copy of the game or an expan-
sion, the same Hero may not be chosen more than once, by 
any player. (For example, a player may not control two John 
MacNeal characters, nor may two different players choose 
John MacNeal).

Crates
Most game modes call for crate tokens to be placed on the 
game board during setup. Crate tokens always begin the 
game facedown, their contents hidden. 

A character on a circle adjacent to a crate token can spend 
an action to search the crate (see “Search a Crate” on page 
19). Each crate token contains either equipment or Command 
Points. Command Points are represented by a number, while 
equipment is represented by an illustration.

The rules for the specific items of equipment that can be 
found in crates is listed in the Crate Equipment sidebar. Crate 
equipment tokens, once claimed, also obey all of the normal 
rules for equipment tokens.

Crate Equipment
First Aid Kit: Hardware • As an 
action, discard this token to dial 
up your health indicator token, 
or an adjacent character’s health 
indicator token, by up to two 
rows.

Stielhandgranate: Grenade

Extra Ammunition: Hardware • 
Discard this token at any time 
during your activation to make 
an attack. This attack does not 
require an action.

Combat Knife: Weapon, Hand-to-
Hand

M15: Smoke Grenade

MP40: Weapon, Automatic

Mauser C96: Weapon, Pistol
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Challenge Tokens

Characters distributed in single figure packs (Wolf, Yula, 
Gorgeï, and Ramirez) can take on personal challenges 
when they’re deployed in play.

There are four types of challenges: combat challenges, physi-
cal challenges, mental challenges, and special challenges. 
Each character’s single figure pack is distributed with a set 
of four challenge tokens, one of each type. A challenge of each 
type is described for each of these characters on the corre-
sponding character pages of this book.

During setup, when a player selects a character who has chal-
lenges, that player shuffles that character’s challenge tokens 
and chooses one at random, revealing it to his opponent and 
leaving it on that character’s character sheet as a reminder. 
It does not take up an equipment slot.

In the course of play, if that character carries out that chal-
lenge, the challenge token is discarded and the character’s 
player receives 3 Command Points.

Left to right: Combat, Physical, and Mental challenge 
token faces. (Background colors vary depending 

on the character’s primary faction alliance.)

Special challenge token faces bear the symbol of the 
character’s primary faction alliance. From left to right, 

these belong to Wolf, Yula, Gorgeï, and Ramirez.

To: BGen Lawrence Thompson	 
From: [[Name withheld]]On Friday, 1st October 1948, several 

members of the 42nd Marine Special 

Forces, including Sgt Brown, 2nd Lt 

Lamsbury, Cpl Aponi, and PFC Hodgins, 

were observed drunk and disorderly 

while on-base at Baltimore. Capt Mac-

Neal’s arrival did little to quell the 

resultant brawl, as he was an active 

participant. During this altercation, 

several members of the 3rd Army Rangers 

were injured and sent to the infirmary. 

I have no choice but to recommend that 

the entire 42nd MSF be confined to base 

and relieved of active duty. Is this the 

sort of officer we want representing the 

Union?

Agent WOLF completing both his 

assignment and his challenge 

on the outskirts of the town 

of Gévaudan in France.
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Hound DOG
Hound DOG is a special piece of equipment found in 
the Ramirez single figure pack and represented in 
play by a miniature. A player who chooses Ramirez 
during setup also receives Hound DOG. The 
following rules apply to Hound DOG in play.

•	 Hound DOG enters play when its controller (the character 
with the Hound DOG Remote Control) spends an action to 
place the Hound DOG miniature on a circle adjacent to the 
character and on the character’s own path.

•	 Hound DOG’s controller moves Hound DOG one circle after 
each character’s activation. For example, Eva Krämer 
activates, then Hound DOG moves one circle, then John 
MacNeal activates, then Hound DOG moves one circle, 
and so on. Hound DOG is never activated like a normal 
character.

•	 When he takes any action other than attacking, Hound 
DOG’s controller may also direct Hound DOG to attack. 
(Alternately, Hound DOG’s controller may simply spend an 
action to direct Hound DOG to attack.) Hound DOG attacks 
according to the normal rules for attacking, and is at-
tacked, wounded, and eliminated just like characters are. 
Hound DOG is considered to be armed with an Automatic 
Weapon.

•	 Hound DOG has one equipment slot, which may only be 
equipped with a freely chosen Area 51 equipment token. 
Hound DOG is considered to be armed with an Automatic 
Weapon, in addition to the Area 51 token chosen (during 
setup).

•	 Hound DOG moves according to the regular rules of move-
ment, except as described above. Hound DOG does not 
block characters’ movement, although they may not end 
their movement on Hound DOG’s circle.

•	 Hound DOG ignores the effects of modifier circles, ignores 
the effects of smoke, and cannot accomplish objectives.

•	 Command Points cannot be spent on Hound DOG’s behalf. 
Hound DOG cannot be healed or repaired, is not consid-
ered a character, is neither a Trooper nor a Hero, and 
cannot return to play as a reinforcement.

SECURITY ALERT: YOU ARE ADVISED
The AREA 51 research station is now in lockdown follow-
ing the theft of 15 prototype Flash-Guns Mk1, 5 BG-2 armor 
vests, the “Night-Eyes” prototype, a Directed Operational Gun 

prototype, and several other Ilirium-fueled items. Area 51 personnel with knowledge of the whereabouts of any 
member of the 42nd Marine Special Forces are advised to 
contact base security. 

Re: Ilirium

Unable to verify any of Lazar’s claims for element 115. 
“Gravity waves” are junk science. 
But what we do know is that this 

stuff is basically [[redacted]]. It’s tougher, lighter, 

and has a higher specific heat than anything I 

could name. The resultant potential for weapons 

technology need scarcely be enumerated. 
Most promising is the high conductivity present 

in the Il-275 isotope, compared to the complete 

electrical neutrality in the Il-274. The fact that 

the addition or removal of a single neutron can 

change the behavior of the element so entirely 

frankly boggles the mind. 

HIMMELBERG
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Operation: 
Novgorod Rules

Operation: Novgorod introduced new components 
and new rules to Tannhäuser. Some of these 
rules – such as king of the hill mode and the 
rush-and-go variant – are simply incorporated into 

the main body of these revised rules, as they require no 
special components and can be used even by players who do 
not own Operation: Novgorod. Rules that require the 
Operation: Novgorod components, however, are explained in 
the sections that follow.

Voïvodes
Voïvodes are unusual robotic characters with special rules, 
detailed in the following sections.

Choosing Voïvodes During Setup
Voïvodes are chosen in pairs as they are presented on their 
character sheets, with each pair of Voïvodes taking up the 
slot of a single Trooper. Voïvodes may only be chosen by a 
player who also chooses Zor’ka.

Each of the four Voïvodes included in Operation: Novgorod 
has an identifying letter. Voïvodes A and B must be chosen as 
a pair, and C and D must be chosen as a pair.

Voïvode Equipment
Each Voïvode has two equipment slots, rather than four. 
See the Voïvode character descriptions on page 62 for more 
information.

Voïvodes in Play

Voïvode Damage

Voïvodes do not have health indicator to-
kens as other characters do, because each 
has only a single row of characteristics. 
Upon sustaining one wound, a Voïvode is 
destroyed. Its miniature is removed from 
the board, and the corresponding destroyed 
Voïvode token is placed in the circle where 
the Voïvode was destroyed.

Voïvode Activations

Voïvodes are activated in pairs, A with B or C with D. When 
activating a pair of Voïvodes, a player must address both the 
movement and action of one Voïvode before addressing the 
movement and action of its mate. Otherwise, each Voïvode ac-
tivation is carried out in the same way as any other charac-
ter’s activation, with movement points to be spent, one action 
to be chosen, and so on.

The mate of a destroyed Voïvode is activated on its own.

Example: The Matriarchy player has Zor’ka and four 
Voïvodes – A, B, C, and D – on his side. When it comes 
time for him to make an activation, he chooses to activate 
Voïvodes A and B. He first moves Voïvode A a few spaces, 
then carries out an attack for Voïvode A, and then finishes 
off Voïvode A’s movement. Then, as part of the same overall 
game turn activation, he activates Voïvode B, which he moves 
but chooses not to select an action for. The next activation 
belongs to his Reich opponent, who activates Eva Krämer. 
After that, the Matriarchy player has the option to activate 
either Zor’ka or Voïvodes C and D.

Other Voïvode Rules

Voïvodes can sustain wounds in Zor’ka’s stead. Whenever 
Zor’ka sustains one or more wounds (after a shock roll has 
been made, if one is allowed), one – and only one – wound 
may be assigned to a Voïvode that shares a path with Zor’ka 
rather than to Zor’ka.

Voïvodes are considered to have the Weapon and Hand-to-
Hand traits intrinsically. That is, they do not need another 
weapon in order to roll four dice in melee combat.

Command Points may not be spent on behalf of a Voïvode. 
To be clear, Command Points may not be used to increase a 
Voïvode’s characteristic value, to buy extra movement points 
for a Voïvode, to place a Voïvode on overwatch, to allow a 
Voïvode to launch a counterattack, or for a Voïvode to shake 
off wounds.

Voïvodes are not affected by the presence of smoke tokens or 
Smoke Grenades.

Voïvodes are not affected by Liturgies (i.e., equipment with 
the Liturgy trait).

Voïvodes may only re-enter the game as reinforcements in 
pairs, A with B and C with D. Single Voïvodes cannot return 
as reinforcements. When a Voïvode returns as a reinforce-
ment, its corresponding destroyed Voïvode token is removed 
from the board.

Voïvodes may not pick up or be handed equipment tokens by 
other characters and cannot search crates. They can, howev-
er, pick up and use flags and other equipment-like tokens that 
do not require an equipment slot just as other characters can 
(see, for example, the syringe tokens in the scenario “Bang 
Bang (My Baby Shot Me Down)” on page 74).

Destroyed 
voïvode token.



 Rules of Play	 35

Secret Doors
Operation: Novgorod includes secret door tokens, which can 
be used in any game mode to connect distant locations on the 
game board.

Setup and Placement
If both players agree to use secret doors, 
the secret door tokens are placed imme-
diately after the game board is chosen 
during general setup. Either two or four 
secret door tokens can be used; the quan-
tity should be agreed on by both players.

Each player places an equal number of 
secret door tokens. A random die roll de-
termines which player places first; players 
alternate placing secret door tokens until the agreed-upon 
number has been placed. Secret door tokens must be placed 
on Action circles, and new secret door tokens must be placed 
at least six circles away from previously placed secret door 
tokens. 

Crates may not be placed on an Action circle with a Secret 
Door.

Using Secret Doors
During play, characters can move through secret doors to 
swiftly cross the board.

For a character to use secret doors, his player must declare 
at the beginning of that character’s activation that the char-
acter intends to do so. This declaration does not use up either 
movement points or an action, but does cause that character 
to use his worst row of characteristic values for the duration 
of his activation.

A declared character is allowed (but not required) to move 
through secret doors during his activation. To do so, that 
character stands adjacent to any secret door token, spends a 
movement point, and moves to any movement circle adjacent 
to any other secret door token. This movement does not 
require an action. If the destination circle is a Movement 
modifier circle, the corresponding modifier applies as normal.

A character may pass through secret doors as many times 
in a turn as he is able. For example, a character could move 
through one secret door to emerge at a second, launch an 
attack, re-enter the second secret door, and emerge at a third 
secret door.

Characters cannot leave the board through secret doors; 
that is, they may not elect to remain “in the secret passages” 
either during or after their movement.

Example: Eva Krämer’s player declares, at the beginning of 
her activation, that she intends to use secret doors during 
this activation. As a result of this declaration, Eva Krämer 
uses her lowest row of characteristic values for her entire 
activation. Eva Krämer spends three movements points to 
complete the movement shown in the diagram. It costs her 
one point to move so that she’s adjacent to secret door “A,”(1) 
a second point to move “through” the “secret passage” to be 
adjacent to secret door “B,”(2) and then a third point to move 
(per the regular movement rules) to her final position(3). 

Secret door 
token.

Secret door A.

Secret door B.

1

2
3
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The Blutsturm Division counts among its ranks the most competent 
female operatives of the Reich, receiving orders directly from and 
reporting only to the Kaiser. Only the Emperor and the Feldmarschall of 
their Division know the exact number of active Blutsturm Investigators. 
This secrecy ensures a constant atmosphere of suspicion and doubt at 
the Imperial Court, allowing the surveillance of aristocratic families 
whose overzealous ambition might otherwise lead them astray of the 
common goal.

Blutsturm Investigators receive special training to prepare them 
for the intense activity and special tasks with which they are 
entrusted, which include espionage, personal protection, and 
assassination. Serving as both the Kaiser’s personal army and 
the High Police to the Empire, the Blutsturm Division has two 
primary roles: to maintain surveillance of the high noble military 
command to assure that their occult research does not give them 
the means to overthrow the Kaiser, and to keep the powerful 
occult forces with which they pact in check. Standing outside 
the military hierarchy and feared even by high dignitaries, 
the Investigators’ authority is apparently limitless within the 
confines of the Empire. 

First spotted at age nine by Feldmarschall Verra Komstfelder 
in one of the numerous military orphan houses, Eva Krämer 
(registered X-20-32) is to this date one of the most talented 
Investigators in the field. With a stainless steel personality 
and an instinctive gift for combat, it seems there is 
nothing that can scare her away from her objectives. 
Her extraordinary service record has recently led the 
Kaiser to give her a very important mission in Central 
Europe…

Strafe

“Strafe” is the nickname Eva has given to her 
weapon of choice, a whip into which fine, 
razor-sharp blades have been directly woven. 
Like Eva, it’s as beautiful as it is deadly.

 

Weapon, Hand-to-Hand • When attacking with this weapon, you may 
choose an adjacent target (as usual) or a target at range 2. When 
attacking with Strafe, add one additional die to your attack roll.  
Additionally, if you roll at least one Natural 10 on your attack roll, 
the target rolls two fewer dice when making his Shock Roll.
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Saturday, October 1st: 18h17 

--- Confirmation of my arrival at the Wroclaw Barracks approximately ---18h00 --- I am greeted coldly by the 

Marquis Von Heïzinger who does notseem to appreciate my presence; he seems to have doubts as to the mo-

tives of my mission --- preparation for the mission goes as planned without incident --- The relics brought in 

from Patmos Island by Zeppelin Battleship this afternoon have just been safely disembarked --- The convoy 

has been programmed for departure tomorrow morning at 0600h. 

--- We fell into an ambush this morning on the outskirts of a village called Ksiaz --- Automatic weapon fire 

and grenades were targeting the Marquis Von Heïzinger’s vehicle  --- As if by a miracle, the Marquis was 

untouched--- I immediately neutralized and proceeded with standard interrogation of this local resistance 

to assure that they had known nothing of our mission --- Von Heïzinger escorted the terrorists to the vil-

lage plaza and personally took charge of their summary execution --- In the name of the Obscura Korps, he 

unleashed a part of the power tamed from the Hermetica --- You can imagine the effect that the spontaneous 

combustion of the prisoners’ writhing bodies had on the local populace ---  Von Heïzinger seems disturbed 

y this assassination attempt and has started showing troublesome signs of acute paranoia --- The public 

manifestation of the Hermetica powers has compromised the secrecy of our mission. The atmosphere stinks 

of paranoia and hysterics --- 

Mauser C96

In 43 years of service, 
the C96 “Conehammer” 
has been notably 
improved with a 
9.63mm barrel, a new 
extractor assembly, and 
a double-cartridge  
bullet case.  

Weapon, Pistol

Iron Cross 2nd Class

This legendary Prussian 
decoration, instituted 
by Frederic-Guillaume 
in 1813, recognizes 
heroic accomplishment 
on the battlefield. 

Medal • Discard this token to add 1 
Command Point to your side’s pool once 
per game. 

Infiltration

Blutsturm Investiga-
tors are masters of 
stealth, frequently 
shocking their enemies 
by appearing where 
they are least expected.

Ability • Prior to the game’s first turn, Eva 
may enter the board through any entry 
point (even an enemy entry point) and 
move using her full normal complement of 
movement points. 

This is not an activation, and she may not 
perform actions during this time. On the 
first game turn, she activates as normal. 
On the first game turn, enemy models do 
not need to Bull Rush in order to move 
through her.

Luger P-08

The first pistol to use 
10mm Parabellum 
rounds, the Luger P-08 
has a reputation for 
precision.
 

Weapon, Pistol • When you attack with 
this weapon, your target may not  
counterattack.

First Aid Kit

Given the shortage of 
field hospitals behind 
enemy lines, prudent 
operatives carry the 
means to treat their 
own wounds.  

Hardware • As an action, discard this token 
to dial up your health indicator token, or 
an adjacent character’s health indicator 
token, by up to two rows. 

Iron Cross 2nd Class

This legendary Prussian 
decoration, instituted 
by Frederic-Guillaume 
in 1813, recognizes 
heroic accomplishment 
on the battlefield. 

Medal • Discard this token to add 1 
Command Point to your side’s pool once 
per game. 

Mauser C96

In 43 years of service, 
the C96 “Conehammer” 
has been notably 
improved with a 
9.63mm barrel, a new 
extractor assembly, and 
a double-cartridge  
bullet case.  

Weapon, Pistol

Iron Cross 1st Class

This military distinc-
tion is awarded for bold 
action in critical 
wartime operations.

 

Medal • Discard this token to add 2 
Command Points to your side’s pool once 
per game. 

Critical Hit

Blutsturm Investiga-
tors receive special 
training in the art of 
striking vital points to 
ensure maximum 
damage. 

Ability • Each Natural 10 you roll on any 
attack roll counts as two successes (rather 
than one).



38	 Tannhäuser Revised Edition

Special Object

The Marquis General Hermann Von Heïzinger is the product of a long 
line of aristocrats with links to Alchemical Hermeticism. Near the end 
of the 16th century his family was among the first to actively research 
the Corpus Hermeticum, a legendary collection of 17 treatises, the 
greater part of which are lost to the current era. Dating back to the 
third century before the crucifixion, each treatise concerns itself 
with a degree of mastery of the manipulation of cosmic powers. This 
body of knowledge, in the main, is concerned with driving positive 
energy out of physical locations to create voids where negative energy 
can immediately  – and disastrously  – accumulate. Such areas, thus 
corrupted, become cracks in reality that lead to the Inferior Worlds, 
or U-Worlds. Some consider the occult cosmology of Alchemical 
Hermeticism proof that the five Majors of the Inferior Worlds left 
humanity an inviting gift, for it is said that he who possesses the 17 
Hermeticae will have the power to unleash the cohorts of chaos over 
the face of the earth.

Heïzinger’s gifts and powers paved the way for the Reich’s dramatic 
victory over the Union during the attack on Cairo in 1939. Upon 
Heïzinger’s invocation of the Ninth Plague of Egypt, the valley fell in 
less than 48 hours, despite the 11 regiments of amphibious battleships 
mobilized in its defense. Following the massacre, the Khéops Pyramid 
became the central headquarters of the Obscura Korps in North Africa 
and Von Heïzinger created the now-infamous 13th Division. 

Thanks to the recent discovery of the Patmos Amulet, which has 
revealed the location of one the four Obscura Cardinal Cornerstones, 
Von Heïzinger enjoys the Kaiser’s confidence and apparently unlimited 
financing and resources. His mission now is to open the Ksiaz portal 
and strike a pact with the powerful beings of the Inferior Worlds to 
definitively destroy the adversaries of the Empire.
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Patmos Amulet

Dating to the very origins of humanity, this 
occult object – which shared the destiny of St. 
John – is the key to opening the Obscura 
Cardinal Cornerstone beneath Castle Ksiaz. 

Occult • As an action, engage in a Mental duel with any target 
within (your Mental value + 1). This target may be out-of-path. If 
you win, the target immediately attacks the closest character to 
him, friend or foe, with your choice of his Weapons.

This attack may not use Mental Weapons. If multiple characters 
are equally close, you choose among them. If there are no available 
targets to attack, no attack is made, just the movement. After this 
attack, the target moves its full normal complement of movement 
points (or as many as possible) away from you through circles of 
your choice, and may not be activated for the rest of the turn.
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Cultures throughout the world are aware of the importance 

and consequence of something as simple as direction. We 

speak of the “cardinal directions,” of the poles and the equa-

tor. In the east, the orientals have a discipline devoted to the 

flow of energy through a place. Our proud ancestors spoke 

of Yggdrasil, the world tree, whose boughs spread to the 

heavens. Even the savages of the new world are aware of the 

importance of what I like to call “geopotence.” 

This is the essence of the Axis Mundi. It is not one place but 

many, a connection of earth and heaven, a bridge from the 

material to the inferior and superior worlds. The Hermetica 

are the key to unlocking this potential. 

Walther P.38

This semi-automatic 
pistol first came off the 
assembly lines in 1939, 
and soon became the 
standard issue for 
Reich officers. 

Weapon, Pistol

Generalleutnant

Approaching the 
highest military 
echelons, a lieutenant 
general is a superior 
officer who has proven 
his bravery, authority, 

and tactical expertise. 

Rank • Add +4 to your side’s Initiative 
Rolls.

Hermetica Occulta

Considered one of the 
most powerful 
Hermetic texts 
discovered to date, the 
Hermetica Occulta 
transforms ambient 

cosmic energy into a psychic shield.

Occult, Hermetica • Any character lacking 
the Obscura Korps unit affiliation symbol 
who wishes to move into a circle on your 
path must win a Mental duel (which does 
not require an action) against you first. 

Losing the duel does not prevent that 
character from continuing his movement, 
it simply prevents him from moving into a 
circle on your path. A given character may 
only initiate this Mental duel once per acti-
vation. This duel must be fought each time 
a character wishes to enter into a circle on 
your path.

Walther P.38

This semi-automatic 
pistol first came off the 
assembly lines in 1939, 
and soon became the 
standard issue for 
Reich officers. 

Weapon, Pistol

Eye of Tages

Given to the Etruscans 
by the djinn Tages of 
the Tyrrhenian, this 
ring was stolen from 
the secret storage 
alcoves of the British 

Museum by Special Investigator Yula 
Korlïtz during the aerial attack on London 
in 1941. 

Occult • As an action, once per game, 
return yourself or any adjacent character 
to full health. Turn this equipment token 
facedown when you do this, as a reminder 
that it has been used.

Hermetica Astra

When the words of this 
ninth text of the 
Corpus Hermeticum 
are uttered, demonic 
signs scratch  
themselves upon 
nearby walls as if 
engraved by invisible, 
hysterical hands.

Occult, Hermetica • When making a shock 
roll, all characters on the game board with 
the Obscura Korps unit affiliation symbol 
(including you) receive one automatic suc-
cess, but roll one fewer die.

Walther P.38

This semi-automatic 
pistol first came off the 
assembly lines in 1939, 
and soon became the 
standard issue for 
Reich officers. 

Weapon, Pistol

Sha-Na-Ra

This skull of pure 
quartz was discovered 
in the ruins of a Mayan 
temple in 1924 by the 
Union explorer 
Frederick Albert 

Mitchell-Hedges. A guardian of the sacred 
fire, it was used in mysterious rituals over 
3,600 years ago. 

Occult, Mental • As an action, once per 
game, engage in a Mental duel with any 
target within (your Mental value + 1). This 
target may be out-of-path. If you win, the 
target suffers automatic wounds equal to 
the number of your uncanceled successes 
in the duel. 

Turn this equipment token facedown when 
you do this, as a reminder that it has been 
used.

Hermetica Umbra

The Hermetica Umbra 
was one of the first 
texts written in the 
Corpus Hermeticum. In 
the area it affects, 
sound itself is 

weakened as if reality had been altered, 
attacked by an occult cosmology. 

Occult, Hermetica • You, and all characters 
with the Obscura Korps unit affiliation 
symbol within 6 circles of you, add one die 
to all their attack rolls.
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Doom

Rumor has it that when the spirit of 
Ghnoss’Goloss touched Karl Zermann, his 
weapon was covered with demonic writings 
and blessed with terrifying powers.

 

Weapon, Mental, Occult • When attacking with this weapon, you 
must choose any target up to (your Mental value + 1); this target 
may be out-of-path. Extra Ammunition may not be used to attack 
with Doom.

Rumor has it that while Karl Zermann was on assignment as a 
military police officer near the Mesopotamian ruins of An Najaf, the 
Grand Corrupter Ghnoss’Goloss touched and tainted him. At the 
exact moment the archeological team he was protecting revealed 
an immense ritual altar, a shearing light wave and bloodcurdling 

screams engulfed the area. When the light faded, Karl’s face and 
arms were covered with open wounds and strange occult 

writings as if a red-hot iron had burned them on his skin. 
Stranger still, the Luger he was holding had also been 
covered with similar  – though more finely engraved  – 
cabalistic inscriptions.

Several days later, the massacre was discovered. The 
archeologists and garrison soldiers had been killed and 
their bodies savagely mutilated. Searing, phosphorescent 
holes had been punched though their chests, and 

demonic stigmata burned into their skin. The only survivor, 
Karl Zermann, found half-conscious, was babbling only “Ozo…
ozo…ozo…” This word was later found to be the third name of the 
Grand Corruptor.

To this day, Karl’s Luger possesses strange powers, requiring no 
ammunition and firing phantasmal bullets capable of finding 

their targets no matter where they hide.

Convinced that Ozo himself has been 
incarnated in Karl’s body, Marquis General Von 

Heïzinger enlisted Zermann in the 13th Occult 
Division as his personal bodyguard. Many view him 
as living proof of the budding alliance between the 
Reich and the U-Worlds.
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Transcript, 42nd MSF Intelligence Briefing
7/17/47, 0715h, Undisclosed Location, 3rd in the seriesThis Top Secret briefing report uses codenames. Please see ALPHA level documents for 

more information. 

Capt MacNeal: I’ve been reading up on this Zermann guy. Is he for real?BIRCH: I assure you he is. 
MacNeal: A demon? Like a real, honest-to-God –BIRCH: Demons aren’t honest to God, Captain. That’s the whole point. MacNeal: Well, okay, I guess that’s what the CIS briefing says. But come on, my boys 

aren’t going to believe this. 
BIRCH: That’s hardly relevant, as you aren’t cleared to tell them. MacNeal: Now wait a goddamn minute, if you think I’m going to keep one scrap of infor-

mation secret that might get one of my boys killed, you can –BIRCH: As you said yourself, Captain, they won’t believe you. MacNeal: So what do I tell them?
BIRCH: Tell them the truth. Karl Zermann is the most dangerous man alive. 

Stielhandgrenate

These grenades’ 
wooden handles 
inspired the Union 
troops to nickname the 
stielhandgranate the 
“potato masher.” 

Grenade

Oberleutnant

Lieutenants are either 
young officers in 
training or older, 
experienced field staff 
who have been 
promoted thanks to an 

aptitude for command.  

Rank • Add +3 to your side’s 
Initiative Rolls.

Ringkragen

This military police 
insignia is a symbol of 
authority, discipline, 
and loyalty to the 
Emperor. It is awarded 
to Kopfjägers who 

maintain order among the troops of the 
Reich.  

Medal • Add one die to attacks made 
with Doom.

Stielhandgrenate

These grenades’ 
wooden handles 
inspired the Union 
troops to nickname the 
stielhandgranate the 
“potato masher.” 

Grenade

Celerity

Those under the 
influence of 
Ghnoss’Goloss, one of 
the Majors of the 
U-Worlds, find their 
speed and reflexes 

increased substantially. 

Ability • Add +2 to your current     Move-
ment value.

First Aid Kit

Given the shortage of 
field hospitals behind 
enemy lines, prudent 
operatives carry the 
means to treat their 
own wounds.  

Hardware • As an action, discard this token 
to dial up your health indicator token, or 
an adjacent character’s health indicator 
token, by up to two rows. 

Stielhandgrenate

These grenades’ 
wooden handles 
inspired the Union 
troops to nickname the 
stielhandgranate the 
“potato masher.” 

Grenade

Supernatural Strength

In spite of its legendary 
power, the Sacre 
Nosfero demon was 
thrown back into the 
netherworlds by St. 
Matthew of Briac 

during the first crusade for Jerusalem. The 
demon’s mark transforms the blood of his 
followers into a blackened and viscous 
substance that doubles their muscular 
force. 

Ability • Always use your best Combat 
value when making attack rolls.

Immunity to Pain

The U-Worlds overflow 
with unnameable 
beings. Whosoever 
bears the mark of 
Kazul, the first 
guardian of Nosfero, on 

his skin becomes impervious to pain.  

Ability • Always use your best Stamina 
value when making shock rolls.
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Mad Minute

In all combat conditions, against any enemy, 
even when using makeshift weaponry, the 
“Mad Minute” technique enables Schocktrup-
pen to spray bullets over anything that moves 
while holding firm in their positions. 

Ability • If you have not yet moved this turn, add one die to any at-
tack roll made with an Automatic Weapon. (This includes overwatch 
attacks.)

Only the most talented and disciplined members of the Obscura Korps 
are permitted to enter the ranks of the elite Shock Troop corps. Each 
member is personally selected by his Division General after serving as 
his personal guard. Their enigmatic training program at Wiligür Castle 
near Bremen remains a mystery to Union intelligence, but as the 
spearhead of the Obscura Korps, it is assumed that all Schocktruppen 
are familiar with occult forces and the demonic powers of the 
U-Worlds.

From one division to the next, it is not uncommon to see 
Schocktruppen with different uniforms and insignia. The 
differing dress denotes their allegiance to one imperial family or 
another. But although their insignia vary, the primary function 
of Schocktruppen remains the same: to protect with their 
lives the members of the nobility assigned to the Obscura 
Korps. These loyal soldiers are also called on to protect 
archeological dig sites and the transportation convoys of 
priceless esoteric relics.

Officer van der Agerr, a veritable paragon among the 
Shock Troops, was recently decorated by the Kaiser himself 
with one of the Empire’s highest distinctions. The famous 
Knight’s Cross – a medal sporting crossed swords on a field 
of oak leaves, and an honor coveted by generals  – was 
awarded to this common soldier for his courage in the face 
of danger during the archeological expedition on Patmos 
Island. His actions enabled the Reich to recover a unique 
amulet that led the 13th Occult Division to Ksiaz Castle, 
where digging has unearthed catacombs that hold one of 

the four Obscura Cardinal Cornerstones.
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Re: Recruitment Totals

We require more men for the Paranormal 

Division, this is the plain truth of the 

matter. The attrition rate amongst our 

soldiers is, as you are well aware, uncom-

monly high. The nature of our duty ex-

poses everyone, officer and enlisted man 

alike, to perils literally beyond imagin-

ing. That many of the enlisted men must 

be sacrificed to preserve the lives of the 

officers and nobility is an unfortunate 

fact of life. The horrors of war know no 

end. And that’s all quite apart from the 

usual casualties incurred during combat, 

which are of course a constant strain on 

the entire Reich. 

It should be possible thanks to the work 

of Herr Jung and others to condition the 

average “man-on-the-street” into a useful 

Schocktruppen. Given our ever-increas-

ing manpower needs, culling the excess 

useless members of the population into 

such a program is strongly encouraged. 

Let it be known that the following brave soldiers of the Reich have made the ultimate sacrifice in the name of the Kaiser, in the line of duty with the 13th Paranormal Division. May their names live on in glory forever. 
Dieter Anderssen
Boris Ballack
Adolf Baumann
Stefan Beckenbauer
Oliver Beinhorn
Heike Bierhoff
Rutger Dreschler
Rudolf Breitner
Christian Disl
Erich Ehrhoff
Magnus Ehrhoff
Jürgen Ertl

Torsten Fink
Marcel Fischer
Harald Göttlieb
Michael Greis

MP40

A very reliable weapon, 
the MP40’s retractable 
metal shoulder brace 
also makes it extreme-
ly practical to 
transport. Over six 

million units have been manufactured. It is 
the standard weapon of the Empire. 

Weapon, Automatic

Extra Ammunition

Veteran soldiers carry 
spare bullets wherever 
they can stash 
them – in clipped-on 
pouches, on specially 
designed belts, or even 

loose in their pockets – because sometimes 
a few extra rounds mark the difference 
between life and death. 

Hardware • Discard this token at any time 
during your activation to make an attack. 
This attack does not require an action.

First Aid Kit

Given the shortage of 
field hospitals behind 
enemy lines, prudent 
operatives carry the 
means to treat their 
own wounds.  

Hardware • As an action, discard this token 
to dial up your health indicator token, or 
an adjacent character’s health indicator 
token, by up to two rows.

MP40

A very reliable weapon, 
the MP40’s retractable 
metal shoulder brace 
also makes it extreme-
ly practical to 
transport. Over six 

million units have been manufactured. It is 
the standard weapon of the Empire. 

Weapon, Automatic

Stielhandgrenate

These grenades’ 
wooden handles 
inspired the Union 
troops to nickname the 
stielhandgranate the 
“potato masher.” 

Grenade

Keep Firing

“For the Kaiser! 
Fire!  
Fiiire!  
Fiiirrre!”

Ability • While on Overwatch, you do not 
lose your Overwatch status after making 
an attack, you only lose it at the end of the 
turn. You only get to roll 2 dice when mak-
ing an Overwatch attack, but this number 
may be modified by other abilities and 
equipment. 
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When the first of the four Obscura Cardinal Cornerstones 
was discovered, the energy chains that held it closed were 
corrupted, and humanity glimpsed - for a terrifying instant - 
what the beings of the Superior Planes had hidden from them 
for millions of years.

Negative energy streams danced around the portal, corrupt-
ing reality itself. Encircled by his faithful and unwavering 
Schocktruppen during the panic that ensued, Hermann Von 
Heïzinger feverishly recited Hermetica with the intent of 

harnessing the swirling abyssal forces. Monn’Orgoss, the 
Legionnaire of the Deep, was the first to answer Von 

Heïzinger’s call, tainting the souls of his bodyguards, 
transforming them into Stosstruppen.

The Stosstruppen retain little of their human 
intellect and are instead consumed with a 
demonic rage. While they still recognize the 
authority of their officers and parody the 
behaviors and structures of the Obscura Ko-
rps, in reality they are little more than ani-
mals, eager to be let off their leash and run 
howling towards their hated enemies. They 
have foregone sophisticated weaponry such 

as firearms or explosives, favoring instead a 
simple combat knife, wielded with de-

monic strength sufficient to penetrate 
even sophisti-

cated Union 
armor.
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Demon Taint

Proximity to U-World beings can twist weaker 
spirits, sometimes transforming them into 
killing machines. Von Heïzinger’s bodyguards 
grew claws, a reflection of the grasping 
nightmares that now haunt their souls.

Weapon, Hand-to-Hand • When attacking with this Weapon, add one 
additional die to your attack roll for each Hand-to-Hand Weapon in 
your inventory, including this one.
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Because that Edom hath dealt against 
the house of Judah by taking vengeance, 

and hath greatly offended, and revenged 

himself upon them;
  I will also stretch out mine hand upon 
Edom, and will cut off man and beast 
from it; and I will make it desolate from 

Teman; and they of Dedan shall fall by 
the sword.

  And I will lay my vengeance upon Edom 

by the hand of my people Israel: and they 

shall do in Edom according to mine anger 

and according to my fury; and they shall 

know my vengeance.

  Because the Philistines have dealt by 
revenge, and have taken vengeance with 

a despiteful heart, to destroy it for the old 

hatred;

  Behold, I will stretch out mine hand 
upon the Philistines, and I will cut off the 

Cherethims, and destroy the remnant of 

the sea coast.
  And I will execute great vengeance upon 

them with furious rebukes; and they 
shall know that I am the Lord, when I 
shall lay my vengeance upon them.

Not Dead Yet

The Chasm of Achrakat 
is infested with 
Inferior Demons of the 
Fall. Their followers 
who are killed in 
combat are immedi-

ately possessed by occult spirits who 
command their bodies to rise again. 

Ability • Once per game, when you die, 
you re-enter play on the following turn as 
a reinforcement would (at no Command 
Point cost), but with only Demon Taint in 
your inventory.

Celerity

Those under the 
influence of 
Ghnoss’Goloss, one of 
the Majors of the 
U-Worlds, find their 
speed and reflexes 

increased substantially. 

Ability • Add +2 to your current 
Movement value.

Immunity to Pain

The U-Worlds overflow 
with unnameable 
beings. Whosoever 
bears the mark of 
Kazul, the first 
guardian of Nosfero, on 

his skin becomes impervious to pain.  

Ability • Always use your best Stamina 
value when making shock rolls.

Combat Knife

Designed for military 
use, combat knives 
vary considerably in 
appearance while 
sharing the same 
ultimate purpose. 

Weapon, Hand-to-Hand

Supernatural Strength

In spite of its legendary 
power, the Sacre 
Nosfero demon was 
thrown back into the 
netherworlds by St. 
Matthew of Briac 

during the first crusade for Jerusalem. The 
demon’s mark transforms the blood of his 
followers into a blackened and viscous 
substance that doubles their muscular 
force. 

Ability • Always use your best Combat 
value when making attack rolls.

Immunity to Pain

The U-Worlds overflow 
with unnameable 
beings. Whosoever 
bears the mark of 
Kazul, the first 
guardian of Nosfero, on 

his skin becomes impervious to pain.  

Ability • Always use your best Stamina 
value when making shock rolls.
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Trained at the academy on Coney Island, where he finished third in 
his class, John MacNeal is one of the most brilliant soldiers of the 
Marine Special Forces. Among his other distinctions, MacNeal was the 
heavyweight boxing champion of his regiment.

It was in the field, though, where his indomitable courage and 
unflinching aptitude for command came to light. In the winter of 1946, 
during the White-Blizzard operation, he maneuvered his commando 
unit behind enemy lines and destroyed five bunkers on the Atlantes 
Wall. That audacious operation allowed the 101st and 123rd Sherman 
Battalions to blast a remarkable breach in the enemy lines before being 
ignominiously repulsed by the Phantom-Panzers of Feldmarschall 
Rommel.

Wounded and decorated so many times he has lost count of both his 
scars and his medals, Captain MacNeal was named Officer of the Year 
in 1948, a distinction he earned after single-handedly destroying three 
292mm Panzer flak cannons on the islands of Lampadosa.

A man of irreproachable character, MacNeal’s natural charisma 
makes him a born leader. Practically worshipped by his men, he has 
returned victorious from every mission he has ever been assigned, 
no matter the odds or the danger. Afraid of nothing, this officer 
p o s s e s s e s that unique blend of talent, skill, and experience 

that makes him the first choice for any 
mission, in any theater of operations.

Nighteyes

This HB-4 Modified Vision Helmet is a 
prototype constructed with a lens salvaged 
from a mysterious machine discovered in 
New Mexico.

 

Hardware • You ignore the effects of smoke, and you add +2 to any 
single ranged attack die rolled each time you attack. (Choose which 
die to increase after the roll. This bonus cannot make a die result 
into a Natural 10.)
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Report No. 24367
Officer John MacNeal
Service record: Class A
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Colt .45 1911 A1

Many versions of this 
workhorse sidearm of 
the Union military 
have been manufac-
tured over the years. 
The 1911 A1 is simply 

the latest in a long and successful line. 

Weapon, Pistol

Captain

Captains are hardy 
officers, born to 
command. Leading 
from the front line, 
their initiative and 
experience often decide 

the outcome of a battle. 

Rank • Add +4 to your side’s 
Initiative Rolls.

Silver Star

Created on July 9th, 
1918, the Star Citation 
became a medal on 
August 3rd, 1932. It is 
given to acknowledge 
acts of extreme 

bravery in the face of the enemy. 

Medal • Discard this token to add 2 Com-
mand Points to your side’s pool once per 
game.

Flash-gun MK1

A prototype construct-
ed from the pieces of 
several standard Union 
weapons coupled to a 
battery-powered 
propulsion unit that 

kicks in when the weapon is fired, this 
weapon shoots high-velocity rounds 
capable of piercing even the strongest 
armor. 

Weapon, Automatic • When attacking with 
this weapon, if you roll at least one Natural 
10 on your attack roll, roll two additional 
dice and add their results to the attack 
roll. You may only use this ability once per 
attack.

Expert Infantry Badge

The Expert Infantry 
Badge is awarded to 
officers and soldiers 
for spectacular 
performance in their 
physical exams.

Medal • Each Natural 10 you roll on a 
Shock Roll negates two wounds (rather 
than only one).

Medal of Honor

Since its inception on 
December 12th, 1861, 
this decoration has 
been the Union’s 
highest military 
distinction. Congress 

honored MacNeal with the medal for 
extreme bravery in battle, when he risked 
his life above and beyond the requirements 
of duty during the attack on the island of 
Lampadosa. 

Medal • Once per game, as an action, 
discard this token to place your character 
on overwatch without spending a Command 
Point.

Flash-gun MK1

A prototype construct-
ed from the pieces of 
several standard Union 
weapons coupled to a 
battery-powered 
propulsion unit that 

kicks in when the weapon is fired, this 
weapon shoots high-velocity rounds 
capable of piercing even the strongest 
armor. 

Weapon, Automatic • When attacking with 
this weapon, if you roll at least one Natural 
10 on your attack roll, roll two additional 
dice and add their results to the attack 
roll. You may only use this ability once per 
attack.

Combat Infantry Badge

The Combat Infantry 
Badge is awarded to 
soldiers whose 
performance under fire 
is considered exem-
plary. 

Medal • When attacking, you may re-roll 
your lowest two dice, including Natural 1s.

Medal of Honor

Since its inception on 
December 12th, 1861, 
this decoration has 
been the Union’s 
highest military 
distinction. Congress 

honored MacNeal with the medal for 
extreme bravery in battle, when he risked 
his life above and beyond the requirements 
of duty during the attack on the island of 
Lampadosa. 

Medal • Once per game, as an action, 
discard this token to place your character 
on overwatch without spending a Command 
Point.
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The son of Sergeant Major Otis Brown, who fell in combat in the 26th 
year of the Great War, Barry Daniel Brown signed up for duty in the 
Union army at the age of 16. As a Heavy Weaponry Specialist, he served 
with a mobile artillery unit on the old continent from 1944 to 1948, 
earning the nickname “Boomer.”

A veritable force of nature, Brown’s audacity earned him 
the early attention of his superiors in the 82nd Marines 

Destruction Squad. He has personally recorded 78 
enemy armored vehicle kills, but his service 

record also carries a few blemishes. As a 
stubborn and difficult character, notorious 

insubordination and incessant insolence 
have been the cause of several 
successive demotions.

Brown joined the 42nd 
Marine Special Forces 

last year. In combat, he 
echoes the unfaltering 
confidence of his 
commanding officer in 
all situations.

Sergeant Brown 
recently served a three-week 
sentence in the Peaks Island 
Penitentiary for a violent 
altercation with a military 

police lieutenant.
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Special Object

Flash Machine Gun A6a

The thick casing of this experimental 
weapon was inspired by the design of the 
Browning A6 and hides a battery of 
sophisticated accumulators. Its impressive 
rate of fire is fed by a semi-rigid 1,500 
round ammo chain. 

Weapon, Automatic, Heavy • When attacking with this weapon, you 
may choose two adjacent targets you could normally target. Apply 
the same attack roll to both targets (however, each target makes a 
separate shock roll). In addition, when attacking with this weapon, 
if you roll at least one Natural 10 on your attack roll, roll two ad-
ditional dice and add their results to the attack roll.

Report No. 371001
Assistant Officer  
Barry Daniel Brown
Service record:  
Class D
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Smith & Wesson 1917

A double-action 
revolver in production 
since 1917.

 

Weapon, Pistol

Sergeant

Sergeants are 
low-ranking Union staff 
officers who have 
clawed their way up 
from mud and grit to 
serve as both leaders 

and mentors for new recruits. Without 
exception, each has tremendous combat 
experience. 

Rank • Add +2 to your side’s 
Initiative Rolls.

MKII A1

When a MKII A1 
fragmentation grenade 
explodes, it discharges 
hundreds of lethal 
metal shards over a 
wide area. 

Grenade

Incredible Strength

Many soldiers graduat-
ing from the training 
camps of the Marine 
Destruction Squad 
continue with an intense 
daily exercise regimen. 

Ability • Always use your best Stamina 
value when making shock rolls.

BA-27

The energy require-
ments of Ilirium-pow-
ered equipment pushed 
Union engineers to 
develop the BA-27 
battery line, capable of 

absorbing resistance surges when 
condensers are coupled in series. 

Hardware • When attacking with the Flash 
Machine Gun A6a, add one additional die to 
your attack roll.

First Aid Kit

Given the shortage of 
field hospitals behind 
enemy lines, prudent 
operatives carry the 
means to treat their 
own wounds.  

Hardware • As an action, discard this token 
to dial up your health indicator token, or 
an adjacent character’s health indicator 
token, by up to two rows.

Knife

Knives of every stripe 
and sort find their way 
onto the battlefields of 
the Great War, from 
hunting knives to 
kitchen cleavers. 

Weapon, Hand-to-Hand

BA-27

The energy require-
ments of Ilirium-pow-
ered equipment pushed 
Union engineers to 
develop the BA-27 
battery line, capable of 

absorbing resistance surges when 
condensers are coupled in series. 

Hardware • When attacking with the Flash 
Machine Gun A6a, add one additional die to 
your attack roll.

MKII A1

When a MKII A1 
fragmentation grenade 
explodes, it discharges 
hundreds of lethal 
metal shards over a 
wide area. 

Grenade

Headquarters, 117th Infantry, APO 30 c/o Postmaster, 

New York, N.Y.  
Mrs. Charlotte Brown 

Pittsburgh, Pennsylvania

Dear Mrs. Brown, 

	 The regretful news that your husband, SGM Otis 

Brown 01235416, was killed in action on Thursday, 4th 

July, 1940 in Italy has already been delivered to you by 

the Secretary of War.  
	 My purpose in writing you this letter is to ex-

press my deep sympathy for you and your loss, as well as 

to answer some of the questions I know you must be asking 

yourself, on behalf of yourself and your son, of whom SGM 

Brown spoke warmly on many occasions.  

	 As you know, SGM Brown’s duties have seldom 

placed him on the front line of the conflict over the past 

few years. It was therefore unexpected and tragic that 

he would perish in the line of duty, but war, alas, does 

not always run along lines we expect. A surprise Reich 

assault on our lines in July of 1940 penetrated to the base 

at which your husband was stationed. SGM Brown sprang 

immediately and bravely into action, taking up the rifle of 

a fallen soldier and leading a charge to retake the AA guns 

from enemy hands. He was able to drive off the armored 

combat zeppelins instrumental to the Reich battle plan and 

save hundreds of Union lives, before succumbing to his 

wounds.  
	 SGM Brown was the finest soldier I have ever had 

the honor to command. 
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Special Object
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The daughter of Navajo chief Helaku Aponi, Commander of the 
7th Signal Corps Battalion, Tala was born on a military base in 
Mexico where her parents were killed during the bombing of 
1936, in the 22nd year of the war. Then an adolescent, she was 

entrusted to her grandfather, a veteran of the 3rd Engineering 
Combat Battalion, who taught her how to handle explosives.

By age 14, Tala could construct and dismantle an H3 bomb. She 
enrolled in the Union Engineering Military School in 1946. Due 
to her natural talent, prior training, and fearless audacity, her 
capabilities were superior to most of her instructors. Her rebellious 
personality, when added to that mix, made a lethal combination  – 
at least, according to Regiment Colonel Redmond.

Refusing a career as a scientific officer, deemed to have too little 
experience for a research post, and branded unstable and risky, when 
her file was presented to Captain John MacNeal last year, he enlisted 
her immediately into his 42nd Marine Special Forces unit as a Sabotage 
Specialist.

Impossible to live with in most other situations, Corporal Aponi 
shines in the face of danger, and her nerves of steel make her an 
exemplary battlefield companion. Her quick-thinking mind has proven 
indispensable on missions that require both finesse and firepower.

Tala’s troublesome habit of bringing custom-designed bombs on 
Engineering Corps missions has forced Division General Lamsbury to 
place her under military arrest on several occasions.

Report No. 37840
Officer Tala Aponi
Service record: Class C

TNT 440gr

“Non-regulation explosives” is the way the 
Union Engineering Corps arrest records 
usually refer to them.

 

Grenade • When used as a Grenade, TNT 440gr inflicts 5 (rather 
than 4) automatic attack successes and leaves a double-icon 
(rather than single-icon) rubble token behind. 

Alternately, as an action, you may place this token on your current 
circle. Then, in any of your later activations, you may spend an 
action to detonate it, dealing damage in that location as above and 
eliminating the token. 

If placed in this way any character with the Engineering skill can 
pick this equipment up and use it as a Grenade, with the increased 
effects described above. Only Tala may place it, and it may not be 
destroyed except by Tala detonating it or by it exploding when used 
as a grenade. This token does not block movement.

Turn this equipment token facedown when you use it, as a re-
minder that it has been used. 
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To: Commander, Military Police, Fort Charles

From: Captain John MacNeal, 42nd MSF

It has come to my attention that you have detained Corporal Tala Aponi for 30 days on bread and water due to a disci-

plinary infraction. This is unacceptable. Corporal Aponi is required for a mission of utmost importance and she must be 

remanded to my custody. 

I remind you that under Section 13 Subsection 2 Paragraph 7 of the Amended Wartime Uniform Code, mission-critical 

personnel, such as signal officers, may not be denied to their COs, no matter the offense. Cpl Aponi is a Navajo code-talker 

and is under my direct command. I look forward to the speedy resolution of this matter. 

Smith & Wesson 1917

A double-action 
revolver in production 
since 1917.

 

Weapon, Pistol

Corporal

After a few military 
operations, first-class 
soldiers are often 
promoted to Corporal, the 
lowest officer rank in the 
Union armed forces. 

Rank • Add +1 to your side’s 
Initiative Rolls.

M15

A white phosphor 
charge contained in a 
steel cylinder casing 
with an M6 A3 firing 
pin, this grenade’s 
thick smoke blocks 

enemy sight-lines and permits safe, speedy 
advancement on the battlefield. 

Smoke Grenade

Smith & Wesson 1917

A double-action 
revolver in production 
since 1917.

 

Weapon, Pistol

First Aid Kit

Given the shortage of 
field hospitals behind 
enemy lines, prudent 
operatives carry the 
means to treat their 
own wounds.  

Hardware • As an action, discard this token 
to dial up your health indicator token, or 
an adjacent character’s health indicator 
token, by up to two rows.

Morphine Shot

This little metal tube, 
complete with a 
pre-sterilized needle, is 
standard-issue 
equipment for Union 
airborne regiments. 

The morphine within instantly soothes 
pain, facilitating the intervention of field 
medical personnel. 

Hardware • The Morphine Shot, once 
activated, cancels all wounds dealt to you 
by the next attack. To activate, as an action 
flip this token facedown; leave it on your 
character sheet but move it out of its equip-
ment slot – it is no longer considered part 
of your inventory. 

Alternately, you may flip this token face-
down as an action and move it onto the 
character sheet of an adjacent character, 
where it is considered activated and not 
considered to be in inventory. 

M3

The M3 submachine 
gun is fed by a 
30-round magazine and 
functions without an 
arming lever. Its 
peculiar shape inspired 

its most popular nickname, the “Grease 
Gun.” 

Weapon, Automatic

M15

A white phosphor 
charge contained in a 
steel cylinder casing 
with an M6 A3 firing 
pin, this grenade’s 
thick smoke blocks 

enemy sight-lines and permits safe, speedy 
advancement on the battlefield. 

Smoke Grenade

Extra Ammunition

Veteran soldiers carry 
spare bullets wherever 
they can stash 
them – in clipped-on 
pouches, on specially 
designed belts, or even 

loose in their pockets – because sometimes 
a few extra rounds mark the difference 
between life and death. 

Hardware • Discard this token at any time 
during your activation to make an attack. 
This attack does not require an action.
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October 9, 1949, somewhere over the Atlantic…

“Hey, Cap’n MacNeal?”

“Yeah?”

“How’d you get the Ministry to let us have all these toys before 
Christmas? This stuff smells top secret. Aren’t they supposed to stay 
on the base?”

“They’re…on loan.”

“This guy in Intelligence was tellin’ me they put out lead twice as fast 
as our M3 oil pumps, and their barrels stay cold as a witch’s behind!”

“That’s nothin’. The generators on the new protector shields can stop 
a 10mm Parabellum dead in the air.”

“Is that what’s in those crates back there?”

“Maybe.”

“I can’t believe General Gregor’s letting us take this stuff across enemy 
lines. He’s gotta be scared stiff.”

“Oh, I’m sure he is.”

“I mean, I thought he still had a grudge about that last stuff we broke. 
I’d have guessed he’d rather give a new experimental requisition to the 
42nd Girl Scouts.”

“‘Give?’”

“Captain? You’re not saying…that you up and…Sir?”

“They were just gatherin’ dust…”

“Captain! No!”

Report No. 45689
Commando Alpha

Keep Moving

The soldiers of the Marine Special Forces 
train by making incessant forced marches 
on the most hazardous terrain imaginable 
and, in so doing, learn to slog through 
anything.
 

Ability • Ignore one point of penalty from each movement modifier 
circle you enter.
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Briefing: 42nd MSF, <DATE>, 0700h
The enemy, consisting of approximately 50 soldiers of the 13th Paranormal Division of the Obscura Korps, are located in and around Ksiaz Castle. They have been on-site for nearly one week and are well fortified. The enemy objective is to protect Marquis-General Hermann Von Heïzinger and they will fight to the death to do so. Our advantage is that they cannot withdraw and have cut themselves off from reinforcements. However, our airborne insertion will be comparably cut off. We have air support from the 15th Fighter Wing, but unless we can disable the AA defenses at the castle site they will be of limited use. No other friendlies in the area. Our mission is to infiltrate the castle and dislodge the 13th Paranormal Division by either threatening or killing Von Heïzinger. There is something in this castle that the boys in ESCOM do not want the Obscura Korps to have. We do not know what von Heïzinger is looking for. If need be we will deploy demolitions charges and bring this castle down. To achieve this goal we will airdrop into a valley three miles north of the site, then hump over the hills to take positions above the castle. Bravo team will deploy mortars and give fire support from above. Charlie team will attack along the road from the west, using the culvert and the destroyed vehicles there for cover. 

Field Report: Flash-Gun Mk1

Initial tests of the Flash Propulsion System were promis-

ing, but the prototype proved too unstable for field use, 

failing to function outside anything but the most delicate 

laboratory conditions. The solution, proposed by “Criste-

ros,” CPL Delastillas, to combine traditional gunpowder 

propulsion with the electro-magnetic field generated by an 

Illirium battery proves far more stable and reliable and 

is incorporated into the first Flash-Gun Mk1 production 

models. 

The model first saw deployment in Operation: TANNHÄUS-

ER, although the nature of that deployment is highly 

suspect (see Disciplinary Report 1127-MacNeal). In that 

engagement, it exceeded initial estimates and proved equal 

to the task of downing the Reich’s genetically-modified 

Stosstruppen. 

Soldiers, however, have complained about the weight of the 

gun and its battery, and the Illirium power source drains 

after only a few hours of extended use. 

Flash-Gun Mk2 will address these concerns. 

Reising M50

Issued to help 
compensate for a 
shortage of Thompson 
M1A1s, the M50 is 
found mostly on the 
South Pacific Front, 

notably at Guadalcanal. The M55 – a newer 
model with a retractable brace – is 
currently on the assembly lines for the 
airborne troops. 

Weapon, Automatic

MKII A1

When a MKII A1 
fragmentation grenade 
explodes, it discharges 
hundreds of lethal 
metal shards over a 
wide area. 

Grenade

Go! Go! Go!

This gutsy technique 
for advancing on 
enemy positions was 
improvised on the 
battlefield before it was 
taught to soldiers in 

boot camps across the Union. 

Ability • At the beginning of your activa-
tion (before any movement or actions), you 
may receive 3 extra movement points this 
activation, but may not use your action  
to attack.

Flash-gun MK1

A prototype construct-
ed from the pieces of 
several standard Union 
weapons coupled to a 
battery-powered 
propulsion unit that 

kicks in when the weapon is fired, this 
weapon shoots high-velocity rounds 
capable of piercing even the strongest 
armor. 

Weapon, Automatic • When attacking with 
this weapon, if you roll at least one Natural 
10 on your attack roll, roll two additional 
dice and add their results to the attack 
roll. You may only use this ability once per 
attack.

MKII A1

When a MKII A1 
fragmentation grenade 
explodes, it discharges 
hundreds of lethal 
metal shards over a 
wide area. 

Grenade

M15

A white phosphor 
charge contained in a 
steel cylinder casing 
with an M6 A3 firing 
pin, this grenade’s 
thick smoke blocks 

enemy sight-lines and permits safe, speedy 
advancement on the battlefield. 

Smoke Grenade
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The 42nd Marine Special Forces - made up mostly of color-
ful, strong-willed, bar-fighting rogues - has a code of its own. 
They have returned victorious from the most dangerous of 
missions, and their reputation has reached well beyond the 
Atlantic coast.

The Commandos Delta are brilliantly commanded by John 
MacNeal, the only officer capable of leading these chaotic, 
reckless warriors. Regularly arrested for altercations with 
the military police, this heterodox group of roughly 30 sol-
diers is nevertheless one of the most reliable commando units 
in the Union.  They systematically volunteer for every suicide 
mission that comes up, the farther behind enemy lines the 
better. 

Thanks to their combat experience, unbelievable courage, 
and esprit de corps, the 42nd is the Union’s most highly deco-
rated detachment, with more commendations for outstanding 
achievement and bravery in wartime than any other active 
unit. However, they also have more citations for drunken and 
disorderly behavior, demerits for disobeying direct orders, 
and disciplinary reports filed than any other active unit. 

Depending on who you ask, the 42nd MSF is either “the 
best unit in the Union” or “the worst unit in the Union,” and 
General Patton has been known to call them both, sometimes 
in the same breath. They are also called by another name: 
“The only unit for the job.” When an impossible mission is 
proposed, the 42nd MSF is always the first unit called upon. 

Report No. 46324
Commando Delta

BG-42

A vest embedded with plates of Illirium. When 
the vest is hit by a bullet, a battery-powered 
counter-flux field activates at the entry point, 
stopping the projectile cold.

 

Hardware • If you roll a Natural 10 on any shock roll to resist an 
attack with a Pistol Weapon or Automatic Weapon, all attack roll 
successes are canceled.
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Smith & Wesson 1917

A double-action 
revolver in production 
since 1917.

 

Weapon, Pistol

M15

A white phosphor 
charge contained in a 
steel cylinder casing 
with an M6 A3 firing 
pin, this grenade’s 
thick smoke blocks 

enemy sight-lines and permits safe, speedy 
advancement on the battlefield. 

Smoke Grenade

Go! Go! Go!

This gutsy technique 
for advancing on 
enemy positions was 
improvised on the 
battlefield before it was 
taught to soldiers in  

boot camps across the Union. 

Ability • At the beginning of your activa-
tion (before any movement or actions), you 
may receive 3 extra movement points this 
activation, but may not use your action  
to attack.

Smith & Wesson 1917

A double-action 
revolver in production 
since 1917.

 

Weapon, Pistol

Keep Moving

The soldiers of the 
Marine Special Forces 
train by making 
incessant forced 
marches on the most 
hazardous terrain 

imaginable and, in so doing, learn to slog 
through anything.

Ability • Ignore one point of penalty from 
each movement modifier circle  
you enter.

M15

A white phosphor 
charge contained in a 
steel cylinder casing 
with an M6 A3 firing 
pin, this grenade’s 
thick smoke blocks 

enemy sight-lines and permits safe, speedy 
advancement on the battlefield. 

Smoke Grenade

From: Esoteric Strategic Command

Bulletin: All commanders

Be advised that the Obscura Korps have 

successfully made contact with the Inferior 

Worlds. In layman’s terms, they have summoned 

one or more demons. ESCOM requests any 

and all information pertaining to new and 

unusual Reich weapons, soldiers, or tactics. 

Be warned! Demon-touched Reich soldiers 

must be considered extremely dangerous. 
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Project Deathray was abandoned 
in 1908 when the first Tesla super-
generator exploded in the top-secret 
research facility in Toungouska. 

However, the projected-energy 
weapons program was revived in 
1921. The Black Angel, Grigori 
Iefimovitch, was the driving 

force behind this ambitious and 
mystic project, which was code-

named Svarog.

With the complicity of the 
Matriarchy and the support of House 
Romanov, the Prime Magistrate of the 
Sciences Council, and the venerable 

Nikola Tesla himself, Svarog’s goal was to 
revive the ancient Slavic gods themselves. 

Twenty-nine years of research later, the 
principals of the project were successful in 

creating Vetchorka, Polounotchka, and Zor’ka.

Created in the image of the ancient divinities 
and revered as their technological incarnations, 
these three combat armors were conferred on the 
Archmandrites of the Order of St. Daniel. These 
warrior-nuns, thus incarnated and particularly 
adept in meta-psychoses, spread their wrath on the 
battlefield and glory upon their order.

Saskia – the young Tsarina and Grand Matriarch of 
the Order – now has the assistance of the gods!

Zo
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Special Object

Awakening

When the consciousness of the god incarnate 
awakens, he regains the full power of his 
glory for a brief instant. His wrath is thus 
without limit…

 

Ability • At the beginning of any of your (i.e., Zor’ka’s) activations 
after the first game turn, you may trigger Awakening. When you 
do so, make a Mental test; you must score three successes (rather 
than one) in order to be successful on this test. 

If successful, you receive twice your Movement value in movement 
points and may carry out two actions during this activation. How-
ever, on your next activation, you may not move or act. 

Awakening is not used up if the test is failed. If the test is success-
ful, discard Awakening.
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Magnifier

Zor’ka has a weapon to 
match the measure of 
her reincarnation, with 
the capacity to 
discharge several 
gigawatts of energy! 

Weapon, Hand-to-Hand • After concluding an 
attack with the Magnifier, if there are any 
characters (whether friend or foe, but not includ-
ing Voïvodes) within 3 circles of your target, 
you must make an additional attack against all 
of those characters with the Magnifier at no 
further action cost. You do not need line of sight 
to the characters attacked with the secondary 
attack.

This attack is made as normal, an attack roll 
must be made against each character, who may 
then make a Shock roll.

Circles anywhere on the game board that 
contain or are adjacent to a Smiljan Module that 
has been placed on the map or a Voïvode with a 
Smiljan Coil in its inventory are considered to 
be adjacent to you for the purpose of Magnifier 
attacks.

Triglaf

The Triglaf represents 
the three facets of the 
universe: expansion, 
contraction, and 
equilibrium. It also 
symbolizes the power 

of the three worlds: terrestrial, celestial, 
and infernal. 

Hardware • During your activation, when you an-
nounce a Magnifier attack that will be relayed by 
a Voïvode, you may move that Voïvode up to five 
circles first (without activating it) and following 
normal movement restrictions.

Presence

The incarnated Zor’ka 
represents the power 
of the alliance between 
the Slavic pantheon 
and Prime Magistrate 
Tesla. 

Ability • Treat your Mental Stat as if it were 
a -. You may not be targeted by Mental Duels. 

Magnifier

Zor’ka has a weapon to 
match the measure of 
her reincarnation, with 
the capacity to 
discharge several 
gigawatts of energy!  

Weapon, Hand-to-Hand • After concluding an 
attack with the Magnifier, if there are any 
characters (whether friend or foe, but not includ-
ing Voïvodes) within 3 circles of your target, 
you must make an additional attack against all 
of those characters with the Magnifier at no 
further action cost. You do not need line of sight 
to the characters attacked with the secondary 
attack.

This attack is made as normal, an attack roll 
must be made against each character, who may 
then make a Shock roll.

Circles anywhere on the game board that 
contain or are adjacent to a Smiljan Module that 
has been placed on the map or a Voïvode with a 
Smiljan Coil in its inventory are considered to 
be adjacent to you for the purpose of Magnifier 
attacks.

Imposing

Zor’ka’s exoskeleton is 
made of an alloy of 
tantalum, silver, and 
gold. In addition to its 
superconducting 
properties, the armor 

offers outstanding protection against even 
the most powerful explosions. 

Ability • Roll one additional die when you make 
shock rolls.

Servitude

Created for no purpose 
other than to assist 
Zor’ka, the Voïvodes 
are her bodyguards, 
servants, extensions, 
and messengers of 

death. They attend her at her command. 

Ability • Once per game, regardless of their 
locations, discard this token and spend an action 
to place all surviving Voïvodes adjacent to your 
miniature. 

If there are not enough adjacent circles to place 
all surviving Voïvodes, place as many as possible 
(of your choice), leaving the others where they 
are.

Magnifier

Zor’ka has a weapon to 
match the measure of 
her reincarnation, with 
the capacity to 
discharge several 
gigawatts of energy! 

Weapon, Hand-to-Hand • After concluding an 
attack with the Magnifier, if there are any 
characters (whether friend or foe, but not includ-
ing Voïvodes) within 3 circles of your target, 
you must make an additional attack against all 
of those characters with the Magnifier at no 
further action cost. You do not need line of sight 
to the characters attacked with the secondary 
attack.

This attack is made as normal, an attack roll 
must be made against each character, who may 
then make a Shock roll.

Circles anywhere on the game board that 
contain or are adjacent to a Smiljan Module that 
has been placed on the map or a Voïvode with a 
Smiljan Coil in its inventory are considered to 
be adjacent to you for the purpose of Magnifier 
attacks.

Tesla Coil

Designed to guarantee 
the security of 
engineers working on 
the projected-energy 
weapons project, the 
FEM coil produces a 

counter-forcefield by modulating the speed 
of the induction flux. 

Hardware • When you suffer a wound as a result 
of a melee attack, your attacker suffers an auto-
matic attack success (i.e., he must make a shock 
roll to avoid sustaining a wound).

Rebirth

Based on divine power, 
when Rebirth is used, 
the deity commands its 
servitors to rise up for 
their final combat. 

Ability • Once per game, as an action, discard 
this token to replace all destroyed Voïvode 
tokens with their miniatures (i.e., the Voïvodes 
are returned to play). 

Any such Voïvode that has not yet been activated 
this game turn, and whose pair-mate has not 
been activated this game turn, may be activated 
normally. 
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The great granddaughter of Alexandra Nimishka, Prima 
Donna of the St. Petersburg Oratory, Irina Kravchenko was 
raised in the Matriarchic tradition in the Deyrul Zaferan 
Monastery.

The purity of Irina’s polyphonic voice earned her the 
moniker “the Siren of Samarkand” as well as the recognition 
of the Tsarina Anastasia. Irina was the First Soloist of the 
Imperial Cathedrals at age 11. Under the protection and 
in the high regard of the Metropolitan Prince Bukharha 
Zbornik, Irina attained the highest rank of the Order, Holy 
Commissar, at the age of 17.

Her faith and her determination in this new position 
allowed the Matriarchy to win numerous victories. On the 
front lines, her Liturgies became legendary. However, it was 
not until the age of 26 that Grigori Iefimovitch revealed her 
destiny. In the cycle of Kirgiz oral legends, one of the oldest 
poems speaks of the union of a divine servant and a mortal. 
The legend tells that the child issued of this coupling would 
hold in its voice the melodic keys of the divine kingdom.

For the Black Angel, there was no doubt that Irina was of 
divine descent…
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Special Object

Martyr

Idolized and feared, the Holy Commissars are 
prepared to face death for the greater good. 
When one of their number falls in battle, the 
loss transforms the fallen into a martyr, 
galvanizing those who remain. 

Ability • Once per game, when you die, discard this token and re-
enter play on the following turn as a reinforcement would (at no 
Command Point cost), but with only your 1920 Nagant Special in 
your inventory.
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“Mankind is going in the direction of the catastrophe. The less able ones will be guiding the carriage. This will happen in Russia, in Germany, in Japan, and in other places. Humanity will be squashed by the lunatics’ cries. Wisdom will be chained. The ignorant and the prepotent will dictate laws to the wise. The punishment of God will arrive late, but it will be tremendous. and it will arrive before our century ends.”

- Grigori Yefimovich

1920 Nagant Special

Originally a gift for 
Count Otto Von Zorft, 
this unusual six-round, 
double-barrel revolver 
was created at the 
Fanryka Broni Radom 

arms foundry. It was stolen by Inquisitor 
Popov of Okhrana the night of May 8, 1940. 

Weapon, Pistol

Holy Commissar

Operating outside the 
chain of command, the 
Holy Commissars have 
absolute authority in 
assuring the loyalty of 
the troops of the 

Matriarchy. They are the voice of the Great 
Hierarchy and the divine power. 

Ability • Once per game, discard this token 
to allow your side to introduce a reinforce-
ment without spending Command Points. 

This introduction of a reinforcement is 
not done on your activation and does not 
require you to spend an action. 

Liturgy of Faith

This liturgy, linked to 
the cult of Giva, the 
goddess of life, is one of 
the most sacred chants 
used in battle. It 
supports vital energies 

and the fight against Moréna, the goddess 
of winter and death. 

Liturgy • All characters with the Matriar-
chy unit affiliation symbol add +1 to their 
Movement value.

1920 Nagant Special

Originally a gift for 
Count Otto Von Zorft, 
this unusual six-round, 
double-barrel revolver 
was created at the 
Fanryka Broni Radom 

arms foundry. It was stolen by Inquisitor 
Popov of Okhrana the night of May 8, 1940. 

Weapon, Pistol

Tesla Super-Coil

A double-coil version of 
the basic Tesla coil 
developed in the Novaïa 
Zemli factory-bunker in 
1920. 

Hardware • When you are wounded by a 
melee attack, your attacker suffers two 
automatic attack successes (i.e., he must 
make a shock roll to avoid sustaining 
wounds).

Liturgy of Fortitude

This liturgy is an 
homage to Stibog, the 
son of Svarog and 
supreme god of the 
winds; it summons the 
divine breath. 

Liturgy • All characters with the Matriar-
chy unit affiliation symbol add +1 to their 
Stamina value.

1920 Nagant Special

Originally a gift for 
Count Otto Von Zorft, 
this unusual six-round, 
double-barrel revolver 
was created at the 
Fanryka Broni Radom 

arms foundry. It was stolen by Inquisitor 
Popov of Okhrana the night of May 8, 1940. 

Weapon, Pistol

Tesla Coil

Designed to guarantee 
the security of 
engineers working on 
the projected-energy 
weapons project, the 
FEM coil produces a 

counter-forcefield by modulating the speed 
of the induction flux. 

Hardware • When you suffer a wound as a 
result of a melee attack, your attacker suf-
fers an automatic attack success (i.e., he 
must make a shock roll to avoid sustaining 
a wound).

Liturgy of Valor

This sacred chant is a 
call to the armed fist of 
Sventovit, the 
four-headed god of 
valor, war, and the fight 
against forces of evil. 

Liturgy • All characters with the Matriar-
chy unit affiliation symbol add +1 to their 
Combat value.
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A valedictorian in electrophysiology and an assistant 
to the Prime Magistrate during the terminal phase 

of the Svarog project, Irishka 
Voronin is a member of 

the elite scientific cloister 
of Novodievitchi. As a 
descendent of the Setu 

peoples, she inherits her 
incredible conviction from 

the sacred stone of the Meeksi 
village of her birth.

Having entered the holy orders 
at age seven, Irishka was named 

Prime Strelsky of the Tellruci 
Monastery of Pskov-Petchory 14 years 

later.

Located in the heart of the Opritchinina, 
the Tesla Priory  – dedicated to the cult and 

well-being of the Zor’ka armor  – is also the 
guardian of Ivan Vassiliévitch’s gramota. There, 

Irishka has 50 deacons at her command, devoted 
to the pretium doloris of the incarnated gods.

Following the ancient calendar of Kamtchatka, 
the dawn of the gods approaches…an event and 
time to which Irishka Voronin is 

inextricably linked.

R.U.R.

Professor Rossum built this cognitive 
module – the perfect mechanical third 
arm – while conducting his research in 
protoplasm. 

Hardware • As an action, if adjacent to and sharing a path with 
Zor’ka, you may repair one of Zor’ka’s wounds (i.e., dial Zor’ka’s 
health indicator token up one row). Alternately, as an action, if 
adjacent to and sharing a path with a destroyed Voïvode token, you 
may replace that token with its miniature, returning the 
Voïvode to play.

Special Object
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This small 
explosive device 
is often found 
scatt ered in 
Irishka’s wake. 
Once armed 
and launched, 
the Meteop will 
detonate wit h 
enough force to 
tear through a small 
squad of troops. 

Meteop token

Kaali

Irishka developed Kaali 
by coupling an 
electromagnetic 
cannon – originally 
invented by the 
Frenchman Fauchon-

Villeplée – with a meteop launcher. 

Weapon, Automatic, Heavy • Attacks made 
with this weapon place a meteop token 
on any circle you share a path with. Any 
character entering, or currently standing 
in, that circle makes it detonate. 

On detonation, remove the meteop token 
and deal three automatic attack successes 
to that character. Only a character with the 
Weaponry skill may use this weapon.

Summoning Module

This module can emit a 
low-frequency distress 
signal that the Voïvodes 
can pick up from 
several hundred meters 
away. 

Hardware • As an action, you can remove this 
token from your inventory and place it on an 
empty, adjacent circle on your path. After being 
placed, this token cannot be picked up, destroyed, 
or deactivated by any character, including you. 
Once placed, this token does not block movement 
and does not prevent a character from standing 
in its circle. 

As its activation, any Voïvode may be moved to 
any circle adjacent to the placed token. Voïvodes 
must follow all normal movement restrictions. If  
moving, the Voïvode may not take any actions.

Smiljan Module

This module, which can 
focus and direct the 
discharge of Zor’ka’s 
Magnifier, is identical 
to the Smiljan Coils 
built into the Voïvodes. 

Hardware • As an action, you can remove the 
Smiljan Module token from your inventory and 
place it on an empty, adjacent circle on your 
path. 

After being placed, the Smiljan Module cannot 
be picked up, destroyed, or deactivated by any 
character, including you. The placed Smiljan 
Module does not block movement and does not 
prevent a character from standing in its circle. 
(See “Magnifier” on page @@ for additional 
information.)

Kaali

Irishka developed Kaali 
by coupling an 
electromagnetic 
cannon – originally 
invented by the 
Frenchman Fauchon-

Villeplée – with a meteop launcher. 

Weapon, Automatic, Heavy • Attacks made 
with this weapon place a meteop token 
on any circle you share a path with. Any 
character entering, or currently standing 
in, that circle makes it detonate. 

On detonation, remove the meteop token 
and deal three automatic attack successes 
to that character. Only a character with the 
Weaponry skill may use this weapon.

Tesla Super-Coil

A double-coil version of 
the basic Tesla coil 
developed in the Novaïa 
Zemli factory-bunker in 
1920. 

Hardware • When you are wounded by a 
melee attack, your attacker suffers two 
automatic attack successes (i.e., he must 
make a shock roll to avoid sustaining 
wounds).

Electric Truncheon

This weapon, supreme-
ly dissuasive, is mainly 
composed of a tube full 
of liquified helium that 
passes a superconduc-
tive, multi-phase 
current. 

Weapon, Hand-to-Hand • When attacking 
with the Electric Truncheon, add two ad-
ditional dice to your attack roll.

Kaali

Irishka developed Kaali 
by coupling an 
electromagnetic 
cannon – originally 
invented by the 
Frenchman Fauchon-

Villeplée – with a meteop launcher. 

Weapon, Automatic, Heavy • Attacks made 
with this weapon place a meteop token 
on any circle you share a path with. Any 
character entering, or currently standing 
in, that circle makes it detonate. 

On detonation, remove the meteop token 
and deal three automatic attack successes 
to that character. Only a character with the 
Weaponry skill may use this weapon.

Tesla Coil

Designed to guarantee 
the security of 
engineers working on 
the projected-energy 
weapons project, the 
FEM coil produces a 

counter-forcefield by modulating the speed 
of the induction flux. 

Hardware • When you suffer a wound as a 
result of a melee attack, your attacker suf-
fers an automatic attack success (i.e., he 
must make a shock roll to avoid sustaining 
a wound).

Volta Pistol

An admirer of 
Alessandro Volta’s 
research, Bonaparte 
asked him to improve 
on his prototype of an 
electric pistol. It was 
lost during the 

disastrous Russian campaign of 1812. 

Weapon, Pistol
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Bold Vaucanson, Prometheus’s rival 
Seemed, in an imitation of nature’s force 

To take fire from heaven to animate bodies.

What Voltaire started in his Vaucanson work, Nikola Tesla 
completed, thanks to original notes J. Droz left in Kazan 
in 1770.

The Voïvode project was launched in January 1920. These 
three-legged automatons have two primary functions. 
First, each serves  – thanks to its Smiljan-class Coil  – as 
a relay for the wrath of Zor’ka. Second, they are Zor’ka’s 
protectors thanks to their prime directive, programmed 
from the Zeroth Law.

Voïvodes do not have regular equipment packs. Instead, 
when equipment packs are chosen during setup, each 
Voïvode is equipped with a Smiljan Coil and two equipment 
tokens chosen freely (subject to component limits) from 
among those listed here.

See page 34 for additional rules related to Voïvodes.

Smiljan Coil

Each Voïvode 
contains a Smiljan-
Class Superconduct-
ing Coil capable of 
directing and 
redirecting Zor’ka’s 

Magnifier discharge across great 
distances. 

Hardware • This equipment expands the 
reach of Zor’ka’s Magnifier attacks. See 
“Magnifier” on page 57 for additional 
information.

All Voïvodes

Vo
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The numbers do not add up. As a scientist, I 

take great comfort in the certainty of math-

ematics and my faith in the power of reason to 

make sense of the world. By the grace of the 

Tsarina we have been given leave to advance 

our knowledge and turn our beloved Mother-

land into the scientific envy of the world. 

But the new systems designed by Nikola Tesla 

– the machines the Black Angel is pushing 

for – I have done the math. They don’t add up. 

The energy yields of these devices are flatly 

impossible. It’s a violation of the laws of ther-

modynamics. I have shared these findings 

with my colleagues and none have presented a  

suitable explanation. I wish to consult with 

Nikola Tesla himself, but have not been 

granted access. 

My faith in mathematics and reason is 

shaken, of course, by the evidence before my 

own eyes. These Voïvodes and the Magnifier 

demonstrably function, and function well. 

But what accounts for the unaccounted-for 

energy? 

The archimandrites of St. Daniel suggest a 

divine source of this energy, but clearly that 

cannot be considered, not by men of  

science…or even by men of faith. For what 

does the second law of thermodynamics say of 

divine energy? If the energy comes from the 

gods, does not Project SVAROG diminish their 

divinity with every blast of the Magnifier? 

Do the gods grow weaker with each new Tesla 

coil that comes online? 

Vladimir Kozmich Zworykin, St. Petersburg 

Institute of Technology

Scretcha

Improvements 
dedicated to the 
goddess of happy 
events: Vacuum 
Tubes ~ Rogowski Coil 
~ R.U.R. ~ FEM Coil 

Ability • As an action, if adjacent to and 
sharing a path with Zor’ka, you may repair 
one of Zor’ka’s wounds (i.e., dial Zor’ka’s 
health indicator token up one row).

Denitsa

Improvements 
dedicated to the 
goddess of the 
morning star and 
sun: Orientation 
Sensors ~ Illumi-

nated Manuscripts from the Priory of St. 
John ~ Servo-Actuators ~ Dynamic Shock 
Absorbers 

Ability • Your Movement value is 10 regard-
less of the characteristic indicated on your 
character sheet. (This value may be further 
modified by other circumstances and equip-
ment.)

Tchour

Improvements 
dedicated to the god 
of travel: Quartz 
Oscillator ~ Electro-
magnetic Lens ~ 
Hydraulic Shock 

Absorber ~ Contiguity Matrix 

Ability • Ignore all Movement penalties, 
regardless of source.

Radegast

Improvements 
dedicated to the god of 
war: Yttrium Armor ~ 
Aggressiveness 
Exchanger ~ 
Electromagnetic Relay 

Ability • Your Combat value is 4 regardless 
of the characteristic indicated on your 
character sheet. (This value may be further 
modified by other circumstances and equip-
ment.)

Soud

Improvements 
dedicated to the god 
of death: Fulmicoton 
Charge ~ Dikirion ~ 
Shell Loader
 

Ability • As an action, when in a circle 
adjacent to another character, you may 
self-destruct to inflict four automatic at-
tack successes on that single character. 

This self-destruction eliminates you from 
play and prevents you from placing a 
destroyed Voïvode token on the map (which 
in turn prevents R.U.R. and Rebirth from 
bringing you back into play). A Voïvode 
destroyed by Soud may return to play as a 
reinforcement, however.

If this Voïvode is returned as a reinforce-
ment, the only item in their inventory is 
the Smiljan Coil.

Nesretcha

Improvements 
dedicated to the 
goddess of woe and 
bad luck: Supercon-
ducting Shield ~ Tesla 
Generator ~ 

Electromagnets ~ Diodes 

Ability • When you spend an action to make 
a melee attack, make a (separate) attack 
roll against every enemy character instead 
of attacking just one.

Two per Pair
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Special Object

Jack-of-All-Trades

Having plied his trade as an odd-jobs man in 
the four corners of the world, this daring 
adventurer with a touch of genius is the man 
for any situation. 

Ability • During setup when packs are chosen, Wolf’s player selects 
two characteristics, two skills, or one characteristic and one skill. 
A selected characteristic gets a +1 bonus for the entire game; a 
selected skill is added to your repertoire for the entire game. 

TAMEELP001

Wolf made his first appearance in 
the late 1920s as a guide in Laos 
for the archaeologist Sir John 
Edward. After spending several 

years in Union prisons for smuggling 
explosives in Borneo, Wolf escaped in 

1933 and hired his services to the Reich. Among 
his other exploits, he severed all communications to 
Mexico City in 1936, shortly before the arrival of 
the Kaiser’s heavy combat zeppelins.

A few years later, Wolf infiltrated the secret archives 
of the Fortress of Berlin on behalf of the mafioso Don Falcone to steal 
the notebook of Karl Mauch, which detailed his discovery of the ruins 
of Ophir. Then Wolf disappeared for a span of months, only to reappear 
in the service of the Grand Hierarch Katerina Yuschenko, just before 
the surprise attack on the Fortress-Monastery of Czestochowa.

In turn a pirate, plunderer, mercenary, and smuggler, Wolf sells his 
services to the highest bidder. Last year, the Union Counterintelligence 
Corps classified him as one of the three most wanted men in the world.

Challenges
Combat: Wound three enemy characters using a different weapon each 
time. Unarmed does count as a weapon type.

Physical: Bring the corpse of an enemy character to your entry point. 
You may pick up a corpse from the circle where a character died. While 
carrying a corpse, use your lowest row of values. Neither picking up 
nor delivering a corpse uses an action.

Mental: You must roll seven Natural 10s over the course of the game.

Special: You must plant secret notes on an enemy Hero to implicate 
him as a traitor. To do this, spend an action while standing on a circle 
adjacent to and on the same path as your target and win a Stamina 
duel against him.

W
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If I whet my glittering sword, and mine 
hand take hold on judgment; I will 
render vengeance to mine enemies, 
and will reward them that hate me.

 I will make mine arrows drunk with blood, 
and my sword shall devour flesh; and that with 
the blood of the slain and of the captives, from 
the beginning of revenges upon the enemy.

Colt .45

Many versions of this 
workhorse sidearm of 
the Union military 
have been manufac-
tured over the years. 
The 1911 A1 is simply 

the latest in a long and successful line. 

Weapon, Pistol

Luck

For a time, Wolf worked 
for a circle of French 
aristocrats including 
the Countess of 
Prouceverts, a botanist 
as strange as the 

plants she cultivates. She offered one of her 
amulets to him, the mysterious Trêfle Doré. 

Hardware • Once per turn, you may re-roll 
all of your dice for a single roll. The new 
results stand, even if worse. As a reminder, 
turn this token facedown when used and 
faceup during each turn’s “refresh tokens” 
step.

First Aid Kit

Given the shortage of 
field hospitals behind 
enemy lines, prudent 
operatives carry the 
means to treat their 
own wounds.  

Hardware • As an action, discard this token 
to dial up your health indicator token, or 
an adjacent character’s health indicator 
token, by up to two rows.

MP3008c "Freiheit" 
 Machine Pistol

This prototype was 
manufactured 
according to plans Wolf 
stole from the Blohm & 
Voss shipyard in 1947. 
Called “Freiheit,” this 

machine pistol is light, handy, and equipped 
with a shortened stock and double feed 
system. 

Weapon, Automatic • While on overwatch, 
you may make two overwatch attacks. Fol-
low all normal rules for overwatch attacks 
(see Overwatch on page 26).

M3 Combat Knife

The M3 Combat Knife 
is composed of three 
pieces of pressed steel. 
In the hands of an 
expert, this well-bal-
anced blade is deadly. 

Weapon, Hand-to-Hand

Morphine Shot

This little metal tube, 
complete with a 
pre-sterilized needle, is 
standard-issue 
equipment for Union 
airborne regiments. 

The morphine within instantly soothes 
pain, facilitating the intervention of field 
medical personnel. 

Hardware • The Morphine Shot, once 
activated, cancels all wounds dealt to you 
by the next attack. To activate, as an action 
flip this token facedown; leave it on your 
character sheet but move it out of its equip-
ment slot – it is no longer considered part 
of your inventory. 

Alternately, you may flip this token face-
down as an action and move it onto the 
character sheet of an adjacent character, 
where it is considered activated and not 
considered to be in inventory. 

MP3008c "Freiheit" 
 Machine Pistol

This prototype was 
manufactured 
according to plans Wolf 
stole from the Blohm & 
Voss shipyard in 1947. 
Called “Freiheit,” this 

machine pistol is light, handy, and equipped 
with a shortened stock and double feed 
system. 

Weapon, Automatic • While on overwatch, 
you may make two overwatch attacks. Fol-
low all normal rules for overwatch attacks 
(see Overwatch on page 26).

M3 Combat Knife

The M3 Combat Knife 
is composed of three 
pieces of pressed steel. 
In the hands of an 
expert, this well-bal-
anced blade is deadly. 

Weapon, Hand-to-Hand

F1 Fragmentation Grenade

Manufactured in the 
tens of millions, these 
robust grenades have 
been subject to many 
modifications of shape, 
alloy, and fuse. Last 

year, several hundred cases disappeared 
from a warehouse in Kalingrad… 

Grenade
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The twins Yula and Anna Korlïtz (Special Investigators S-60 and S-60s) 
were only 19 years old when they directed the assault on the British 
Museum during the massive bombardment of London in 1941. Many 

esoteric objects of great value, including the 
Eye of Tages and the Urn of Bet Giorgis, were 

stolen away that night to the headquarters 
of the Obscura Korps in Berlin.

Two years later, Anna was assigned to 
the protection detail of the Countess 
Krankenshwarz during the Fifth 
Paranormal Column’s expedition into the 
Dead Lands. On May 8, 1947, the Fifth 
came across something Anna called, in 
her final radio communication, “Der 
Teufel.” She was never heard from again.

Yula studied under Investigator 
Krämer for two years at the fortress of 
Mergentheim before being deployed in the 
autumn of 1944 on a mission into enemy 

territory. The following year, she stole Sir 
William Grove’s original plans for the first 

fuel cell. The 26 soldiers she savagely eliminated 
in order to accomplish her mission and return home 

safely were sufficient to earn her the Close Combat Bar.

Currently on assignment in Oxfordshire, Yula has been 
charged with locating the entrance to the Tomb of Uffington 

and then launching a major operation against the Golden Globe. 
According to several reports, this secret society is currently 

preparing its most important project, code-named “Daedalus.”
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Krueger

Each Blutsturm Investigator specializes in a 
signature melee weapon. Yula’s razor-edged 
claw, “Krueger,” is one of the most terrifying 
such weapons. With a wave of her hand, Yula 
can cut through the strongest armor, or the 
soft flesh beneath. 

Weapon, Hand-to-Hand • When attacking with this weapon, add one 
additional die to your attack roll. Additionally, when attacking with 
this weapon, if you roll at least one Natural 10 on your attack roll, 
you may destroy one of your target’s Weapon or Hardware equip-
ment tokens of your choice. 

A destroyed token is flipped facedown; it continues to take up space 
in the target’s inventory, but may not be used for the rest of the 
game.
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Luger 1900

The 1900 differs from 
the Luger P-08 by its 
caliber (7.65 Parabel-
lum), its longer barrel, 
and its grip-mounted 
safety. 

Weapon, Pistol

Whirlwind

The physical training 
Investigators receive 
at Mergentheim 
prepares them for all 
eventualities. Even 
when wounded, 

Blutsturm Investigators remain particu-
larly fast. 

Ability • Once during your activation, after 
making a melee attack, you may spend a 
Command Point to make an additional me-
lee attack. As a reminder, turn this token 
facedown when used and faceup during 
each turn’s “refresh tokens” step.

Silencer

The Investiga-
tors – agents of 
shadow – are the hands 
of the Emperor, and 
execute his orders 
against his enemies. A 

faint cough is often the only sound to 
precede their deaths. 

Hardware • When you attack with a Pistol, 
your target may not counterattack.

Luger 1900

The 1900 differs from 
the Luger P-08 by its 
caliber (7.65 Parabel-
lum), its longer barrel, 
and its grip-mounted 
safety. 

Weapon, Pistol

First Aid Kit

Given the shortage of 
field hospitals behind 
enemy lines, prudent 
operatives carry the 
means to treat their 
own wounds.  

Hardware • As an action, discard this token 
to dial up your health indicator token, or 
an adjacent character’s health indicator 
token, by up to two rows.

Polonium c210

In 1889, Maria 
Sklodowska discovered 
Polonium 210, a highly 
radioactive chemical 
element. Fifty years 
later, Reichdocktor 

Orgenkorfman synthesized Polonium c210, 
a poison derived from naturally occurring 
polonium and adapted to the needs of the 
Blutsturm Division. 

Hardware • After making a melee attack 
roll, you may change a single Natural 1 
result into a regular success instead (i.e., 
into a success that is not a Natural 10).

Luger 1900

The 1900 differs from 
the Luger P-08 by its 
caliber (7.65 Parabel-
lum), its longer barrel, 
and its grip-mounted 
safety.

Weapon, Pistol

Close Combat Bar

This decoration was 
instituted in the 
autumn of 1942 to 
recognize courage, 
temerity, and numer-
ous victories in 

hand-to-hand combat. 

Medal • Once per activation, you may make 
a melee attack as if you were on overwatch 
against the active character, if that charac-
ter is in a circle adjacent to you. 

You do not need to be on overwatch to 
make this attack, if you are on overwatch 
the attack does not use up your overwatch 
attack, and making this attack does not 
use up either your activation or action for 
the turn.

Critical Hit

Blutsturm Investiga-
tors receive special 
training in the art of 
striking vital points to 
ensure maximum 
damage. 

Ability • Each Natural 10 you roll on any 
attack roll counts as two successes (rather 
than one).

Challenges
Combat: You must inflict at least one wound on each of three different enemy 
characters in melee combat.

Mental: You must find secret codes on the corpse of an enemy Hero and deliver 
them to a Reich Hero. To find the codes, spend an action in a circle where an 
enemy Hero died. To deliver them, use the regular rules for passing equipment. 
The codes do not take up an equipment slot when carried.

Physical: In four different game turns, you must pass through, or end your 
activation on, a path containing an enemy character. To “pass through” a path, 
you must enter and leave it by different routes.

Special: You must destroy an enemy Hero’s Weapon using Krueger and then 
outlive that character.
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On the dawn of April 4, 1947, 40 Heinkel 111 bombers 
from the Imperial Squadron dropped more than 135 tons 
of explosives on the Fortress-Monastery of Czestochowa. 
The Kaiser had been forced to bomb his own fortified 
position…

The day before, the Eisendivision under Baron Reimard 
Von Karloff had left the city to rendezvous with the 103rd 
Army of the Reich. A few hours later, the sea defenses 
were destroyed in a surprise attack by the Grand Heirarch 
Katerina Hyorovitch. She had sacrificed the lives of 
17,500 riflemen under her command to scour the depths 
of the monastery for the Black Madonna. Fearing the 
consequences should such a relic fall into enemy hands, the 
Kaiser immediately ordered the destruction of Czestochowa, 
including the relic and everyone inside.

When the rain of fire and the flames of the bombs finally 
quieted, there was nothing left for kilometers around but 
bodies and rubble. But at the heart of the Inferno, one 
man survived. Critically wounded but standing tall like a 
colossus in the midst of the ruins, he held proudly in his 
hands the Black Madonna.

Faction-loyal: Matriarchy
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Special Object

Multiple Targets

PPSh-41s are balanced for one-handed use, 
and their cylinder heads are mounted on an 
incline to reduce recoil, allowing skilled 
combatants to fire on multiple targets 
simultaneously. 

Ability • After making an attack with this weapon, you may make 
an additional attack against any legal target. You only roll two 
attack dice on this second attack, although abilities or equipment 
may increase or decrease this number. 

This ability may be used while on overwatch, but may not be com-
bined with Extra Ammunition.



Combat Pack Command PackStamina Pack

Characters	 69

PPSh-41 Submachine Guns

Specially designed for 
Major Volkov, these 
modified twin 
PPSh-41s are as light 
and manageable as 
pistols. Their 72-round 

ammunition drums rest horizontally above 
their triggers. 

Weapon, Automatic

Gold Star

The highest possible 
honor and supreme 
degree of distinction is 
that of Hero of the 
People and the Great 
Champion of Svarga. 

The Gold Star is given to only a handful of 
men who have achieved the impossible in 
combat. 

Medal • Once per game, discard this token 
and spend an action to place yourself on 
overwatch.

Major

As senior officers, 
majors are often 
dispatched to the front 
lines to accomplish 
specific tactical and 
strategic tasks. 

Rank • Add +5 to your side’s 
Initiative Rolls.

PPSh-41 Submachine Guns

Specially designed for 
Major Volkov, these 
modified twin 
PPSh-41s are as light 
and manageable as 
pistols. Their 72-round 

ammunition drums rest horizontally above 
their triggers. 

Weapon, Automatic

Survival

Daring to defy Moréna 
the Celestial One 
during the attack on 
the Fortress-Monastery 
of Czestochowa, Gorgeï 
Volkov became a living 

legend, the “Steel Major.” 

Ability • When you make a shock roll, each 
Natural 10 you roll cancels two attack roll 
successes (rather than just one).

Hero of Giva

This decoration is 
awarded to combatants 
who would have 
succumbed to their 
wounds but for an 
intervention of Giva, 

the protective goddess who opposes death 
by nourishing the life force of her heroes. 

Medal • Once per game, discard this token 
to re-roll all of the dice for one of your 
shock rolls. The new result must be used, 
even if worse.

PPSh-41 Submachine Guns

Specially designed for 
Major Volkov, these 
modified twin 
PPSh-41s are as light 
and manageable as 
pistols. Their 72-round 

ammunition drums rest horizontally above 
their triggers. 

Weapon, Automatic

F1 Fragmentation Grenade

Manufactured in the 
tens of millions, these 
robust grenades have 
been subject to many 
modifications of shape, 
alloy, and fuse. 

Grenade

Hero of Rugen

Created on October 2, 
1938, this badge 
distinguishes an 
exemplary combatant. 
It is awarded only for 
brilliant action in 

service of the war effort, and is dedicated 
to the master of the Isle of Rugen. 

Medal • Add one additional die to your 
attack rolls.

Challenges
Combat: You must kill two enemy characters before suffering any wounds. 
Wounds shaken off with Command Points are not “suffered.”

Stamina: You must avoid suffering a wound until every enemy character has 
been wounded at least once. Wounds shaken off with Command Points are not 
“suffered.”

Mental: You must pass adjacent to an enemy entry point and two different 
Action circles.

Special: You must examine five different pieces of disposable equipment 
dropped by enemy characters. To examine a piece of equipment, move onto the 
circle it occupies (you do not need to spend an action). You may examine all 
equipment in a given circle at once.
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While a corporal in the Ranger Marauders, Sergio 
Ramirez Delastillas  – aka “Cristeros”  – did the 
impossible at Guadalcanal during the assault on 
Alligator Creek. Although his battalion had been all 
but decimated by automated defense turrets, Ramirez 

ignored a general retreat order and pushed ahead 
despite having sustained massive chest wounds.

Acting on his own initiative and under 
devastating enemy fire, Ramirez defused the 
mobile mines defending the enemy’s primary 
bunker, sabotaged the secondary hatchway to 
the controlling blockhouse, and placed a 10-
kilo charge on the electronic brain within. The 

resulting chain of explosions tore a hole in the 
enemy defenses and allowed Colonel Merrill’s 75th 

Infantry to make spectacular progress.

Ramirez was awarded the Purple Heart and Bronze 
Star for his heroic exploit, making him one of only 
a handful of Union soldiers ever to receive these 
combat decorations simultaneously.

At the invitation of John MacNeal, Ramirez 
joined the 42nd Marine Special Forces in 1945 as 

a Chief Instructor and Explosives Disposal Expert. 
A specialist in antipersonnel armaments, he has also 

been an ongoing part of the evaluation of prototypes 
created by Professor Himmelberg in Area 51. A rumor 
persists that Delastillas illegally smuggled several such 
prototypes out of Nevada for “field testing.”

See page 33 for additional rules related to Hound DOG.

Report No. 28596
Warrant Officer
Sergio Ramirez Delastillas
Service Classification C

Hound DOG Remote Control

The radio-controlled “Hound DOG” is a 
mobile armored gun platform consisting of 
an Ilirium hull protecting a single tread 
and three rotating, automatic 15mm guns.

 

Hardware • As long as you have the Engineering skill, you control 
Hound DOG.
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NH130 is a compound 
developed during 
research into the 
semi-fluid fuel 
systems discovered at 
the Roswell crash 

site. Ramirez, of course, illegally 
jury-rigged a nitrous oxide system to 
deliver it to his personal mobile gun in 
the heat of battle. 

Hardware, Area 51 • Once per game, dis-
card this token to add 3 movement points 
to your pool. 

Hound DOG
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Mark 19 mod A1

Derived from the 
famous Mark 19 40mm 
grenade launcher, the 
mod A1 uses a rotary 
magazine loaded with 
HE-frag grenades. 

Intended for assault operations, deploy-
ment of this weapon has been limited due 
to its weight and bulk.

Weapon, Automatic, Heavy • When attack-
ing with this weapon, choose any circle 
on your path; make a seperate attack roll 
for each character on or adjacent to the 
chosen circle. Only characters with the 
Weaponry skill may use this weapon.

Corporal 5th Grade

These technicians hold 
the rank of corporal, 
but are distinguished 
by the “T” under their 
regulation chevrons. 
Their technical skills 

are of critical importance on the ground.

Rank • Add +2 to your side’s Initiative 
Rolls. In addition, all characters on your 
side count as having the Weaponry skill 
(see Skills on page 26).

Bronze Star

The fourth-highest 
distinction for bravery, 
the Bronze Star is 
awarded for heroic 
action during an 
important military 

operation.

Medal • Discard this token to add 1 Com-
mand Point to your side’s pool once per 
game.

Mark 19 mod A1

Derived from the 
famous Mark 19 40mm 
grenade launcher, the 
mod A1 uses a rotary 
magazine loaded with 
HE-frag grenades. 

Intended for assault operations, deploy-
ment of this weapon has been limited due 
to its weight and bulk.

Weapon, Automatic, Heavy • When attack-
ing with this weapon, choose any circle 
on your path; make a seperate attack roll 
for each character on or adjacent to the 
chosen circle. Only characters with the 
Weaponry skill may use this weapon.

Purple Heart

In accordance with 
President Edison’s 
decree on February 22, 
1932, this decoration 
is awarded to all 
servicemen wounded 

or killed in the course of their duties.

Medal • Once per game, discard this token 
to re-roll all of the dice for one of your 
shock rolls. The new result must be used, 
even if worse.

The Brothers Bomb

This mine is known for 
its capacity for 
autonomous movement 
and its deadly payload, 
which contains refined 
potassium nitrate. It is 

named in homage to the generals George 
and Gabriel Rains, the fathers of the 
terrestrial mobile torpedo.

Hardware • As an action, you may place 
this token on your current circle. Then, 
at the end of each successive character’s 
activation, you must move this token 
two circles. The first time this movement 
takes the Brothers Bomb adjacent to any 
character (even you) it explodes, dealing 
four automatic attack successes to every 
character in all circles adjacent to it. 

The Brothers Bomb does move at the end 
of the activation in which it was placed. It 
only explodes when its movement moves it 
into a circle adjacent to a character, so it 
does not explode immediately upon being 
placed.

Mark 19 mod A1

Derived from the 
famous Mark 19 40mm 
grenade launcher, the 
mod A1 uses a rotary 
magazine loaded with 
HE-frag grenades. 

Intended for assault operations, deploy-
ment of this weapon has been limited due 
to its weight and bulk.

Weapon, Automatic, Heavy • When attack-
ing with this weapon, choose any circle 
on your path; make a seperate attack roll 
for each character on or adjacent to the 
chosen circle. Only characters with the 
Weaponry skill may use this weapon.

HB-3 Visor

The HB-3 Visor lacks 
certain desirable 
features found in the 
prototype for the HB-4, 
but is correspondingly 
easier to use. It was 

created in the laboratories of the Applied 
Science Division in October, 1949.

Hardware • You ignore the effects of smoke, 
and you may re-roll your lowest die result 
on any ranged attack roll (but must accept 
the second roll, even if worse).

Bouncing Betty

Nicknamed “Bouncing 
Betty” for obvious 
reasons, this mine 
launches itself one 
meter into the air 
before distributing its 

deadly explosive payload.

Hardware • As an action, you may place 
this token on your current circle. Then, 
in any of your later activations, you may 
spend an action to detonate it, dealing dam-
age in that location as above and eliminat-
ing the token. 

If placed in this way any character with the 
Engineering skill can pick this equipment 
up and use it as above. This token does not 
block movement.

Challenges 

Combat: You must wound two different enemy 
characters during the same activation.

Stamina: You must survive wounds caused by 
two different enemies.

Mental: Your side must win at least four 
Initiative Rolls, and you must make at least two 
attacks with your Mark 19 mod A1.

Special: You must pilot Hound DOG adjacent to 
three enemy characters during the game.
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Scenarios
Each of the following sections presents a scenario for use in 
scenario mode play (see “Story Mode” on page 31). Each of 
these scenarios requires at least one expansion past the 
Tannhäuser core set, and is thus marked with the 
appropriate expansion symbol.

Gold Save the Queen
A gold convoy intended for the English royal family 
has recently been intercepted by Blutsturm 
Division U-boats in the Sea of Oman. Marquis 
General Von Heïzinger plans to use the stolen gold 

to finance his archaeological operations, but the Union has 
called upon Wolf – whose sources quickly located the precious 
shipment – to take it back. And if Wolf happens to finish the 
contract with a bit extra in his pocket, well…

Setup
Use the Castle Ksiaz map.

This scenario pits the Union against the Reich.

Each player receives 2 Command Points.

Entry points are chosen as in deathmatch mode.

The Union player automatically has Wolf on his side. The 
Union player does not receive Command Points during the 
first turn of the game.

The Reich player must choose at least one Schocktruppen as 
part of his strike force.

After choosing equipment for his characters, the Reich player 
places his equipment tokens facedown on all of his charac-
ters’ character sheets (i.e., hidden from his opponent) with 
the exception of his mandatory Schocktruppen, whose equip-
ment is placed faceup as normal.

After selecting equipment for his characters, the Union 
player takes the double-sided Wolf token and two unused Wolf 
equipment tokens. These are Wolf tokens; the double-sided 
Wolf is the true Wolf token, while the other two are decoy 
tokens.

The Reich player must then choose an alarm code as fol-
lows. He takes three Command Point crates – one each of the 
values 0, 1, and 2 – and places them facedown on the table in 
front of him in a left-to-right order of his choosing. He thus 
designates the alarm code as 012, 021, 102, 120, 201, or 210.

Players do not choose entry points as normal. Instead, each 
side’s entry points are shown on the setup diagram.

To set up crate tokens, randomly choose eight crate tokens 
containing equipment from among those available and com-
bine them with the three crate tokens depicting gold bars (re-
ferred to as gold bar tokens). Place these 11 tokens randomly 
on the map in the yellow circles shown in the setup diagram.

Special Rules
The game is divided into two phases: Infiltration and Re-
covery. The Infiltration phase consists of Wolf’s stealthy 
entrance into the base and ends when Wolf either disarms the 
base’s alarm or sets it off. Then the Recovery phase begins.

The Infiltration Phase

During the Infiltration phase:

•	 The players do not make Initiative Rolls. Instead, the 
Union player automatically wins initiative each turn.

•	 Neither player may spend Command Points for any 
reason.

•	 The Union player controls only the three Wolf tokens, and 
the Reich player controls only his mandatory Schocktrup-
pen. All other characters – including the Wolf miniature – 
remain off the map until the Recovery phase begins.

During the Infiltration phase, each Wolf token moves and is 
activated like a regular character, save that all three are 
activated consecutively by the Union player (i.e., before the 
Schocktruppen’s activation). Wolf tokens enter play through 
the Union entry point as normal. The Wolf tokens are kept 
facedown so the Reich player does not know which is the true 
Wolf token and which are the decoys.

Left to right: The three-, four-, and six-
brick gold bar token faces.
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Wolf tokens do not affect enemy movement and cannot be at-
tacked. They cannot spend actions.

If the Schocktruppen moves adjacent to a Wolf token, the 
Wolf token is exposed. If the token exposed is a decoy, it is 
discarded. If it is the true Wolf token, however, the alarm is 
set off.

The Alarm

Immediately before each Reich activation during the Infiltra-
tion phase, the Union player guesses a possible alarm code 
(i.e., 012, 210, etc.). If he guesses correctly:

•	 The alarm is deactivated and can no longer be set off 
(see below).

•	 Any Wolf decoy tokens that remain on the map are re-
placed with Union Troopers chosen during setup.

•	 The double-Wolf token is replaced with the Wolf miniature.

•	 The Union player randomly removes one equipment token 
from each Reich character other than the Schocktruppen. 
All remaining equipment tokens possessed by those char-
acters are then turned faceup. Those characters enter 
play with an empty equipment slot.

•	 The Infiltration phase ends and the Recovery phase 
begins.

The alarm is set off if any of the following occur:

•	 The Union player guesses five possible alarm codes (as 
described above) without guessing the correct one.

•	 The Schocktruppen passes over the true Wolf token (as 
described above).

If the alarm is set off, do the following:

•	 Replace the double-Wolf token with the Wolf miniature and 
discard all remaining decoy tokens.

•	 Turn faceup all Reich equipment tokens chosen during 
setup. The Reich characters begin play with their full 
complement of equipment.

•	 The Infiltration phase ends and the Recovery phase 
begins.

The Recovery Phase

During the Recovery phase, players make Initiative Rolls 
and may spend Command Points as normal. Players bring the 
characters they chose during setup onto the map during the 
first Recovery phase game turn as if it were the first game 
turn (except for any characters that are already on the map, 
for example, due to the instructions above for either deacti-
vating or setting off the alarm).

Gold bar tokens are handled (i.e., revealed, picked up, 
dropped, carried, and so on) exactly like other equipment 
crate tokens. Each gold bar token represents either three, 
four, or six bricks of gold as shown on the token’s face.

Victory Conditions
Either player can win by having two of the three gold bar 
tokens on his entry point at the same time. However, if the 
Recovery phase lasts for five full game turns without either 
player accomplishing this, the game ends. In this case, the 
player who has the most bricks among his entry point and his 
surviving characters’ inventories wins.

If neither player has any gold bar tokens during the Recovery 
phase of the fifth game turn, the game ends in a draw.
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Bang Bang 
(My Baby Shot Me Down)

The hounding of the Tsarina’s I-16 Ishak fighter 
planes has forced the Reich’s Flying Fortresses to 
bombard the Tesla Priory ahead of schedule, 
devastating both the Matriarchy forces present 

there as well as the personnel of the 13th Occult Division that 
had been dispatched to scout the area. Now, in the ruins of 
the research center, between debris and makeshift barri-
cades, trench warfare has broken out…

Setup
Use the Tesla Priority map.

This scenario pits the Reich against the Matriarchy.

Each player receives 2 Command Points per turn.

Entry points are chosen as in deathmatch mode.

Place six barricade tokens (yellow) and three crate tokens 
(red) as shown in the diagram. These crate tokens are not 
regular crates, so it does not matter what is shown on their 
faces. Rather, they contain the powerful healing compound 
Regenedrine. No other crates are placed.

Each player randomly chooses a leader as follows:

•	 The Reich player places one unused equipment token for 
each of his Heroes into a cup or box top and selects one 
randomly. The Hero the selected equipment token belongs 
to is the leader for the Reich.

•	 The Matriarchy player places one unused Zor’ka equip-
ment token and three unused equipment tokens for each 
of his other Heroes into a cup or box top and selects one 
randomly. The Hero the selected equipment token belongs 
to is the leader for the Matriarchy.

Each player’s leader begins the game seriously wounded, on his 
side’s entry point, with his health indicator token set at his low-
est characteristic row.

Special Rules
Each side’s leader has been crippled. Until he has been 
fully healed (see below), he may not be activated or set on 
overwatch.

The crates placed on the board during setup 
contain Regenedrine syringes. A character 
may pick up a syringe token by spending an 
action while standing adjacent to a circle 
containing a crate. A syringe is similar to a 
flag in capture the flag mode (see “Capture 
the Flag Mode” on page 28) with the follow-
ing exceptions:

•	 If a character carrying a syringe is killed, the syringe is 
destroyed rather than dropped.

•	 A given character may only carry one syringe at a time.

Picking up a syringe token does not deplete a crate’s supply; the 
crate tokens remain no matter how many syringes are taken 
from them. If the players run out of syringe tokens, use any 
convenient markers to stand in; there is no limit to the number 
of syringes that can be in play at any given time.

To use a Regenedrine syringe to heal his side’s leader, a 
character carrying one must stand adjacent to the leader and 
spend an action to administer the dose. When this is done, 
remove the syringe token from the character’s sheet and dial 
the leader’s health indicator token up one characteristic row.  
As noted above, a leader may not be activated or placed on 
overwatch until fully healed to his highest row of values.

Leaders may only be healed by Regenedrine syringes.

A barricade token on a movement circle prevents characters 
from standing on that circle. Such circles also interrupt the 
paths they are on, effectively dividing each such path into 
two separate paths. However, the barricade token nearest to 
each entry point is ignored, for the entire game, by all char-
acters on the side that chose that entry point during setup.

Barricade tokens can be attacked using the normal attack rules. 
The barricade token is considered to be on all paths that match 
its movement circle. No shock roll is made for a barricade token; 
as long as the attacker rolls at least one success the barricade 
token suffers damage. A barricade token that suffers one or 
more automatic attack successes or automatic wounds for any 
reason – such as from an exploding grenade – suffers damage in 
the same way.  When an undamaged barricade token suffersat 
least one point of damage, it is flipped over to record this dam-
aged status. When a previously damaged barricade token suffers 
damage again, it is removed from play. 

Victory Conditions
Either side wins by killing the opposing side’s leader.

Syringe token.
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Last of an Ancient Breed
The sudden explosion of the super-generators 
during the final phase of the Svarog project has 
devastated the Tesla Priory and also confirmed the 
worst fears of Prime Investigator Anatoly Golovko: 

The Cerberus Curse that struck Toungouska in 1908 has 
returned. But while the Black Angel mobilizes a sanitization 
team to scour the site, both the Reich and Union have 
dispatched strike teams with all possible haste to recover for 
themselves Tesla’s incredible new technology…

Setup
Use the Tesla Priory map.

This scenario pits the Reich against the Union.

Each player receives 2 Command Points per turn.

Entry points are chosen as in deathmatch mode.

Place two random Voïvode equipment tokens facedown on 
each of the four circles on the diagram marked with a Voïvode 
image (eight equipment tokens total).

Shuffle the Zor’ka Magnifier equipment token facedown with 
any three other Zor’ka equipment tokens. Roll a die for each 
of these four tokens, placing each – still facedown – onto the 
circle on the diagram with the corresponding number. Re-roll 
any result that would stack two of these tokens on the same 
circle, and re-roll any result that would  place a token on any 
entry point chosen by a player earlier in the setup process.

These 12 tokens, collectively, are salvage tokens.

Finally, shuffle all available equipment and Command Point 
crate tokens and place one on each empty Action circle.

Special Rules
Salvage tokens are acquired, picked up, dropped, passed, 
and left behind on a character’s death according to the same 
rules as flags in capture the flag mode, with two exceptions. 
First, any character of either side may acquire or pick up any 
salvage token. Second, a character can only carry one sal-
vage token at a time and, while doing so, must use his worst 
Movement value. (See “Capture the Flag Mode” on page 28.) 

Salvage tokens cannot be used as equipment, and when sit-
ting on the map (as opposed to when being carried by a char-
acter), are treated as single-icon rubble tokens with respect 
to movement.

Players may not look at the faces of any of the salvage tokens 
prior to the end of the game.

Victory Conditions
Each side must collect and plant on its entry point as many 
salvage tokens as possible. At the end of game turn 10, all 
such stacked salvage tokens are revealed. The Magnifier 
token is worth five points. All other salvage tokens are worth 
two points each. The player with the highest point total is the 
winner.

3
4
5

1
2

6
7
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Thunderstruck
A surprise assault by the 42nd Marine Special 
Forces has forced the deacons responsible for the 
super-generators at the Tesla Priory to evacuate. 
The forces of the Matriarchy must begin the final 

phase of their project by connecting three critical power 
cores to their parallel resonance circuits with all haste…

Setup
Use the Tesla Priority map.

This scenario pits the Union against the Matriarchy.

Entry points are not chosen. Rather, the Matriarchy player 
places his miniatures at the end of setup in the circles of his 
choice marked with Matriarchy symbols on the diagram. (He 
places the second Voïvode of each Voïvode pair – A/B or C/D – 
in an unmarked circle adjacent to its counterpart.) The Union 
player uses the entry points marked with the Army of the 
Union symbols on the diagram, with the special restriction 
that he must alternate between them when he deploys his 
characters on the first game turn.

Each player receives 2 Command Points per turn.

Place the red, blue, and green core tokens as shown in the 
diagram.

Randomize available crates showing equipment and Com-
mand Points and place one facedown on each Action circle, 
with the exception of the five Action circles adjacent to the 
Matriarchy starting locations.

Special Rules
Cores are acquired, dropped, passed, and left behind on a 
character’s death according to the same rules as flags in cap-
ture the flag mode (see “Capture the Flag Mode” on page 28). 

Cores can be planted in their color-coded resonance circuits 
(shown as solid colored circles on the diagram) in the same 
way flags are planted in capture the flag mode. For each core 
planted in its circuit, all Union characters suffer a cumula-
tive –1 penalty to all of their characteristic values (minimum 
value: 1). 

However, unlike flags, cores can also be “unplanted” in the 
same way that they are acquired. A given core’s penalty is 
eliminated when it is unplanted from its circuit and re-plant-

ed it in its respective starting location. Matriarchy models 
may not unplant cores, and Union models may not acquire 
the cores from their starting circles.

Victory Conditions
The Matriarchy wins by planting each core in its color-coded 
resonance circuit at least once. However, all three cores need 
not be in their circuits at the same time for the Matriarchy 
to win.

The Union wins by eliminating all enemy characters.

Left to right: The red, blue, and green core tokens.
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Kill ‘Em All
Just as Marquis General Von Heïzinger had 
ordered the opening of the Obscura Cardinal 
portal, Union commandos stormed the galleries, 
preventing the ritual from being performed. 

Dynamiting the building and collapsing several key corridors 
didn’t buy the Reich the time they needed, and worse, Von 
Heïzinger and his personal guard found that they had 
trapped themselves in the catacombs. As far as the Kaiser 
was concerned, Von Heïzinger is responsible for the failure of 
the operation, and must pay the price…

Setup
Use the Catacombs map.

This scenario pits the Reich against the Union.

Each player receives 2 Command Points per turn.

The Union player selects only two Heroes and two Troopers 
(rather than his normal complement of five characters). Each 
of his Heroes begins the game having suffered two automatic 
wounds. Each of his Troopers begins the game having suf-
fered one automatic wound. 

The Reich player does not select characters, but instead 
plays with Yula Korlïtz, Eva Krämer, and a Schocktruppen. 
All three begin the game unwounded. (Note that although 
Hermann Von Heïzinger, Karl Zermann, and a Stosstruppen 
are part of this scenario, they are not controlled by either 
player.)

Neither player may use mercenaries.

Place two rubble tokens as shown in the setup diagram. 
These tokens do not have the effects of regular rubble tokens; 
see “Special Rules,” below.

Place the Hermann Von Heïzinger miniature as shown on the 
diagram.

The players make a series of die rolls to place (a) the two 
Union Heroes, (b) Karl Zermann, (c) one Stosstruppen, and 
(d) the two Union Troopers. For each of these four place-
ments, which are made in the order specified (a, b, c, d), 
each player rolls a single die. The player who rolls highest 
(re-roll ties) places the character(s) in question on any empty 
circle(s) marked with a red X on the diagram.

The Union player must choose one piece of disposable equip-
ment from each of his characters’ inventories. The chosen 
equipment remains in that character’s inventory, while the 
rest of his disposable equipment must be placed on the Action 
circle or Objective circle adjacent to his starting position. 
(Non-disposable equipment is not affected.)

The Union player does not have an entry point. The Reich 
player may use both entry points.

Set up the character sheets for Von Heïzinger, Zermann, and 
the Stosstruppen on a neutral side of the board. None have 
any equipment and all are badly wounded, with their health 
indicator tokens pointing to their lowest row.

Special Rules
The rubble tokens placed during setup are impassible bar-
ricades rather than regular rubble tokens. (If you have 
Operation: Novgorod, you may wish to use barricade tokens 
instead of rubble tokens.) Characters may not move onto or 
attack through the movement circles these rubble tokens 
occupy.

The circles occupied at any given time by Von Heïzinger, 
Zermann, and the Stosstruppen can be moved through freely 
by either player (although, as normal, other characters can-
not end movement on their circles). These three characters 
cannot be activated by either player, although (a) at the end 
of each game turn the Union player may move each of them 
using up to three movement points each, and (b) when they 
are attacked, the Union player makes shock rolls for them.

Victory Conditions
To win, the Reich player must eliminate Von Heïzinger, Zer-
mann, and the Stosstruppen in reprisal for their failure.

The Union player wins by eliminating Yula Korlïtz, Eva 
Krämer, and the Schocktruppen while keeping alive Von Heïz-
inger, Zermann, or the Stosstruppen for interrogation. Note 
that only one is required to be alive at the end of the game for 
the Union to win.

X

X

X

X

X

X
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Can't Touch This
When the Tesla super-generators went online, the 
resulting electromagnetic pulse scrambled the 
instruments of a Dakota 111 in flight nearby. The 
frantic aircraft, transporting the 42nd Marine 
Special Forces, was forced to carry out an impro-
vised airdrop of all its cargo, dispersing cases of 
experimental equipment over a wide area. With no 
other units in the area and no nope of reinforce-

ment or resupply, John MacNeal has ordered his men to 
recover the ditched technology at all costs…

Setup
Use the Tesla Priory map.

This scenario pits the Union against the Matriarchy.

Each player receives 3 Command Points per turn.

The Union player must choose Ramirez as one of his Heroes.

After choosing Ramirez’s equipment, the Union player must 
take all of Ramirez’s chosen equipment other than the Hound 
DOG Remote Control from his inventory, shuffle them togeth-
er with the three Hound DOG Parts tokens, and place these 
six tokens randomly, facedown, on the six circles indicated 
by Ramirez icons on the diagram. These six tokens are called 
Ramirez tokens.

Entry points are chosen as in deathmatch mode. The rush-
and-go variant (see page 9) is used.

Randomize all available crate tokens containing equipment 
and Command Points and place one facedown on each Objec-
tive circle.

Special Rules
Hound DOG cannot be deployed until the three Hound DOG 
Parts tokens are assembled (see below).

On the first game turn, only Ramirez (and no other char-
acters on either side) may be activated. After that turn, 
characters enter the map and players alternate activations 
as normal.

Union characters may recover Ramirez tokens by spending 
an action while standing adjacent to one. (Matriarchy char-
acters cannot interact with Ramirez tokens.) Upon recover-
ing a Ramirez token:

•	 If it is a piece of disposable equipment, it may be picked up 
as if taken from a crate or may be left in place faceup.

•	 If it is a piece of non-disposable equipment, it may be 
stowed (see below) or may be left in place faceup. (Excep-
tion: If Ramirez is the character recovering the equip-
ment, he has the additional option of adding it to his 
inventory.)

•	 If it is a Hound DOG Part token, it may be stowed (see 
below) or may be left in place faceup.

Stowed equipment is placed on the stowing character’s 
character sheet. It is not considered to be in that character’s 
inventory. It cannot be used and does not take up an equip-
ment slot. Stowed equipment can be dropped and passed be-
tween characters like inventory equipment. Exception: Pass-
ing stowed equipment to Ramirez does not cost an action.

If stowed equipment is dropped, or when stowable equipment 
is not picked up when discovered, other characters can pick 
up and stow it as described above, at the cost of an action. Ex-
ception: Ramirez can pick up this equipment and either stow 
it or add it to his inventory as appropriate at no action cost.

Stowed Hound DOG Parts tokens can be assembled to form 
Hound DOG. A character who has three stowed Hound DOG 
Parts tokens can spend an action to assemble them. Exception: 
Ramirez does not need to spend an action to do this. Once all 
three Hound DOG Parts tokens are assembled together discard 
them from play and place the Hound DOG miniature in an empty 
circle (i.e., one that does not contain a character) adjacent to the 
character who assembled it, and the character with the Hound 
DOG Remote Control assumes control of it as normal.

If the Hound DOG Remote Control is ever destroyed, or falls 
into the possession of a character without the Engineering 
skill, Hound DOG moves one circle toward the entry point 
where Ramirez entered the map at the beginning of the game 
whenever it would normally move. It moves by the most 
direct route. If multiple routes are equally direct, the Union 
player chooses among them.

Victory Conditions
The Union player wins if Hound DOG is assembled and es-
capes the game board at a Union entry point. 

The Matriarchy player wins if Hound DOG is destroyed or all 
Union characters are eliminated.



 Scenarios	 79

Citizen Erased
A massive super-generator explosion has de-
stroyed the better part of the Tesla Priory, the 
installation dedicated to the construction of the 
Zor’ka combat armor. While the Svarog project is 
being relocated to the Priory of Vetchorka to the 
north, the Black Angel has dispatched the Phan-
tom Division to the site of the disaster and has 
commanded the Steel Major to undertake a cleanup 

operation so none of the Tsarina’s enemies will be able to 
recover any of her secrets from the rubble…

Setup
Use the Tesla Priory map.

This scenario pits the Matriarchy against any other side.

Each player receives 3 Command Points per turn.

The Matriarchy player must select Gorgeï as one of his He-
roes. The Matriarchy player places Gorgeï as indicated in the 
diagram. He also shuffles the three bomb tokens facedown on 
the table in front of himself; these form his bomb stockpile.

Entry points are chosen as in deathmatch mode. The rush-
and-go variant (see page 9) is used.

Special Rules
The Matriarchy player automatically wins the first game 
turn’s Initiative Roll (even if he did not win the Setup Roll). 
He must activate Gorgeï before activating any other charac-
ters on that turn.

Any Matriarchy Hero may spend an action to place a bomb 
token, selected randomly from the bomb stockpile, faceup on 
the map. Bombs may only be placed on Action circles, Objec-
tive circles, or entry points, and the hero must be standing 
adjacent to a given location to place a bomb there. Only one 
bomb can be placed on any given circle, and furthermore, 
only one bomb may be placed within the Priory Area (see the 
diagram).

Bomb tokens are placed on the map faceup. The number 
revealed indicates how many full game turns elapse before 
the bomb explodes. At the beginning of each turn, replace the 
token with the next token. For example, a bomb token with 
the number “2” on it would be replaced with a bomb token 
with the number “1” on it. If the number “1” is on the board, it 
would explode at the beginning of the turn, rather than being 
replaced.

Any character adjacent to a bomb token may disarm or 
rearm it by spending an action as long as no enemy character 
is standing adjacent to the bomb. (This restriction does not 
apply to the hero’s initial placement of a bomb.) A bomb that 
is disarmed is turned facedown and remains in place on the 
map, but will not explode. A bomb that is rearmed is turned 
faceup and begins its countdown again from where it left off.

When a bomb explodes, discard the bomb token from play and 
roll a die. Divide the result by two and round up. All charac-
ters within that many circles – which may be measured out-
of-path – of the bomb’s detonation location are eliminated.

If Gorgeï is ever eliminated (for any reason), his belt of explo-
sives detonates in the same manner as an exploding bomb. 
However, this explosion does not help fulfill the Matriarchy’s 
bomb-detonation victory condition.

Victory Conditions
The Matriarchy player wins by detonating three bombs. The 
other player wins if there are ever two disarmed bombs on 
the map simultaneously.

Priory
Area

Bomb tokens.
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Castle Ksiaz

Archaeology Primary Objective: Understanding the runes 
and sigils etched into the floor here – an archaic form of 
some long-dead language – would be paramount to un-
locking the power roiling just beneath the surface of the 
ground.

Weaponry Primary Objective: The emanations from the 
Cardinal Point on this critical location could create a 
devastating super-weapon too potent for any individual – or 
nation – to withstand.

Sneak Secondary Objective: The plans here detail this cata-
combs’ original construction. In addition to enumerating 
concealed hiding places, they show multiple ways in – and, 
more importantly, secret ways out.

Mechanical Secondary Objective: This auxiliary electrical 
unit feeds power from the generator in the castle above to 
the circuits that power the critical excavation equipment 
below.

Dexterity Secondary Objective: These crates house equip-
ment critical to the success of the dig.

Engineering Secondary Objective: This radio allows anyone 
using it to coordinate their actions with those of their allies 
outside.

Appendix I: Tactical Maps
Tactical maps show which circles are adjacent to each other on the various game board. This is to ease play, 
especially where circles may be close.

The following descriptions provide some context for the various objectives found across the three 
maps. These do not represent in game rules, but provide some flavorful story options for your 
objective mode games. For more information on objective mode please see page 30.



Tactical Diagrams	 81

Catacombs

Mechanical Secondary Objective: This auxiliary electrical 
unit feeds power from the generator in the castle above to the 
circuits that power the critical excavation equipment below.

Dexterity Secondary Objective: These crates house equip-
ment critical to the success of the dig.

Engineering Secondary Objective: This radio allows anyone 
using it to coordinate their actions with those of their allies 
outside.

Archaeology Primary Objective: Understanding the runes 
and sigils etched into the floor here – an archaic form of 
some long-dead language – would be paramount to unlocking 
the power roiling just beneath the surface of the ground.

Weaponry Primary Objective: The emanations from the Car-
dinal Point on this critical location could create a devastating 
super-weapon too potent for any individual – or nation – to 
withstand.

Sneak Secondary Objective: The plans here detail this 
catacombs’ original construction. In addition to enumerating 
concealed hiding places, they show multiple ways in – and, 
more importantly, secret ways out.
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Tesla Priory

Athletics Secondary Objective: Although a difficult climb, the 
commanding view from the top of this wall provides an excel-
lent overview of enemy positions.

Mechanics Secondary Objective: The coils here produce 
enough energy every few minutes to power the Matriarchy 
for decades to come.

Sangfroid Secondary Objective: Anyone with the audacity 
to seize these components – each and every one a terrifying 
perversion of reality as we know it – could build and power a 
truly devastating super-weapon.

Engineering Primary Objective: The shattered remnants 
of this equipment once provided enough energy to destroy 
a small country in a matter of seconds. If repaired, it could 
power a formidable arsenal, and the insight that could be 
gained from its ingenuity could push any nation to ultimate 
victory in the Great War.

Reasoning Primary Objective: These strange devices seems 
to form a puzzle, the solution to which promises to unlock 
ancient secrets that could turn the tide of battle.

Weaponry Secondary Objective: This large-caliber weapon 
and its fortified position can provide unparalleled cover fire, 
to enable a swift retreat or devastating advance.
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Helm of Diomedes

This massive Thracian helmet, crafted from 
bronze, is testament to the magnificence and 
wisdom of the gods. It is tied to legends 
including the myth of Orpheus and the stories 
of Hercules.
 

Hardware • Before declaring you as the target of an 
attack action, another character must first initiate and 
win a Mental duel. Initiating a Mental duel with you in 
this way does not require an action, and losing the duel 
does not commit that character to using up his action

                    in failing to attack you.

AAA

Founded by a man known only as the “Ace of 
Spades,” the Alliance of Autonomous Aces is 
made up of the most intrepid, daring pilots in 
the world. These mercenary aviators fly their 
P-38 Lightnings out of the Massif des Maures, 
where their runways remain undetected.

Ally • In the first game turn, your opponent activates 
all of his models in succession, before you activate any 
of yours, regardless of the Initiative Roll. This 
equipment token may only be given to a Union-affiliated 

Hero, and may only be swapped for a Special Object.

Boxing

With 35 wins (27 of them in a row), 2nd 
Lieutenant John MacNeal set a regimental 
boxing record in 1929. The former heavy-
weight champ still has “one heckuva punch” 
according to the testimony of Sergeant 
Posteegam at Warrenton Military Base.

Weapon, Hand to Hand • When attacking with Boxing, if 
you roll a Natural 10, you may spend up to two 
movement points to immediately move the target away 
from you a single circle for each movement point spent. 

This equipment token may only be given to John MacNeal.

Presidential Unit Citation

The Presidential Unit Citation is awarded by 
President Edison personally to the unit he 
judges to have performed the greatest acts of 
bravery and heroism in the course of a 
particularly perilous mission. 

Medal • Discard this token to add 1 Command Point to 
your side once per game. 

Trench Gun

Since its first appearance in 1893, this 
smooth-bore weapon – developed by John 
Browning – has been particularly effective at 
close range against fast-moving targets. Many 
variants have been seen on the battlefields of 
the Great War. 

Weapon, Automatic • When attacking with this weapon, 
for each uncanceled attack roll success you generate, 
you must move your target one circle away from you. 

The target may not leave the path he started on due to this move-
ment, however, and if the total movement due to this attack cannot 
be used up, he sustains an automatic wound in addition to what-
ever wounds he may otherwise suffer.

This movement does not trigger Overwatch attacks.

Section Kaos

The 13 soldiers of Section KAOS are 
dedicated, heart and soul, to the protection of 
Hermann Von Heïzinger. The death’s head on 
their faceplates serves as a warning to all 
those who would dare oppose their master. 

Medal • You may use Mad Minute even if you have 
already moved in the current game turn. This 
equipment token may only be given to a Schocktruppen, 
and only when Hermann Von Heïzinger has also been 

chosen for that character’s side.

Appendix II: Bonus Tokens
Bonus tokens are equipment tokens available from sources outside the various characters’ normal packs. Bonus tokens can 
be found on the web at www.FantasyFlightGames.com, and many are available in expansions. After players have chosen packs 
and revealed them, each player may equip up to three different characters on his side with a bonus token. 

Each bonus token replaces one item of equipment provided by a character’s chosen pack, and each character may only receive 
a single bonus token. Return the replaced equipment token to the box. Many bonus tokens can only be used by certain charac-
ters, or types of characters. The back of each token has the image of the character or faction that can use it.
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Who would have thought that the Patmos Amulet was the key? The power of that artifact is immense, and yet it leads to even greater power for those who know how to unlock its secrets. Though broken into three pieces, each will lead the wielder to the remaining fragments, and once combined, power this world has never seen shall belong to the bearer.

Once I am inside, the path to power shall be a treacherous one, yet the fruits of this endeavour are without measure. I will possess the fragments. I will combine them. I will become the ruler of this pitiful plane of existence. Daeduls barely knew a fraction of what my soci-ety was using for children’s train-ing. With the orichalcum deposits I have located, and the amulet in my hands, the wirld will know what a true ruler is!

Obscura Korps Band

Soldiers of the Obscura Korps are entitled to 
wear this black armband after they survive 
their first mission. Whether these bands are 
infused with occult power or veterans are 
simply less likely to make deadly errors is 
unclear, but those who wear Obscura Korps 

Bands tend to come back alive, mission after mission. 

Medal • At the beginning of each of your activations, 
add +1 to one of your characteristic values until the 
end of the activation. This equipment token may only 
be given to a character with the Obscura Korps 

 affiliation symbol.

Wolftrap

A product of the workshop of Professor 
Nicodème Prenracine, this grim-jawed 
apparatus was provided to Wolf in exchange 
for services rendered to the Countess of 
Pouceverts.

Hardware • As an action, you may remove the Wolftrap 
token from your inventory and place it on an empty, 
adjacent circle on your path. Thereafter, a character 
entering that circle suffers an automatic wound. This 

equipment token may only be given to a character with the 
Mercenary affiliation symbol.

Sten Mark II

The Sten Mark II machine pistol is a singular 
weapon designed for combat in urban and 
forest environments. Easy and cheap to 
manufacture, the Union has produced some 
six million specimens, distributing many of 
them to resistance fighters behind enemy 
lines.

Weapon, Automatic • Discard this token at any time 
during your activation to make an attack (which must 
be made with this Weapon). This attack does not 

require an action.

Eye of Horus

The Eye of Horus is a symbol of health 
perverted by Set, the god of violence and evil. 
This amulet, created as an artifact of healing, 
now has quite the opposite effect. In the 
expert hands of Hermann Von Heïzinger, the 
gaze of the Eye is the gaze of a vengeful god.

Occult • Whenever you win a Mental duel, your 
opponent sustains one automatic wound. This 
equipment token may only be given to Hermann Von 

Heïzinger.

Iikaah

Tracing this ritual circle on the ground calls 
forth ancestral spirits of the Navajo people. 
Tala Aponi learned this sacred knowledge 
from her uncle, Istaqa Hataalii.

Ritual • As an action, you may remove the Iikaah token 
from your inventory and place it on an empty, adjacent 
circle on your path. After being placed, the Iikaah token 
cannot be picked up by any character. Add +1 to the 

Stamina value of any Union character who stands on a circle that 
shares a path with Iikaah. This equipment token may only be given 
to Tala Aponi.
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Glossary
Accomplish: The activity by which a character scores points 
for his side at an Objective circle in objective mode. pg 30

Action: An activity a character can carry out, or attempt to 
carry out, during his activation. pg 18

Action Circle: A location where an adjacent character can 
carry out some action, typically to search a crate. Some 
scenarios describe other actions that can also be performed at 
Action circles. pg 16

Activate: To move and/or act with a particular character. 
pg 10

Activation: The gameplay time period in which a given charac-
ter moves and performs actions. pg 10

Adjacent: The relationship between two movement circles or 
characters that are next to each other. Also, the similar rela-
tionship between a movement circle and an Action circle, or a 
movement circle and an Objective circle. pg 14

Attack: An action by which a character attempts to injure 
another character or object. pg 21

Attack Roll: A test involving the rolling of dice for the pur-
poses of attacking another character or object. pg 21

Attacker: The character that initiates a duel, or is targeting 
an character with an attack. pg 21

Automatic Attack Success: A success that is added to an at-
tacker’s attack roll result without the need to roll a die. Also, 
a success that can inflict damage even in the absence of an 
attacking character or even an attack roll. pg 22

Automatic Success: A success in a test or duel that is added to 
a character’s quantity of successes without the need to roll a 
die. pg 22

Automatic Wound: A wound that is applied directly to a char-
acter without the opportunity for the victim to make a shock 
roll. pg 24

Best Row: The top row of values on a character sheet.pg 12

Bonus Token: An equipment token not originally included in 
any character pack. pg 83

Bull Rush: A method by which a character can try to pass 
through a movement circle occupied by an enemy character. 
pg 17

Cancel: The process by which a defender eliminates from con-
sideration the attacker’s success. pg 22

Challenge: A condition that can be met in play by certain char-
acters in order to grant bonus Command Points to their side. 
There are four types of challenges: combat, physical, mental, 
and special. pg 32
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Character: A persona in the world of Tannhäuser, represent-
ed in play by a miniature, with the capacity to be activated in 
the course of play. pg 11

Character Sheet: The physical component that lists a of a 
character’s characteristics, skill icons, and affiliation icons. 
Each character sheet also provides locations for placing a 
health indicator token, as well as the equipment tokens in a 
character’s inventory at any given time. pg 11

Characteristic: An area of a character’s expertise measured 
by a numeric value. Characteristics include Combat, Stamina, 
Mental, and Movement. pg 11

Characteristic Value: A number describing a characteristic. 
Each characteristic has several values, each of which is in 
found in a different row. pg 11

Circle: Any single location on the map, see “Movement circle”, 
“Action circle”, or “Objective circle.” pg 14

Combat: The procedure by which an attack is resolved. pg 21

Command Point: A player resource that is generally renewed 
each turn and can be spent for a variety of helpful effects.  
pg 24

Counterattack: A special type of attack that can be launched 
by spending Command Points. pg 25

Crate: A type of token placed on the game board during setup. 
Crates can be searched by characters, who can discover equip-
ment (that they can take) and Command Points (that they can 
add to their side’ total) by doing so. pg 19

Current Row: The row on a character’s sheet that is currently 
designated by that character’s health indicator token. pg 11

Current Values: The values in a character’s current row. pg 11

Defender: The character being attacked. pg 21

Dial: To rotate a health indicator token up (“dial up,” or rotate 
clockwise) or down (“dial down,” or rotate counter-clockwise) 
to change the row of characteristic values it indicates. pg 11

Difficulty: The number a player must roll or exceed with any 
given die rolled in a test or duel to score a success, most often 
based on a character’s values. pg 19

Disposable: A class of equipment that can be dropped on the 
game board or handed off between characters. Equipment 
tokens that are disposable are identified by a black-and-yellow 
border. pg 13

Door: A purely decorative game board feature. pg 16

Duel: A way of rolling dice to determine the outcome of some 
activity a character undertakes when that character is di-
rectly opposed by another character. pg 19

Enemy: A character belonging to an opponent’s side. pg 18

Entry Point: A type of movement circle where characters can 
be deployed to the game board. pg 16

Equipment Pack: A collection of equipment that can be as-
signed to a character during setup. There are three types of 
packs: combat packs, stamina packs, and command packs.  
pg 14

Equipment Slot: An area on a character sheet that can accom-
modate a single equipment token. pg 13

Equipment Token: A token that represents a piece of gear, a 
medal, a military rank, an ability, an area of arcane knowl-
edge, or something similar. pg 13

Faction-loyal: A type of mercenary that cannot be fielded 
against the faction to which it is loyal. pg 8

Flag: A token manipulated by players, and occasionally carried 
by characters, to advance their side toward victory in certain 
modes. pg 28

Half: A division of the process of accomplishing an objective 
(see Objective Mode on page 30). There are two halves to ac-
complishing an objective, the “first half” and “second half.” 
Sometimes both can be completed at the same time. pg 30

Health Indicator Token: A token placed on a character sheet 
to record that character’s current state of physical well-being. 
Each health indicator token has a mark that is rotated as a 
game progresses to show which row of characteristic values is 
currently in effect for that character. pg 11

Hero: A type of character identified by four health rows. pg 8

Initiative: The player who “has initiative” is the player who 
won the current turn’s initiative roll, and who activates a 
character first during this turn. pg 10

Initiative Roll: A die roll each player makes each turn (except 
for the first turn of a given game) to determine the order of 
their activations. pg 10

Inventory: The collection of equipment tokens currently oc-
cupying a character’s equipment slots. pg 13

Chain of Command: The order of a side’s characters to scoring 
points toward victory in king of the hill mode. pg 29

Line of Sight: A character who can see another character on 
the game board is said to have line of sight to that character. 
pg 17

Matriarchy: A faction introduced in Operation: Novgorod. 
pg 34

Map: The playing surface, also referred to as a game board. 
pg 14

Melee Attack: An unarmed attack or an attack made with a 
Weapon also having the Hand-to-Hand trait. pg 21

Mercenary: A type of character whose services may be in-
cluded on any side. pg 8

Miniature: A pre-painted plastic figure that represents a char-
acter on the game board in play (or, in rare cases, represents 
an unusual piece of equipment in play). pg 4
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Mode: A distinct way to play a game of Tannhäuser. There 
are six modes of play, including deathmatch, capture the flag, 
domination, king of the hill, objective, and story. pg 28

Move: To change a character’s location by passing its minia-
ture through contiguous movement circles in the course of 
that character’s activation. pg 17

Modifier Circle: A type of movement circle that alters a char-
acter’s values while the character stands there or affects the 
movement point cost to enter that circle. pg 15

Movement Circle: A location on the game board where a char-
acter’s miniature may stand. pg 14

Movement Point: The resource a character expends during his 
activation in order to move, derived from his Movement value. 
pg 11

Natural 1: A die result in a test or duel where the die’s rolled 
value is 1 (before modification). pg 20

Natural 10: A die result in a test or duel where the die’s rolled 
value is 10 (before modification). pg 20

Null Characteristic: An unusual characteristic value that rep-
resents the absence of the characteristic. Null characteristic 
values are represented by a dash. pg 12

Objective Circle: A location where characters can accomplish 
objectives in objective mode. There are two kinds of objectives 
and Objective circles: primary and secondary. pg 16, 30

Out-of-path: A special type of range in movement circles that 
occurs when the origin circle and target circle in question do 
not share a path. pg 18

Overwatch: A state in which a character foregoes his activa-
tion in order to stand ready to interrupt an enemy activation 
with an attack. pg 26

Overwatch Attack: A special kind of attack that can be 
launched by a character on overwatch. pg 26

Path: A collection of contiguous movement circles all marked 
with the same color. pg 14

Pathfinding System: The name for Tannhäuser’s method of 
using movement circles and other kinds of locations on the 
game board to govern movement, line of sight, and combat.  
pg 14

Ranged Attack: An attack using a Weapon possessing the 
Pistol, Automatic, and/or Mental trait. pg 21

Reich: A faction introduced in the Tannhäuser core game. 
pg 3

Reinforcement: A character re-introduced to a game by spend-
ing Command Points, usually a trooper. pg 26

Row: A horizontal array of four characteristic values (one 
each for Combat, Stamina, Mental, and Movement) correspond-
ing to a character’s particular state of health. pg 11

Story: The unique instructions for a given Story mode game. 
pg 31

See: A relationship between two characters that typically al-
lows them to attack each other (note that there are conditions 
that can prohibit attacks between characters who can see each 
other). pg 17

Setup Roll: A die roll each player makes during setup to deter-
mine the order of activities such as the players’ choice of entry 
points. The results of a game’s setup roll also serve as the first 
turn’s initiative roll. pg 9

Shake Off: A special way wounds can be avoided by spending 
Command Points. pg 26

Shock Roll: A duel involving the rolling of dice for the pur-
poses of defending against an attack made by another charac-
ter or object. pg 22

Side: The collection of characters chosen by a given player for 
a given game, also referred to as a team. pg 8

Skill: An area of training a character can have, most frequent-
ly useful in accomplishing objectives in objective mode. pg 12

Skill Icon: An icon found on a character’s character sheet 
indicating that that character has the associated skill. pg 12

Special Object: A piece of equipment unique to a character. 
pg 13

Success: Any die roll result that equals or exceeds a test or 
duel’s difficulty. pg 19

Target: The intended victim of an attack. pg 21

Target Circle: The movement circle into which an attack is 
being made. pg 21

Test: A way of rolling dice to determine the outcome of some 
activity a character undertakes when that character is not 
directly opposed by another character. pg 19

Trait: A keyword that applies to a piece of equipment. Traits 
generally have no rules of their own, but instead identify 
groups of equipment to which other rules apply. pg 14

Trooper: A type of character identified by 3 health rows. pg 8

Turn: A period of gameplay during which, among other things, 
each character in play may be activated once. pg 10

Unarmed: A type of attack made when the attacking character 
has no usuable Weapon. pg 21

Union: A faction introduced in the Tannhäuser core game. 
pg 3

Unit: A designation for a group of characters. Most units are 
associated with a particular faction. pg 8

Wall: A game board feature that divides separate areas from 
each other. pg 16
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Golden Globe Director Sir John Edwards: Now 
that we’re assembled, let’s begin. It has been…
what, Paxton, 18 months? 

Undersecretary Paxton, Esoteric Affairs: Nine-
teen months seven days, Sir John. 

Edwards: A year and a half since President Ed-
ison, with the consent of the Queen, Congress, 
and Parliament, assembled this directorate, 
with our mandate to uncover and destroy eso-
teric threats to the Union. 

Agent WOLF: “Esoteric.” Your word. Not mine. 

Agent ROSEBUD: I like “unusual.” 

Edwards: Well, then. What have we found? 

WOLF: I’ve been keeping a close eye on Von 
Heïzinger since Ksiaz. He’s still trying to tap 
into the Axis Mundi, but he hasn’t been mak-
ing much progress. 

ROSEBUD: He’s about to, if my reports out of 
Crete are accurate. 

Edwards: I’ve read those reports. That’s not 
a lot to go on, ROSEBUD. Just a lot of chatter 
that’s damned odd. 

ROSEBUD: I’d almost say “unusual.” 

WOLF: That’s how the Patmos dig started. 
Where on Crete? 

ROSEBUD: Knossos. 

WOLF: Send MacNeal in right away. 

Paxton: The 42nd Marine Special Forces are -

Edwards: The only unit for the job. You know 
that as well as I do, Paxton. 

Paxton: They’re under military jurisdiction. 
They don’t take orders from us. 

Edwards: I’ll handle it. What else? 

ROSEBUD: “Sanctuary.” 

WOLF: What about it? 

ROSEBUD: No idea. But I’ve been hearing that 
word come up in the course of my Tunguska 
investigation. 

Paxton: I’d like to remind everyone that the 
Tunguska site has been declared a no-man’s-
land and no official Union -

ROSEBUD: Oh no, Mr. Paxton. Of course not. 

WOLF: I was never there. (Laughter) 

ROSEBUD: In any event. I’ve shared my find-
ings - collected by third parties with no viola-
tion of the Tunguska agreement, of course 
- with COLUMBIAD. 

Special Attaché COLUMBIAD: Quite. I’ve ruled 
out projectile impact of any sort, as well as 
chemical accelerants. The site was neither 
shelled nor bombed. Whatever went wrong was 
internal. 

ROSEBUD: But I wasn’t the first one - not that 
I went there. Of course. But my agents found 
evidence of a prior reconnaissance mission. 

Edwards: Where does “Sanctuary” enter into 
it? 

ROSEBUD: It’s something MADELEINE dug up 
looking into the same affair. Something out 
east. 

WOLF: Where’s MADELEINE now?

ROSEBUD: I don’t know. I lost contact with her 

right after she mentioned it. 

Edwards: What else can you tell us? 

ROSEBUD: Very little. But sir, “Sanctuary” is 
my translation of MADELEINE’s translation. 
From the Japanese. 

Transcript, CERBERUS PRIME Intelligence Briefing
9/21/49, 0300h, Undisclosed Location

This Top Secret briefing report uses codenames. Please see ALPHA level documents for more information. 
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It is 1949, and the Great War has been raging for 35 long years. A secret 
archaeological dig has just uncovered a powerful relic and delivered it 
to the Obscura Korps, agents of the Reich’s military aristocracy. This 
artifact holds the key to information that the Reich has sought for years: 
the location of one of the four dark cardinal corners of reality. 

This Cardinal Cornerstone is buried in an ancient crypt beneath a fortress 
in the heart of Central Europe. If the Reich controls it, the Reich could 
open a portal to Hell. The Reich’s 13th Occult Division is at the fortress 
already, led by Marquis General Hermann Von Heïzinger. These agents of 
the Obscura Korps plan to call upon the infernal powers to help them force 
the world into eternal servitude.

A few courageous men and women are all that stands between the Reich 
and the Cardinal Cornerstone. The 42nd Marine Special Forces is the 
Union’s most elite combat unit, and for this mission, its highly trained 
members have been equipped with incredibly powerful, although still-
experimental, weaponry. They will parachute behind enemy lines, hunt 
down Hermann Von Heïzinger, and attempt to neutralize the most diabolic 
threat mankind has ever faced. 

TANNHÄUSER the boardgame thrusts you into the middle of a world 
at war. Each faction is vying for control, and only one will possess the 
strength to achieve supremacy over the others. Featuring an innovative 
targeting method, the Pathfinding System, TANNHÄUSER is action-packed 
and easy to get right into. Squads seek to uncover deadly artifacts, 
accomplish critical objectives, and climb to the top of the heap in one of 
six different game modes.

Contained in this rulebook is a complete set of rules for the 
TANNHÄUSER core game, the OPERATION: NOVGOROD expansion,  
and the single figure packs YULA, RAMIREZ,  
GORGEÏ, and WOLF. 

So what are you waiting for? The fate of the 
world rests in your hands!
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complete game.
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core game is 
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