The Escort
(Medium Difficulty)
Few creatures have had the honor to have
undergone an interrogation and to have kept
silent. Different methods are used by the
peoples of Aarklash, but torture has become
an art and a method faster than paying spies
wages. A simple prisoner may become a
threat, and many chiefs have ordered their
troops to kill themselves rather than to
become captives.
Objectives
The Attacker attempts to kill the 3 Hostages.
The Defender attempts to protect his 3
Hostages while moving them to the short ends
of the table.
Deployment
Warning! This mission does not follow the
normal rules for the Approach Phase. The
players do not determine the sequence of
approach.
• The Defender deploys all of his troops
before the Attacker.
• The Defender deploys up to 15 cm to either
side of the median line. The three Hostages
must be deployed on the median line.
• The Attacker deploys up to 35 cm from the
short ends of the table.
Note: The Attacker can choose to divide his
troops into two groups in order to attack from
the two sides of the table.
Duration: 6 turns.
This mission has an Attacker and a
Defender.
The Defending player controls Three (3)

Hostages as if they were three of his own
models. They are represented by only one
card. This card is incorporated into the
sequence of play but is not counted in the
number of cards. The Hostages are not
counted as effectives for the Defender.
Note: The Hostages place all of their dice
into Defense.
Victory Conditions
At the end of the game, the Defender gains 1
VP for each Hostage who has crossed to a
short end of the table.
The Attacker gains 1 VP for each Hostage
KILLED OUTRIGHT.
Remember: A Hostage who is removed
from the table (for any reason) is considered
to be KILLED OUTRIGHT.
Bonus:
• 100 AP for KILLING OUTRIGHT the
enemy chief.
(Maximum bonus: 100 AP)
Hostage Stats:
MOV 10
INI 2
ATT/STR 1/3
DEF/RES 3/4
AIM COU 6
DIS (Best DIS in army) – 1
Bravery, Survival Instinct, Mercenary
Regular Independent
Medium Size

