





reposifory of ‘’knowledge for the

. -

~ collection of scrolls will focus on one
o of such lore.

~ This, then, is a fome of skills by which
roes may overcome their foes

~ Nemedian Chronicles! o

®

I have included both the original fexis

'Y

and the addenda from version 20 for

all skills. I have also included my own
an-made skills, for those that might -
also use my other fan creations for
| this amazing game!
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charadter performs a
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Melee Attacks and canndt be t

~ perform a Guard action.
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acter can choose 2 of
ided weapon cards fo affack
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skill c:cm/ be used only . to perform '
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character dies, before the
oved from fhe board, the
aracter may perform a free unammed

4

| insfead of their normal dice.
, When using this skill, a character : »' :
see page 9) and cannot benefit from =

- Melee Attack bonuses from weapons. =




zone away
immediatelj performs a melee attack, if
b e d‘e shows 2 or more symbols, Ihe
is knocked down/unstable and
&t&érsqreducﬁcmofltoﬂlelr '
power for the remainder of the
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- When a friendly character in ﬂus
chqrac:ters area defends, this charac
can parry instead of that character's

- Guard aclion, adding the symb

- shown on the dice fo the dlqrac:ters
defense power. . . - ol

A character with this skill can only
parry they cannot dodge fo defenda =

friendly character. The aftacked :

~ character cannot petform a Guard =+
action but can use their Atmor in

| addition fo the bodyguard’s defense
_ power. Ang dqmqge is dealt fo the W

.
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this character deqlmg d
blow with an axe, excess dama may
beusedtoelﬂlermovegems om
friendly characters’ fatique zones to their
reserve zones Or activate allies at a rate
of 1 gem/ally per axe symbol Only one

such gem may be used per friendlys
character per tum. Only characters and
allies with line of sight fo this character
may be affected thusly. This may not
be used on the character deahng the
lling blow. |

e

.1,,-.
3
"4




7
SRTO D . o 3N LA o : x N
f ’ ) .
> -, . . . . v - .
‘ m .

; ‘ .. » .

¥ o . .
< )
’ ks
. e
y i [1 * ;

R i
\ g ' - ¢ N

When this character kills an enemy
haracter with a 2-handed Melee
Aftack, anofher enemy characler in the
same area suffers the excess damage
from the attack (if that enemy is killed,
' repect-the process).. = & Hal

The attacker decides the order in whi ._
damage is dealt fo defending enemies. =~
- Resolve the attack nommally on one

enemy before proceeding on o the next
if there is sfill damage left o be dealt =

« ' : : : 5
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characfer's attack power is
ermined, if any die shows 2 .or more

" symbols, move the aftackers and

defender's models together so their bases -

fouch. As long as they remain in the
same areqd, the defender treafs the
_aftacker as though the affacker had
| A character with evasive ignores
Constriction’s Blocking effect, but not the
' damage from the atfack o

- - .
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When a characfer aftacks this character
with a Melee Atftack, after the attack is
- resolved, this character may immediately
affack that character with a free ‘
instead of their normal dice. =

4 ' : i
-

When using this skill, a,character
ignores pendlfies from unarmed atta
see page 9) and cannot benefit fr
elee Aftack bonuses from weapons. A

S

counferattack is a Melee Attack resolved ©*
affer the first atack whether damage
as dealt or nof) and can be performed
only if the character with this skill &
survives the first atfack.
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ANCE OF DERKETO

. overnent per urn fo engqge‘ ind.. -8
* human allies fminions with line of sight
| o this character lrnrnedlatelg attack 1 er
leader or nearest friendly model and
‘confinue fo do so until slain or the =

This character may engage in

no other action while danang. T
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’s Ranged Attacks are not
affected bg hmdenng and 'lgnore
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'- A dlqractermﬂrlﬂusskllllsnot
12 xcted by hindering when perforrmng ‘
T anged Attacks. They dalso ignore the

 effects of Protected. ™
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hero cannot attack ﬂ‘llS ch _
e is character has attacked tth
Tan . 2 ero.

A character with this skill cannot be
~ aftacked by ‘another character unless

that character has been‘previously
aftacked by the character with  #* =
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~ This character so inspires those loyal fo
them (@s defined by the scenario) that
yuld they be slain, all remaining such
- models are sent info a bafflerage that =
, lasts until the end of the scenario and
~ bestows upon theirr melee aftacks a




acter. may transform info a

/hgr&ss s action requires a full
; no ofther achlion may ocaur that
- tum. Remove the characters model ﬁom
~ the board,and replace it witha =~ =
- liger/ligress model at the beginning of
the next hero turn. This change - lasts %_
for the remainder of the scenario. ~
Tun the character sheet over for Ihe %
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The exerfion hmt of Melee Aﬁq ‘
Mamplﬂahon actions of enemg |

chqrqc:l'ers in this chqrqder s ared iS 2.
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it fo move across an obsfacle from 1
- area fo an adjacent area. This




/ Ret*oﬂ,qcﬁorxs and free rerollsqre n'ot,
5 Ulowed m Ihe areq occupled byans
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character can 2 movement
xoints fo roll &g . If the die shows
sgmbols equal fo or hlgher fthan the
number on an adjacent leap areq, place
1 modelmanqreaadjqcmttoﬂlqi :
‘area. Leaping is not qffeded by & "
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ing costs 1 moverment pont per =

- aossed area border. For example, when
leaping from one ship fo anothe, a

. character crosses 2 area borders, they &5
must spend 2 movement
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When this character performs a Ranged
ack, the defender’s armor value is

. LS R

7 When a character with this skill ~
performs a Ranged Affack, they
omatically reduce the* defenders
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g ‘When a character with this skill -~ =
~ petforms ‘a Melee Aftack, they
autornatically reduce ther defender’s
defense power byl & . =
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area atfacks if there is a fnendlg
acter without Profected in their area.

. Iwo or more characters with this ski
~_ cannot protect each other.
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dldrqc:ter can aﬂack a chqr er

in an adjace v a Melee
1f fthere is no obstqc:le @vqll, door,
- bar, flap, efc) between the characters’
e dlqrac:ter thh this skill still needs fo =
have line of sight to attack an qcyacg;t
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- “Whenever the final foe in ‘this ,
character's zone is slain, they may
petform a simple manipulation fo draw
a card from fthe asset deck. Remove the
nearest freasure chest without spedal
scendi ific rules) from fthe board. =
This may be done only once per zone.
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Further, when drawing from the asset

»
-
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deck upon opening a chest, this
character may opt 1o redraw once and
the second result.
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fo&s, causmg fhem 1o be hesﬁcmt in their
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s ‘For the remainder of the turn, all
characters 1gnore fhe effects of
* This skill may be used only
| scendario.
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- When a friendly character in this
chqrqder s area is attacked, before dice
are-rolled, this character may choose fo

be aftacked instead This character

~cannot Guard for that defense.

»

"4

/

A character usin

ﬁ)usmglhen" X characler
ers any damage from the affack fo
prevent the character who was onglnallg

attacked from suffering damage.
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SUMMO NER

- Summoners may use Arfifacts fo call Demons
to their aid. The specific Demons that may be ) .
summoned, and their Summoning Costs are
- listed in each scenatio.

s

. .. Arfifacts iy e
) ’;jf": i Arhfacts are 1tems that Summoners use to summon of re-summon available Demons
. Available arfifacts are listed in each scenatio. Each Arfifact provides a number of one
hme use gems designated by the scenario for the purpose of summoning Demons Place the
indicated number of red gems on the equipment catd at the beginning of the game. When,f .

Iheg are used refurn them fo the game box. Artifact gems do not refresh unfil thenext G &
1 scendrio.
¢ Demons e
A Summoner alwags starts with at: least one Demon in play, de51gnated by the scenario. 995

"2 Other Demons that may be summoned are listed in each scefiario.

A Demon's default statistics are on its Overlord file and it has { Life Point unless otherwise T
nofed. Special rules, ifems and boons may change these stafistics for a parficular scenario. = * -
In addition, all Demons are considered fo have the Sacrifice skill foward the Summonet: =
A Demon is considered an Ally and is activated following the normal rules for Allies. All ‘
Summoners are considered to have the Leadership skill for ‘heir’ summoned Demons.

Summoning a Demon : o ﬂ,":’g

- To summon a Demon, the Summonet, on the Hero's turn, must be in an Aggressive stance. .~ -
He may fhen use his Spell Caster skill fo remove a number of gems from any arfifacts in. .
his possession equal fo the Demon's summoning cost and place the Demon's model in the :
Summoner's area. The gems used for summoning are removed from the game 4nd will ‘nof ot 2
refresh until the beginning of the next scenario. = ~

Tarqgeting 2
When determining the Target Hero or Alfernate Target Hero, a Demon is never taken into.
~account unless the Demon is in the same area as the Summoner, then the player may
decide which character is the Target. If no Hero can be Targeted than the Demon becomes

the Target.

Created by Dan Mautic of the Nemedxan Chromders
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| Fnendlg characters in this character's
ared can reroll 1 extra die for each of

o

Y,

skill allows friendly characters in

- the same zone as this character fo reroll
a single die for free, even if’ that die has
alreacty rerolled (exception fo the rule 8n e

ge 22 of the Heroes' Book v20).
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If any resolufion of an action by this
character results in a die showing 2 axes
or more, lotem Power is activated and
the character gains a bonus die that =
‘may be used once fum for any
action as long as lotem vaer S8
The intfial bonus die is yellow; i

.

further actions with a die showing 2 or

more axes increases the bonus die to
- orange, then finally to red. ;

| "Jolem power remains in effect until the
. character goes info cautious stance.
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Thls character, when mounted, may
d 2 movement points fo Irample an
unmounted character - roll (g for the
| attack. 'The defender may only dodge;
netther parrying nor armor apply. it the -
le succeeds, the defender is Fallen.
A Fkallen character cannot affack but .
may defend normally. Any attack
against a kallen character has an
| - elevation bonus of <. -
Mounted characters may only afftack a =
Fallen character if they have reach. W
. A Fallen character may spend 1 4
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WALL WRE ‘
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This character can move across a wall

When a character uses this skill, they .~
spend 2 addifional movement d
 place the “Wall Wrecker” token on the
board fo indicate the opening they
creafed. Then they immediately moveffo -
the ofher side of the wall From now on,
- the two areas are adjacent and there is .«
no pendlly for moving from one fo the
other, and the two areas have lne o
-sight fo each other.
Stone walls cannot be wrecked.
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Tostead of their normal attack,
character can perform a Ran

~ pormmal dice. If the affack power is

er ﬂlqn ﬂfle dEferlse pOWer, e | n
ofender places a web foken on their
model and suffers no damage. A ,
characler with a web foken cannot
move, but can spend 4 movement poinfs
| -~ fo discard the foken. SR

When a character uses this skill, A/
j place a web foken €3 next fo '
B afftacked character fo represent

- - .




into fheir foes when
atelg ﬁghhng for survival As such,
when this character has 6 or more gems'

mﬂlelrwoundzonethe
gIgernperqc:thIedh]ethqtqﬁ




" “Battle of the Mounds” group at The Overlord

A big thanks fo AmnWJI& and ofhets who helped refine my .
gt B - fanrmade skills! “ T eeE e
SR s Dane QfDﬂi@fo‘JOhﬂBdfm |

TR T B Shooter : Rafcel Lopez Espi-
: | | | | Flying : John Buscema -
s b  Poison : Frank Brunner ©
| ~ Polected: Mark Schultz =~

ﬁ | | Smnmng EtmeChan
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