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BOX CONTENTS :  PAGES 4-5

Welcome to the Krosmoz. i ’ s Y B . p
The Krosmoz: An immense universe containing so many things, we _. i PART I: TUTORIAL LR PAGES 6-19
wouldn't even know where to start making a list. It is, above all else, AN 1 1 - Right in the Kisser! Pages 6-7
known for a little planet called the World of Twelve. It is there that S . — 2 — My Very First Spell Pages 8-9
millions of adventurers live their daily lives. And though you won't find ST f 3 — Summoning: It's an Art Form Pages 10-11
twohof a kijngi they all secretly want the same thing: Dofus—dragon eggs ' 4 - Two Are Better Than One Pages 12-13
with incredible powers. | Sk . i g ’

In the Outerworld parallel dimension, the Demons of the Hours and ' ' (55 'y S#imltﬁetjhg ?ridath Egg:s }g_}?
Minutes like to skip out on their jobs as the watchers of time to visit . . il & 'yS le' Ly, 9€3 18-19
the Arena. Here, warriors from the World of Twelve, kidnapped by the | 3 i 7 - Village, Town: Soldier Tactics Pages 18-

Demons, fight in never-ending duels to the obvious delight of their i . : -- _; _i‘.if 3 , ' Y. .
captors. ¥ 4 i | PART Il: RULES OF THE GAME PAGES 20-25

The latest arrivals to the Arena are causing quite a stir, in fact. You see, I}l

the Demons have recently discovered the story of Julith, Joris, Grampy,
and all the others. A story they liked so much, that they want to see it
again and again... And rather than wait for the book to come out, they
simply kidnapped the heroes!

This Krosmaster Arena boxed set will allow you to slip into the slimy by
scales of one of these Demons. Choose a handful of Arena fighters—the |

Krosmasters—and face an enemy team in scenery taken straight from
the movie Dofus Book I: Julith. Experience a game where your sense of
tactics will really be put to the test!

The next few pages will gradually introduce the pieces and the rules
of Krosmaster Arena. If this is your first time playing the game, we
recommend that you take a look. But if you feel ready for the full board
game, head directly to the Game Rules!
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Powers

Scenery

Demonic Rewards
Advanced Rules
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DEMONIC REWARD TOKENS

- . ~ To improve your Krosmasters during the game, the Demons offer three levels
‘ “GG“ TOKEN‘ @ of Demonic Rewards: Granite (weak), Jade (average), and Silver (strong).
SN The famous “Gallons of Glory” i Zoes —
| e ST

[ i |

(2]
=

8 Krosmaster Arena exclusives, taken from DOFUS the Movie'!

— you can't win without them. oy .
KROSMASTER FIGURES 3 @ @ :

Once an award has been revealed, you will find out if it's a Boost (instant),
Buff (temporary), or Equipment (permanent).

HP: When a character has

suffered as many Injuries as Level: That's the character’s

T they have Health Points, they overall strength.
Initiative: That's how fast the are eliminated.

v (
character is.

-

AP: Action Points are used to
attack your enemies and carry
out various actions.

MP: Movement Points are used ‘i:"“
’ to move around.

Y4

(1)) KAMA TOKENS

f ek o | Spell Damage: This is the ‘CfE”NERv PIECES i W These coins can be used to buy Demonic Rewards or Gallons of
'Rarllge.The Range of a spell s number of Injuries inflicted 7 Carefully remove the bags, stalls, and crates, then Glory.
indicates the distance to the - = on an enemy character assemble them as shown above. Follow the instructions
i e | — ) : rinted on the inside of the crates and stalls.
L torget, n number Of Ce"S' = mShEdPush back 2. Inficts +3 fgaf i e target vt Some SPe”S don’t cause p
T any damage.

History : A short background
so you can learn a little bit

' Spell Cost: That's the number
[ CHARACTER CARD‘ more about the character’s 5

of AP you have to use to cast
Information about a Krosmaster can be found on life. Powe the spell.
their character card. i

Powers: These are the
character's special abilities.

SUMMONS TOKENS

¥~ These tokens represent anything your Krosmasters are capable
of summoning into the Arena: creatures, bombs, traps...

M

@ +1/-1 AP
Y Action Points
e (AP) Markers.
@ +1/-1 RANGE @ +1/-1 MP
¥” Range Markers. W’ Movement Points
(MP) Markers.

(&) INJURY MARKERS

Y/ Used to record the state of a character's
health.

DOUB-LE-SIDED GAME BOARD

The game board gives you two combat Arenas. Each Arena has different places for scenery
items (stalls, crates, and bags) as well as Demon Cells, Kama Cells, and Starting Cells.
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RIGHT IN

Let’s start slowly with the basics: game tumns, how to move your character, and
then get into a fist-fight. Read the tutorial, and when you feel ready, you can
play your first game directly on the right-hand page!

GAME TURN

A game of Krosmaster Arena is divided into game turns. On your turn, you will
be able to move your figure and make it attack. Then, it will be your enemy’s turn,
then yours again, and so on until one of you wins.

Each turn, your character will have Movement Points (MP) and Action Points
(AP) to spend. MP are used to move whilst AP are used to attack. You can use
your character's MP and AP in any order you like, alternating as many times as
you want.

For example, Joris may spend 2 MP to move, then 5 AP to attack, then 1 more
MP to move again.

MOVING
During your turn, your character can move a number of cells equal to the MP score
shown on their card. Joris can therefore move 3 cells because he has 3 MP.

Adjacent Cells

Two cells are adjacent when they share a common border.
When you're moving, diagonal cells are never counted: you can |
only move your figure to an adjacent cell.

When two characters are adjacent, it can also be said that they }
are “in contact”, or “in close combat”,

Impassable Cells
A character can neither pass through nor stop on a cell containing a bag or
another figure.

Locking (Lock versus Dodge)
If your character wishes to leave a cell adjacent to an enemy (also known as
“disengaging” or “leaving close combat”), they may be Locked!

- Your opponent rolls 1die and if they get a (& or @ they have successfully
Locked your character.

- You also roll 1die and if you get §5 , Ty or @ your character successfully
Dodges.

If your character is not Locked AND you successfully Dodge, your character may
continue their turn as normal.

If your character is Locked AND you fail your Dodge Roll, your character is “Locked":
They immediately lose 3 AP and 3 MP for the current turn.

If your character is not Locked AND you fail your Dodge Roll, orif your character
is Locked AND your Dodge Roll is successful, your character is “Caught”, and
immediately loses 1 AP and 1 MP for the current turn.

If your character still has any MP left after the Lock Roll and Dodge Roll are
resolved, you may move your figure.

PUNCHING

During each turn, your character can spend as many Action Points as the AP
score shown on their card. A Krosmaster normally has several spells to use, but
for your first fight they will only be using their fists. To hit someone, all you have
to do is be in a cell adjacent to your enemy’s character and use 5 AP. Each hit

Ii
e

THE KISSER!

inflicts T damage to your opponent. A Krosmaster can only use one Punch per

turn!
Action Points (AP) Spell Damage

Range: The enemy must be
adjacent.

With his 6 AP, Joris can only Punch once per turn, since punching something
“costs” 5 AP. After punching, he only has 1 AP left, which is not enough to Punch
a second time. The remaining AP is lost at the end of the turn.

Critical Hit Roll

A “Critical Hit" is a particularly well-aimed attack or one that uses extreme force.
When your character punches, roll 1 die and try to get a Critical Hit!

- If the die shows a 3, By or {8, it's a Critical Hit!

- If the die shows any other result, such as (%, ¥ or I, the hit is
applied as normal, but it's not a Critical Hit so you don't benefit from the Critical
Hit bonus.

However, your opponent is far from defenseless, and you have to compare your
attack efficiency to their defense.

Armor Roll

When your character suffers an attack, its armor may cancel out part of the
damage received. Roll 1 die to find out if your armor absorbs the hit:

- If the die shows a £ or f&, the armor absorbs the shock and it's a
Skillful Defense!

: If the die shows any other result, such as (&, ¥, £ or T, you don't
benefit from Skillful Defense.

Injury
Once you have made the Critical Hit Roll and Armor Roll, determine how many
Injuries your enemy suffers.

If there were more Critical Hits than Skillful Defenses, the attack damage is
increased by 1. On the other hand, if there were more Skillful Defenses than
Critical Hits, the attack damage is reduced by 1. In the event of a tie, the attack
does the damage printed on the spell.

Place a number of Injury markers equal the amount of damage done on your
victim's card. If that character now has as many Injury markers as Health Points
(HP), they are K.0.d.

Injuries Inflicted = Basic Damage (Printed on the Spell) + Result of the Rolls
(Rolled on the dice)

¢ 0 Do {0

INJURIES BASIC RESULT OF THE
INFLICTED DAMAGE THROWS
(Printed on the spell) (Rolled on the dice)

j221p 350y} Bulmo.y} UO 33DI3UIDUOD AJ|DJ 0} NOA JUDM [ *UDD NOA SD pIby
Sb JY noA ans ayow 0} SI bulyy upw 3y} ‘||am 943 Aw 03 o3} o sbuliq
1s0W|D 1| Jayloiq Aw yum syybuy 1siy Aw Jo aw Spujwai 3oy] joyoH

0K, OK, 1do like a bit of squabbling. Before we start getting serious, why
don't you help Joris win against that little brat Lilotte? Come on, off you
go! The best line of defense is attack! Great timing! Joris is the fastest,
so use that to your advantage.

( TUTORIALS -

...... AIMOF THEGAME......
Knock out the opposing Krosmaster
(Reminder: a character is K.O!d when they
have received as many Injuries as their HP).

............ SETUP............
Place the rulebook between the two players.
For this first game, you will need 2 bags, 2
figures (Lilotte and Joris), some dice, and
some Injury markers.

Place a bag on each corresponding square.
Keep the dice and Injury markers close by.
Joris starts this duel with an advantage.

eeee.....PLACEMENT.........
Place Lilotte and Joris on their starting cells. Joris
plays first because he has a higher Initiative
score (“J) than Lilotte (+#).
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Now that you know how to hit people and move your character, we're going to
move on to the next stage: Attack spells and powers. All Krosmasters can use
Punch, but this attack is never written on their character card because it’s very
rarely used. In fact, a Krosmaster is often a great deal more effective when
using an attack spell. You'll soon understand why.

Each character has their own special abilities, called “powers’, which help
them to deal Critical Hits, to better absorb damage with their Armor, to Lock
more easily, or to Dodge more effectively.

To see this, we will follow a battle between two powerful fighters: Grampy and
Julith.

ATTACK SPELLS

When your character wants to attack with a spell, it's a bit like punching: check if
your target is in range and if you can see it, then spend the required AP. The spell
inflicts the damage shown in the colored circle on the right. And don't forget to
roll the dice for the Critical Hit and Armor Rolls!

Hupperkap

jire A3 Spell Damage
Range: The opponent must be _—
adjacent. - @'}

Julith's favorite attack is Hupperkap. Just like Punch, this spell is cast against an
opponent in an adjacent cell.

Hupperkap costs 3 AP to cast. With 7 AP, Julith can cast this spell twice per turn
(which costs her a total of 6 AP)! That's much better than Punch already! Now
you understand why Julith doesn’t use Punch very often: She can only Punch
once per turn, whereas she can use her Hupperkap twice.

Hupperkap inflicts 1 damage each time it is cast. Don't worry about the color of
the damage score right now, we'll come back to it later.

Gahfeld

Cost in Action Points (AP) Spell Damage

Range: The enemy must be
2 or 3 cells away.

Grampy is a seasoned adventurer and he has more than one trick up his old
sleeve. In his younger days, he liked close combat, but now he prefers ranged
duels. He can attack his enemy with his Gahfeld spell if both of the following
conditions are met:

1 - Julith is within range of the spell.
2 - There is a clear “Line of Sight” between Grampy and Julith.

If Julith is within range of the Gahfeld spell and there is a clear Line of Sight
between Grampy and Julith, the spell can be cast. It costs 5 AP (so Grampy can
cast it only once per turn because he has 7 AP) and inflicts 1 damage. As for all
attack spells, you must roll the dice for Critical Hits and Armor.

LL

1 - CHECK THE RANGE

Grampy must be within range of the spell—in other B-[ﬂmn
words, 2 or 3 cells away. This distance is counted from =
a cell adjacent to the one Grampy is standing on and uﬁ nE}r_’J
you never count diagonally (just like when you move). -

The cells that are in range of Grampy's Gahfeld spell nmmn
are shown in green (2 or 3 cells away). The red cells
are not in range.

2 = CHECK THE LINE OF SIGHT n

To make sure that Grampy can “see” his target, he

must be able to trace an imaginary line from the center B-E .
of his own cell to the center of his enemy's cell. This :«f"‘iﬂ) 2
line must not cut into any cells which block the Line of ‘ LS

i I\ J [

Sight. Cells occurl;iledkby ahcharacfter or stall block his m‘llﬂln

view. Bags never block a character's view. EJ EE] n
4

> : Clear Line of Sight.
__________ > : No Line of Sight.

POWERS
Powers are special abilities or talents that change the rules. For this fight,
Grampy has the Armor and Dodge powers, while Julith has Critical and Lock.

Grampy’s Powers
Armor: When Grampy makes an Armor Roll, roll 2 dice instead of just 1. Each £J
or f counts as a Skillful Defense!

Dodge: When Grampy performs a Dodge Roll to escape Julith's Lock, roll 2 dice
instead of just 1. Each E, ey or is a success.

If Grampy’'s Dodge Roll counts more successes than Julith's Lock Roll, Grampy
can leave close combat with no further ado. If the opposite happens, it's a
catastrophe for Grampy: Grampy is Locked and immediately loses 3 MP and 3
AP. He can only leave close combat with Julith if he still has MP left.

In the event of a draw, he is Caught, immediately loses 1 MP and 1 AP, and if he
still has any MP left, he could leave close combat with Julith.

Julith’s Powers
Critical: When Julith attacks with_a spell, roll 2 dice instead of just 1 for the
Critical Hit Roll. Each {3}, By or @ counts as a Critical Hit.

Lock: When Julith performs a Lock Roll to trap Grampy in close combat, roll 2 dice
instead of just 1. Each @. or is a success. Grampy will have to get a higher
number of successes to avoid losing AP and MP.

Y207 0 Ul noA 136 3,usaop ays ains
2)0W puD ‘3502 00} U126 INOYIM J3Y U DM 0} A1l ‘Abmp 336 3,upd 3y 0S
1uauoddo 4ay ur o7 03 sayj1| Ajjoadsa pup ‘pioy syy ays ing ‘Adwoin uoyy
J31p4) ¥oo] 1ybiw Yy ‘noA j00) saoubioaddp 13| 3,uop ‘Jaquawdy jshoq
619 au) yum Aod 03 awiy S ‘mopN jpunoio Buissaw ybnoua sioyy ‘|lom

Ah, now here’s a fight I'd like to see. Two creatures at the top of their game

battling it out to defend their beliefs! Grampy is solid, but he has a weak point.
He's much stronger at a distance than he is in close combat, so he needs to be
backed into a corner so he can be pummeled at close range, Julith’s specialty,
and he mustn't be given an inch.

i ( TUTORIALS -

HOMES B0 : UORRSTY)
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......AIMOF THEGAME......

K.O. the opposing Krosmaster.

cereneee..SETUP............
Place the rule book between the two players.
You will need 2 bags, 2 stalls, 2 figures (Julith
and Grampy), dice, and Injury markers.

Place a bag or a stall on each of the
corresponding cells. Keep the dice and Injury
markers close by.

eeeee....PLACEMENT.........
Place Julith and Grampy on their starting
cells.

Julith plays first because she has a higher
Initiative score (4i}) than Grampy (43).

~ s

ﬂ'

Power(s) ‘ il
Critical. Lock.

Hustraton : Nicola Savior ©2015
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SUMMONING A CALLING
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In this third part, you're going to master new aspects of the game! The battle ADDITIONAL SPELL EFFECTS

between Julith and Grampy isn’t over yet, and they're discovering new skills. The text below the spell name describes the spell's additional effects.
You will learn how to summon Fleeflee and use him with Grampy. Hupperkap and Pot of Glue have quite different additional effects: 3
Oh my! Julith isn’t about to be outdone, though. She’s going to reveal the true

e a d ‘W_ﬂ D) [ )
SUMMONING SPELLS «Breath» area of effect. Inflicts +1 {2 o l A )

A summoning spell allows you to bring a creature ally into the game, called @ -1%Pmay et Additional Effect: When Fleeflee attacks with its Pot of
“Summons”, which you will control and who will help you fight your opponent. Additional Effect: When Julith attacks with her Hupper- Glue, it places a -1 MP marker on its target. When a
kap, it has an "Area of Effect” that hits several cells. The character begins their turn with a -1 MP marker on
primary target of this attack is the cell where she decides their card, their MP is reduced by 1 point for this turn,
to launch her attack (adjacent to Julith). 1If Grampy or and then the token is removed. If Julith is hit by

Z Ul

......AIMOF THE GAME......

K.O. the opposing Krosmaster.
Number of Summoned Creatures

The number in brackets indicates how many of this type of creature Fleelflge' is in the .Primory turgeft'cell, the'dumoge of( her Fleeleelsl"sJ attack, on the following turn, she can only B . s s s e s ese sET UP “ e e e e eeeeeene
can be present in the Arena at the same time: Grampy can only Action Points Cost: Summoning spellis increased: the attack inflicts +1 Air damage, for a use : Place the rulebook between the two players.
control 1 Fleeflee, but other Krosmasters may be able to control several Fleeflee costs 2 AP. Iotol of tzhg:];n?g:tm the primary target, and 1 damage You will need 4 bags, 4 stalls, 2 figures (Julith
n .
Summons. O any ofher targets and Grampy), 1 Mob token (Fleeflee), some
— . ) i Injury markers.
Ranae: The cell where This spell does dice, an MP marker, and
creu(t]:l?eeis s]uen:;o\:e'j r:‘uuslfbe ‘ it Jj notinflict da- AREA OF EFFECT . Al
adjacent to the character casting | Puts FLEEFLEE 1 iy kel Some spells, such as Hupperkap, affect several cells. In this case, anyone inside Place a bag or a stall on each of the
the summoning spell. attack spell. the Area of Effect is hit by the attack. The attacker only performs one Critical Hit corresponding cells. Keep the dice and Injury
Roll for all targets, but each target performs a separate Armor Roll. markers close by.
Each summoning spell indicates which type of creature is going to be summoned. In Grampy's case, it is a Also, the Area of Effect is not hindered by 0b5t0de§- TI’]IS means J!J“th can use
Fleeflee token, but there are many Krosmaster heroes and plenty of other Summons to be discovered. her Breath Area to attack through a stall by choosing it as her primary target, Place the Mob token in front of the player
for example. playing Grampy.

If a Summons is eliminated, you can summon it again as long as the in-game

limit has not been reached. Grampy can only have 1 Fleeflee in the game at a  Breath Area of Effect

time, and no more. The Breath Area of Effect can be cast in 4 different
directions. Here is one of those 4:

MOB TOKENS

In many ways, Mob tokens are similar to Krosmasters: They have MP, HP, AP,
and an attack spell. They move and cast their spells under the same conditions
(range, Line of Sight, AP cost, damage). When they suffer damage, you place
Injury markers directly on the Mob token.

eeeee....PLACEMENT.........
Place Julith and Grampy on their starting
cells.

Julith plays first because she has a higher
Initiative score (4i)) than Grampy (4&).
Don't forget that Krosmasters block Line of
Sight, but Summons don't.

A Mob token occupies a cell, almost like a figure. This means you can’t move
through it, but it doesn't block Line of Sight.
Fleeflee is represented on the board by his Mob token.

veeeeee... VARIANTS ..........
Swap starting positions and see how
important placement is from the beginning
of the game.

Breath Area of
Game Order Effect
Fleeflee must play after Grampy has finished his turn. When a Krosmaster has 1 )
several Summons under their control, you play them one at a time in any order o Position of Julith.
of your choice, after the Krosmaster has played their turn.

Try starting with Grampy: the first player has
an undeniable advantage.

THE FLEEFLEE TOKEN

Health Points: Fleeflee has 2
HP, so it dies when it receives
its second Injury.

Action Points: Fleeflee has 5 AP
to spend each turn.

Spell Bar: Fleeflee can attack an
adjacent character with its Pot
of Glue. This spell costs 4 AP (so

it can be cast once per turn) and - f
does not inflict any damage. You a - L * *
don't perform a Critical Hit roll "
Loot 1: If Julith kills Fleeflee, she earns 1 Kama. Why? Patience. Good things ~ When using this attack! Pot of
come to those who fight. Glue does, however, have a special e - ’ .

Itty-Bitty: Fleeflee is so small that it can't Lock or be Locked. The rules of  effect, which will be explained a Well, you're going to have to play this carefully. Thanks to Fleeflee, you can try to slow Julith down

Movement Points: Fleeflee
has 3 MP, so it can move a
maximum of 3 cells per turn.

Locking don't apply here. lte further down. and make her run after you for nothing. If you make a good job of it, you should be able to
escape unharmed. Don't forget that she has an Area of Effect attack. It would be a shame if Power(s)
she manages to hit both you and Fleeflee in the same attack, so pay attention when you move! Armor. Dodge.

10
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Now that you've mastered playing with Julith and Grampy, it's time to find out what GRAMPY AND JULITH’S NEW SKILLS

it’s like to fight in a team with two new Krosmasters:

Khan Karkass, an international Gobbowl star; and

Marline, an Osamodas who dreams of being a Gobbowl star.

On this occasion, Grampy and Julith will finally unleash their full might!

KHAN KARKASS’ SPELLS AND POWERS
Nothing Less Than Fantastic

Nothing Less Than Fantas-

Cost in Action Points (AP) tic inflicts 2 damage

Range: The enemy must be ‘
adjacent.

This spell doesn't have any additional effects, t=st it mealy iimacu s 1h weind out of its target's
sails! Two damage, without conditions.

Potent Encouragement
No damage: It's not an
attack spell

Cost in Action Points (AP)

Khan Karkass can only cast this spell once per turrs i ks bk

Range: The target must be
adjacent. |

Pushes Back 2 means that the character attacked by Potent Encouragementis immediately pushed
two cells away from Khan Karkass. If an obstacle prevents the character from moving 2 cells, they
move as far back as possible. Also, this spell adds a +1 MP marker to its target, which will give them 1
MP more than usual on their nextturn. A +1 MP marker cancels out a -1 MP marker, and vice versa.
Generally speaking, it's better to offer your teammates some encouragement...

Lock
Khan Karkass rolls 1 additional die when he performs a Lock Roll.

Resistance iz

The damage dealt by an Earth spell i@k against this character is automatically reduced

by 1 point.

MARLINE'S SPELLS AND POWERS
Enticement

Cost in Action Points (AP)

Range: The enemy must be at a
distance of 1, 2, 3, or 4 cells. The
little arrow indicates that the
enemy must be in the same row
of cells as Marline.

Enticement inflicts
1damage

| Lnticement
1 _4 Attracts 1.

Attracts 1 means that the character attacked by Enticement is immediately moved one cell
closer to Marline. If an obstacle prevents the character from moving, it stays where it is and
damage is inflicted as normal.

No $hame

This spell name's purple background
means that it can't be used several times
on the same target during the same turn.

No Shame inflicts
1damage

Cost in Action Points (AP)

Range: The enemy must be at ‘ ﬁ
a distance of 1or 2 cells. | cal] Steals 1 .

Steals 1 AP indicates that you have to place a -1 AP marker on the target and an equal number
of +1 AP markers on the caster. AP markers work just like MP markers, but they affect the AP
characteristic.

Gahfeld

Gahfeld inflicts

Cost in Action Points (AP) 1 damage

Range: The enemy must be 2 or 3 ‘
cells away.

= Gahfeld
| PAs®] Steals health. -2 8 to the targeted character.

Steals health: When Grampy attacks with this spell, remove as many Injury markers from Grampy
as he inflicts on the target.

-2 AP to the targeted character: When Grampy attacks with this spell, place 2 -1 AP markers on
the target if it's a character. Mob tokens and Krosmasters are characters.

Nunchacoup

Nunchacoup

Cost in Action Paints (AP) inflicts 1 damage

Range: The target must be 1, 2, or
3 cells away. The little arrow indi-
cates that the enemy must be in

the same row of cells as Grampy.

When Grampy casts this spell, he takes the place of the character he is attacking, whether it's a figure or a Mob token.
The attacked character is relocated to the cell that used to be occupied by Grampy. This position swap always takes place,
regardless of whether or not damage is inflicted or even if he K.O!s the character he attacks with Nunchacoup.

Important: When a spell's additional effect moves a character, the Lock and Dodge
rules are not applied!

Crafter
This Power will be explained to you on page 27. Don't worry about it for the moment.

Escapade

No damage: It's not an
attack spell

Cost in Action Points (AP)

Julith can only cast this spell once per turn (blue background).

from a distance of 1to 2 cells,
ignoring Line of Sight.

Range: Julith can cast her spell 1
|

- BT

4

ves to the targeted free cell.

When Julith casts this spell, she is movesd 1o the rarzeted cell, if it is unoccupied. The rules of
locking do not apply for this move.
Untouchable
The effects of other characters that should place AP, MP, or Range markers on Julith, or
that would move her, don't have any effect on her.

TEAMS
As you're now managing two figures, you will play all your characters during your turn,
then your opponent will play theirs, and so on, until one player has won the game.

INITIATIVE

When you're controlling multiple Krosmasters, they play one after the other on your
turn, always in the same order. This game order is determined by their Initiative: Your
character with the highest Initiative score will play first each turn, the one with the
lowest score will play last. In the event of a draw, you decide at the start of the game
which one is going to play first.

MULTIPLE LOCKING

When a character wants to leave a cell adjacent to 2 enemy characters, they can both
try to Lock! Each opposing character makes a Lock Roll, and the moving character
makes a single Dodge roll against them. Once all the Rolls have been made, and any
AP and MP have been lost (or not!), then the character that's leaving the close combat
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Ah, now that's starting to look more like a real Arena! It's still a bit on the small side, but it's not too bad

i ( TUTORIALS -

......AIMOFTHEGAME......

K.O. one of the opposing Krosmasters.

ceveeeee. W SETUP............
Place the rule book between the two players.
You will need 2 bags, 2 stalls, 4 figures (Julith,
Marline, Khan, and Grampy), 1 Mob token
(Fleeflee), dice, MP markers, AP markers,
and Injury markers.

Place a bag or a stall on each of the
corresponding cells. Keep the dice and
markers close by.

Take your team’s character cards (and
Fleeflee with Grampy) and place them in
front of you with the character that has
the highest Initiative on the left and the
one with the lowest Initiative on the right.
In case of a tie, you can choose the order
yourself, but you have to stick to it for the
rest of the game.

veeee....PLACEMENT.........
Place the Krosmasters on their starting cells.
Julith’s team plays first because its total
Initiative is the highest:

<+ 4b=4tfor Julith’s team
43+ 43-=4afor Grampy's team

veeeee....VARIANTS ..........
Try changing the order of Grampy and Khan
at the beginning. You'll notice the interaction
between them also changes.

Try switching teams for Grampy and Julith.
That will make a change for your next match!

Farmer can move, if they have any MP left. e I given your ability to move around. Don't forget that you can also cast spells on your allies. In fact, I have a
This Power will be explained to you on page 27. Don't worry about it for the moment. j ', 4 oreat little tip for you: Grampy can switch positions with Khan. Thanks to the latter's resistance, there’s a
] good chance he won't get injured and it will help him position himself well.
12
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Julith, Grampy, and Marline are going to take a bit of a break. Two new Krosmasters,
and one that you already know well, are dying to prove themselves in the Arena:

- Bakara, a versatile Huppermage, who can hit from very far away as well as hold
her own in close combat; and

- Joris, a young hero who is, as they say, small but strong.

And where there are new Krosmasters, new spells and powers are never far
behind! Read each of their descriptions below and you will be ready to let it rip!

BAKARA'S SPELLS AND POWERS
Fantasmagoria

Range: The enemy must be at a Cost in Actizey Prints (AP) Spell Damage
distance of 3 to 7 cells. Therefore,
this spell can’t be used against
an enemy on an adjacent cell or
within 2 cells.

Hupperkut

Range: The enemy must be
adjacent.

Retreat 1: When she casts the Hupperkut spell, move Bakara 1 cell in the opposite direction from
the attack's target. If an obstacle is blocking her path, Bakara does not retreat. Notice that Bakara
benefits from the 1 cell movement thanks to the Retreat 1 effect even if she aims at an empty cell,
as the "to the targeted Krosmaster” rule only affects the placement of the -1 MP!

-1 MP to the targeted Krosmaster: Place a -1 MP marker on the spell’s target, if it's a Krosmaster.

Dodge
When Bakara performs a Dodge Roll, she rolls 1 additional die.

Intelligence (C¥)

When Bakara casts a Fire elemental attack, she rolls 1 additional die for the
Critical Hit Roll. When Bakara is the target of a Fire-type attack, she rolls 1
additional die during her Armor Roll. This effect can be combined with Armor
and Critical.

JORIS’S SPELLS AND POWERS
Blown Blow

Cost in Action Points (AP) Spell Damage

Range: The enemy must be 1

or 2 cells away. Blown Blow

Draconian Crisis

Cost in Action Even with Critical, you can only roll 1die fora
Points (AP) Critical Hit when the spell is neutral (this also
applies to Punch)

Joris can only cast this spell once per
turn (blue background).

Range: The enemy must be adjacent.

Pushes basic & 70 3'{@ if the target
was not pushed.

N Draconan Cruss X 3 y

Pushes back 2: This means that the character attacked by Draconian Crisis is inmediately pushed
two cells away from Joris. If an obstacle is preventing the character from moving 2 cells, they
move as many cells as possible until they land on the cell adjacent to the obstacle (note that
crates are not obstacles).

If the target can't be moved at all, the attack deals 4 damage (1+3). That's what they mean by
small but strong!

Dodge
When Joris performs a Dodge roll, he rolls T additional die.

LINE OF SIGHT AND LONG RANGE

As we have already seen, to cast a spell with a E]E]
character, the target has to be in range of the spell

AND there has to be a clear Line of Sight from the

center of the cell that they occupy to the center of ‘
the cell where the target is standing. This line can't . * @/ Jdb/
cut through a cell blocking the Line of Sight, such as a ﬁ&] /
character or a stall. x Y

>: Clear Line of Sight. Fa 100
—————————— > No Line of Sight. nJ

cesessssssssesesess s AIMOFTHEGAME........co0teeeens
K.O. all the enemy Krosmasters before your own Krosmasters are K.0.d.

Place the rulebook between the 2 players. You will need 2 bags, 4 stalls, 3 figures
and their character cards (Bakara, Joris, Khan), dice, MP markers, and Injury
markers.

Place a bag or a stall on each of the corresponding cells.

Keep the dice and Injury markers close by.

One player will play as a single Krosmaster (Bakara) against 2 played by the
other player. This is where you have to pay attention to your characters’ levels
Since Bakara is Level 4, and Joris and Khan are each Level 2, the two teams have
the same total level. To make sure the two teams are balanced, the total levels
of the characters must be the same for each team, regardless of the number of
figures per team.

When you have several characters, place the card with the highest Initiative on
the left and the one with the lowest Initiative on the right.

ceseccsassscccesssess s PLACEMENT.......0ovovvvennnnss
Place the Krosmasters on their starting cells. Joris and Khan's team plays first
because its total Initiative is higher than Bakara's Initiative:

= 1‘;91 for the duo
y for Bakara

ceecccccccsccsccccaceaces s VARIANTS .. ..o ciiieeeeeeneanns
Start Joris one cell north and use Khan to push him. You will notice that the
synergy between the two characters can reshape the game.

Replace Bakara with another Level 4 character from the box. You will see that
the match will play out differently, and some characters are easier to play than
others.
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-~ Guys, you're going to have to make contact as quickly as possible. 1t's not a given, though. Our starting position is going to hold us back, but luckily
we have the Initiative. It's going to take cunning, and you'll need to use the stalls to get close to the young lady as quickly as possible. If you manage
to catch her, Joris can soon K.O. her.






























