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Imperial Faction Rules (May 2022) 

Most powerful of the civilisations of Upper ArcWorlde (or so they would have you believe) is 
the island nation of Albionnica. Separated from the mainland, the peoples of Albionnica cut 
down their forests and slew their monsters many years ago. This has led to an unfettered 
advancement in many aspects of society, and their fragile Empire stretches across the various 
continents of ArcWorlde. 

Equipped with the finest weapons and armour both the stretched coffers of the military and the 
fevered minds of the Tinkerers’ Guild can muster; the soldiers of the Empire can be found 
widely marching throughout the mainland of Upper ArcWorlde. The Empire’s fevered search 
for Arcanite takes them ever deeper into the unknown reaches of the Mildaark forest, where the 
‘superior’ equipment and training of the Imperial Armies are truly put to the test.  

 

Faction Specific Rules:  

Civilised Lands 

The Imperials are one of the ‘civilised’ races of ArcWorlde and have been known to work 
alongside other nations who they respect. It isn’t uncommon to see humans and Halflings 
fighting side by side, particularly in the dangerous realms within the Mildaark. When constructing 
your Warband, you may use Characters from the Halflings and Njorsvald (Coming Soon!) 
Factions. 

Make/Take Orders  

If a Character has the Make Orders Trait, on an Easy Feat one of the following commands can 
be issued to friendly Characters with the Take Orders Trait within 12”. Upon issuing a command 
this Character's Activation ends and Activation passes to the Characters taking orders:  

 Together!  
Up to four Characters of the same Class may Activate together. If their Attacks are 
against the same target, they gain +1 Power. 

 Hold!  
Up to four Characters of the same Class automatically pass all Bravery Tests until the end 
of the Round. 

 Volley!  
Up to four Characters of the same Class may Activate together. Any failed Feat rolls for 
Ranged Attacks may be re-rolled. 

 Form Up!  
Even if they have already Activated, up to four Characters of the same Class may make 
single movements of 2” if they are not in base contact with an enemy Character. 
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In addition to the Items and Equipment found in the Common Armoury (see the Common 
Armoury list), the Imperials have their own unique supplies: 

Imperial Armoury 

Name Type Cost Description 

Medical 
Kit 

Item 10GP 

A small packet of ointments and bandages to wrap up 
wounds. Though paraffin oil and best brown paper will do in 
a pinch.  

One use only. If used, a Character regains D6HP. A Character 
can use a Medical Kit to heal a friendly Character in base 
contact. 

Imperial 
Crossbow 

Equipment 15GP 

Before the Arcloque rifles were introduced to the rank and 
file, most Troopers were armed with crossbows. Some older 
veterans still prefer to use these trusty weapons. 

If equipped, a Character may make this Attack:  

 (Ranged) Shot: Power – 5  

Special Rules: 16” range. 

Imperial 
Gryphon 

Item 15GP 

A figure of a Gryphon on a staff carried into battle as a 
standard by the armies of the Empire. Polished so well you 
can see your face in it. 

Whilst held by a friendly Character, friendly Characters within 
12” may re-roll failed Bravery Tests. 

Imperial 

Mount 
Equipment 30GP 

The Imperial cavalry is famed throughout ArcWorlde, 
mounted upon beasts bred from captured Unicorns from the 
days when Albionnica had such creatures. However, it isn’t 
uncommon for troops to utilise the native fauna in the lands 
they traverse as mounts as well. 

May only be used by Captains, Troopers and Dragoons. If 
mounted, a Character gains +5HP and +4 Movement. They 
are Agile (see Bestiary rules) and now have a 50mm base size. 

Arcloque 
Rifle 

Equipment 20GP 

A brand-new invention from the Tinkerers’ Guild, these 
majestic weapons ignite powdered Arcanite to send forth a 
lead ball with more power than any crossbow bolt. They take 
careful loading and preparing before each shot, and Troopers 
are drilled for hours to get the firing technique just right. 

If equipped, a Character may make this Attack:  
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 (Ranged) Shot: Power – 8  

Special Rules: This Attack may only be made once per 
Activation. If there are more Failures than Successes when 
rolling to Hit, the wielder takes 1 Hit that ignores Armour. 

Arcloque 
Pistol 

Equipment 15GP 

A scaled-down version of the Arcloque rifle that can be held 
in one hand. A delicate weapon reserved for Imperial soldiers 
of the higher ranks. 

May only be given to Captains, Tinkerers and Dragoons. If 
equipped, a Character may make this Attack:  

 (Ranged) Shot: Power – 7  

Special Rules: 8” range. This Attack may only be made once 
per Arcloque Pistol per Activation. If there are more Failures 
than Successes when rolling to Hit, the wielder takes 1 Hit 
that ignores Armour. 

Sergeant’s 
Chevrons 

Equipment 10GP 

Sergeants are the backbone of any Imperial force and are 
relied upon heavily by Captains to get the troops in line. 

May only be equipped to a Trooper. They gain +1 Bravery 
and are given the Make Orders Trait. If the Sergeant Takes an 
Order from a Captain, they may make the same Order 
themselves in the same Activation. They can never Take 
Orders from another Sergeant. 

Spell List – The Tinkerer’s Creations 

 
The job of the Tinkerer is to maintain the equipment of the Imperial warband. However, their manic 

imaginations cannot be kept idle for long, and Tinkerers often bring trunks of their curious 
contraptions to the battlefield. Maybe one of their arcane creations just might help? 

 

Spell Name Required Draw Description 

Mechanical Griffling 14 

With a whirr and a chirp, a Griffling made of 
polished metal springs into life.  

Place a Griffling (see Bestiary) in base contact 
with the Tinkerer that is Activated immediately 
after the Tinkerer’s Activation has ended.  
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This Spell may only be used again if the 
Mechanical Griffling has been Knocked Out.  

Revolving Pistol 16 

The Tinkerer pulls out a bizarre multi-barrelled 
Arcloque pistol that fires many bullets one after 
another.  

The Tinkerer may make this Attack:  

(Ranged) Revolving Pistol – Power: 5  

Special Rules: 8” range. Roll another D6 for 
each Successful Hit. 

Arcane Shielding 17 

A contraption emits an aura of blue-green light 
that extends around the Tinkerer and appears to 
deflect blows from afar.  

For the rest of the Round, any Character within 
2” of the Tinkerer gains +1 Armour for Attacks 
made by Characters outside of this area. 

Homing Bullet 20 

A triumph of engineering, this projectile 
seemingly never misses its mark.  

Once this Spell has been cast, in their Activation 
a single Character in base contact with the 
Tinkerer may make a single Ranged Attack that 
ignores cover and automatically passes its Feat 
roll for free. 

Magic Gobbler 21 

A marvellous device that swallows magical 
energy and stores it for the Tinkerer to use.  

Until the Tinkerer’s next Activation, every time 
an enemy Character successfully casts a Spell, 
roll a D6. On a Success the Spell is not cast and 
the Tinkerer gains an Arcanite Token 
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Attacks:  

 (2AP) Riposte: Power – 8  
Special Rules: If this Attack removes HP, the next Character who attempts to Attack 
the Captain must pass an Easy Feat or lose 1HP.  

 (1AP) Slash: Power – 5  
Special Rules: Critical Hits ignore Armour  

Traits & Equipment – Light Armour, Make Orders  

Leaders of Men 

Captains are brave leaders of men, ready to rally their troops with rousing words in dangerous 
times. All Characters with the Take Orders Trait within 8” of the Captain use the Captain’s 
Bravery stat. 

“At the head of an Imperial Warband sits the Captain. Although many come from 
families rich enough to pay for their officers training, some Captains are veteran soldiers 
promoted through the ranks.  

As well as a keen tactical mind, Imperial Captains are expected to lead by example and 
be highly proficient with both sword and shot. The best Captains are loved and 
respected by their men, who will follow them into the midst of any of the many untold 
dangers of ArcWorlde.”   

Imperial Captain – 80GP 

Class AP Movement Bravery HP 

Commander 4 4 9 10 
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Attacks:  

 (2AP) Spanner Whack: Power – 5  

Traits & Equipment –  

Contraption Trunk  

A sturdy chest containing all the Tinkerer’s strange devices, it follows them around on Arcanite-
powered brass legs. The Contraption Trunk is a Character and is on a 30mm base. It has no stats 
and cannot be Knocked Out. It may move up to 6” each time the Tinkerer is Activated, and the 
AP for any Feats it attempts is taken from the Tinkerer.  

The Tinkerer may only cast Spells if it is in base contact with the Contraption Trunk.  

“The Tinkerers’ Guild of Albionnica is a highly esteemed organisation at the forefront of 
Arcanite-powered technology. In recent years their efforts have been behind some of the 
greatest inventions the Empire has produced, including the Arcloque weaponry adopted 
by its armies.  

Drafted from the more adventurous member of the Guild, the Tinkerers are tasked with 
keeping the equipment of the Warband in (relative) working order. Often half mad due 
to years of working with all manner of dangerous substances, Tinkerers relish any 
opportunity to test their weird and wonderful contraptions. As such, they are often seen 
on the battlefield wielding their Arcanite-powered inventions with varying degrees of 
success.”   

Imperial Tinkerer – 80GP 

Class AP Movement Bravery HP 

Mage 3 4 8 9 
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Attacks:  

 (2AP) Heavy Strike: Power – 6 
Special Rules: A Critical Hit allows the player to re-roll 1 failed Hit.  

 (1AP) Thrust: Power – 4  

Traits & Equipment –Take Orders  

“The common soldiers of the Albionnican Empire are drafted (or shanghaied) from the 
multitudinous masses of its working class. The Army is often the only way for a low-born 
fellow to escape the grinding poverty of the cities, and many opt to ‘take the Crimson’ 
over a life of toiling in mills or factories.”   

Imperial Trooper – 40GP 

Class AP Movement Bravery HP 

Unit 2 4 7 6 
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Attacks:  

 (2AP) Keen Slice: Power – 7 
Special Rules: A Critical Hit allows the player to re-roll 1 failed Hit.  

 (1AP) Downswing: Power – 4  
Special Rules: If this Character is mounted, re-roll all failed Hits against Targets on 
30mm bases. 

Traits & Equipment –Take Orders, Light Armour 

Mounted Specialist  

If this Character is mounted, they gain an additional +1 Power on all Attacks if they Charge this 
Activation.  

“The Dragoons are a cadre of elite mounted soldiers that support Imperial Warbands on 
their expeditions. Clad in fine armour and plumed helmets, they are a dashing sight 
trotting alongside the grubby Troopers of the lower ranks.  

Although they can fight just as well on foot if required, a charge of mounted Dragoons 
can be devastating on the battlefield, and many an enemy of the Empire has fallen to the 
hooves and horns of their noble steeds.”   

Imperial Dragoon – 65GP 

Class AP Movement Bravery HP 

Elite 3 4 8 7 
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Attacks:  

 (2AP) Clobber: Power – 8 
Special Rules: If a Critical Hit is made, and the target is on a 30 or 40mm base, the 
target Character becomes Prone.  

 (1AP) Big Boot: Power – 5 
Special Rules: +2 Power if the target is Prone. 

Traits & Equipment – Take Orders.  

Volley Gun  

Volley guns are large multi-barrelled Arcloque weapons that fire a deadly salvo of shot. However, 
their immense size, powerful recoil and the effort required to reload them make them difficult to 
wield effectively.  

You may equip an Imperial Ogre with a Volley Gun for an extra cost of 40GP. The Volley Gun 
allows the Ogre to make this Attack:  

(Ranged) Volley Gun Shot: Power - 6  

Special Rules: 16” range. This Attack may only be used once per Activation and requires a 
Medium Feat. Draw a line from the base of the Attacker to the Target. All Characters within 2” 
of this line are also targeted by this Attack. If there are more Failures than Successes when 
rolling to Hit, the wielder takes D3 Hits that ignores Armour.  

After being fired, the Volley Gun must be reloaded for a Medium Feat before being fired again. 

“Ogres have been employed in the Imperial Armies for centuries, their immense size and 
strength being highly useful both in battle and on campaign.  

In recent years, Ogres have been equipped with experimental larger-scale Arcloque 
weaponry, which they use to devastating effect. There’s nothing an Ogre loves more than 
to clobber someone up close and personal but blowing away ten enemies with a 
deafening roar has its upsides too!”   

Imperial Ogre – 160GP 

Class AP Movement Bravery HP 

Heavy 5 4 8 16 
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Attacks:  

 (1AP) Arclance: Power – 6 
Special Rules: Any failed Hits against the target are dealt as Hits to an enemy Character 
within 3” of the target.. 

Traits & Equipment – Take Orders 

Arclance  

The Arclance is a curious weapon devised by the Tinkerers’ Guild that is powerful but highly 
dangerous to use. The Arclance counts as a Spear. You may spend an Arcanite Token to add +2 
Power to all Attacks this Activation, but the Arclancer takes D3 Hits.  

“The Engineers Guild has devised all sorts of marvellous contraptions, but amongst the 
most bizarre is the Arclance. Resembling a kind of spear, it shocks the target and those 
around them with bolts of pure Arc-energy.  

However, the Arclance is an incredibly dangerous device to wield, and only the brave or 
insane offer to carry one into battle. The effects of wielding so much raw Arc-energy on a 
person are yet unknown, but regular Troopers often stay clear of the crazy Arclancers 
just to be safe.” 

 

 

 

 

 

 

 

 

 

 

Imperial Arclancer – 60GP 

Class AP Movement Bravery HP 

Irregular 3 4 8 6 
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Attacks:  

 (1AP) Bite: Power – 3 

Traits & Equipment – 

Reloader  

If the Ammo Monkey is in base contact with a friendly Character armed with an Arcloque 
weapon, that Character may fire their weapon twice in an Activation. An Ammo Monkey may 
only assist one Character per Round.  

“Ammo Monkeys are primates who have been trained to assist a solider in the 
complicated loading and reloading of their Arcloque weapons. Although monkeys are 
naturally found in the jungles of Chaq-Itza and Raajalan, they have been kept as pets in 
Albionnica for centuries. The nimble fingers and keen brains of an Ammo Monkey make 
them perfect for this task, even if they do have a tendency to cause simian mischief 
around the camp. 

Ammo Monkey – 35GP 

Class AP Movement Bravery HP 

Beast 2 5 5 4 


