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Introduction 
 

 The origin of this variant was not to make a variant. After some thought, about 

modifying Battle Master, I have decide to create my own game to get more flexibility. I 

wanted to have a card system similar to Battle Master for my game. I had an idea of card 

system and now I want to make some test. 

 

 Now in order to playtest rapidly the system, I decided to adapt Battle Master to the 

card system I have designed so that other people who own the game would be able to 

playtest the new mechanic too.  

 

 The only thing you need is the original game and you need to print the cards I made. 

You can use Battle Master Lite if you do not want to take out the whole game. 

 

 There are two ways to play. Both methods share some common rules and each 

method has a different card distribution system. Method 1 requires printing the cards 3 

time. 

 

 Take note that this has not been seriously play tested, and it has not been designed 

for Battle Masters but rather for a game that would look similar to Battle Master. So it is 

quite possible that for example Cannon and Ogre are much more powerful. Remove them 

from the game it’s too unbalancing.  

 

Common Rules 
 

Setup 

1) Each player takes the card matching his army and shuffles them together.  

2) Determine the first player randomly.   

3) Each player draw up to his hand size. 

 

Card play and hand size: Each player will hold in their hand a certain number of cards 

and they will play every turn a certain number of cards. 

 

The hand size is equal to the number of units divided by 2 rounded up. 

The number of cards played every turn is equal to the hand size divided by 2 rounded up. 

 

 

 

 



Which mean that at the beginning of the game: 

 

Chaos army has 14 unit, divided by 2 = 7 cards in hand. Divided 2 = 4 cards played. 

Imperial army has 11 unit, divided by 2 = 6 cards in hand. Divided 2 = 3 cards played. 

 

If you lose units in battle and your hand size is reduced, you do not lose cards from your 

hand, you will simply draw fewer cards.  

 

Turn order: The first player is selected randomly at the beginning of the game. Then each 

player plays a turn one after another. Each turn consist in: 

 

1- Playing cards 

2- Moving the corresponding units 

3- Resolving battles 

4- Drawing cards 

 

Playing a card on your turn: Each unit on the field has matching cards in the deck. You 

have all the info on the card (name, origin and flag description) to match the right unit. 

When you play a card on your turn, it means that the matching unit is going to move and 

attack. If there is a combat resolve it like in the original rules. Look in the “Attack” square 

to see the list of option available to that unit: 

 

Move AND Attack: It means that the unit can move and then attack an adjacent unit on the 

same turn. 

 

Move OR Attack: It means that the unit can either move or either attack, but they cannot do 

both on the same turn. 

 

Movement X: This is the number of hex the unit can move when this card is placed into 

play. Cavalry have more movement than other unit. 

 

Range X: This is the number of hex away that the unit can attack. This is used by archery 

units. 

 

Shoot with tiles: This is the special ability that consists of using the cannon tiles to attack. It 

is only used by the cannon unit 

 

Ogre attack and move cards: This is the special ability that consists of using the ogre cards 

to move and attack. It is only used by the ogre.  

 

Playing a card on other player’s turn: A player can play a card on his opponent’s turn 

when one of his units gets attacked. If the defending player has a card in hand that match 

the unit getting attacked, he can play the card and perform the abilities in the “Defense” 

section of the card. There is one special ability in that section so far. 

 

 



Counter-Attack: After the attacker has made his combat roll, the defender can make a 

regular attack against the unit that attacked it. The defender can counter-attack even if the 

unit is killed at the end of the attacker’s roll. 

 

Dead units: If you draw the card of a dead unit, remove it from the game and draw another 

card. 

 

Method 1  
 

 The first method will use 3 copies of the cards to create the deck. This means that 

you will need a total of 75 cards. Follow the rules in the general section and make the 

following changes. 

 

Drawing cards: When you draw your cards at the end of the turn, draw cards until you 

reached your hand size. 

 

Reshuffle: If there are not enough cards to be drawn, reshuffle the discard pile.  

 

Method 2 
 

 For this method, you will only need 1 set of cards per player. The goal is to reduce 

the number of cards required by system. Follow the rules in the general section and make 

the following changes. 

 

Drawing cards: At then end of your turn, you draw a number of cards equal to the number 

of cards you have played. This will only occur on odd turn numbers, (continue reading) 

 

Reshuffle cards: When an even turn is finished, or when it’s the 2
nd

 time that you would 

draw cards from your deck, at the end of the turn, reshuffle all the cards and draw up to 

your hand size. 

 

Clarification: This one is a bit more complex. The idea is that you shuffle your cards every 

2 turns. So there are some cards that you will never reach your hand every turn. You also 

draw up to your hand size only if you reshuffle, else you draw the number of cards you 

played. So if you use a card to defend yourself, your hand might be smaller for next turn 

until you reshuffle. 

 

Conclusion 
 

 I want some feedback. Does it work well? Do you like it? Which method do you 

prefer? What could be done to improve the system? I understand that it might not be the 

perfect mechanic for the Battle Master game as it is right now. 

 

Send me e-mails at “ericp@ariel.bdeb.qc.ca”. My designer website can be found here. 

 

http://ariel.minilab.bdeb.qc.ca/~ericp/cgi-bin/boardgame/index.php 


