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BATTLE HOUR SEQUENCE
The sequence of the battle within each hour - called the Battle Hour Sequence, as summarised below - is relatively simple to follow and yet the actions and

reactions that occur during that hour can ensure that proceedings become quite complex.

Battle Hour Sequence Summary

1 - Determine Unit States

Each unit's vigour reverts to its initial vigour value, and each unit's heart
and mobility remain in its current state.

2 - Gaining the Initiative

Both players perform an INITIATIVE TEST.

If both players pass this test, the player with the lowest INITIATIVE

ROLL gains the initiative.

If one player passes this test and one player fails, the player who passed 
the test gains the initiative.

If both players fail this test, both players take the INITIATIVE TEST

again.

3 - Initiative Test Re-Roll

The general that did not gain the initiative in the previous hour may re-

roll the INITIATIVE TEST if he passes it yet wishes to gain a lower 

result.

4 - Pass the Initiative

The general that gains the initiative at the beginning of the battle may 
immediately pass the initiative to his opponent, unless he is the eager
general.

5 - Use the Initiative

The general that has gained the initiative must activate one lively unit 
within his host to perform an action.

Wary generals or wary commanders may use a wary token to pass the 
initiative to their opponent instead, if they have any remaining.

6 - Retain or Pass the Initiative

Once an action has taken place, a general may try to retain the initiative. If
he does not, or fails to retain, he must pass the initiative to his opponent.

7 - Activate Every Unit

Both players alternate activating their units until every unit on the 
battlefield is weary or alert.

8 - An Hour Passes

Once every unit on the battlefield is either weary or alert, the hour ends.
Before continuing the battle with a new hour, both players must resolve
any continuous effects on their units, regain earth and shrive dice, alter
the time and apply any weather changes, and then gather their courage for 
the hour ahead.

9 - The Battle Continues

Assuming no victory conditions have been met, the battle continues and a
new hour begins from step 1 of the Battle Hour Sequence.
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p264, add after the Dragging Through Terrain paragraph

p283, replace

p277, replace

p284, replace

p252, replace

p246, replace

p138, replace

p85, replace

p51, replace

p36, add immediately before the 2·3·3·2·4: Shaken subtitlep13, replace
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BATTLE HOUR SEQUENCE
The sequence of the battle within each hour - called the Battle Hour Sequence, as summarised below - is relatively simple to follow and yet the actions and

reactions that occur during that hour can ensure that proceedings become quite complex.

Battle Hour Sequence Summary

1 - Determine Unit States

Each unit's vigour reverts to its initial vigour value, and each unit's heart
and mobility remain in its current state.

2 - Gaining the Initiative

Both players perform an INITIATIVE TEST.

If both players pass this test, the player with the lowest INITIATIVE

ROLL gains the initiative.

If one player passes this test and one player fails, the player who passed 
the test gains the initiative.

If both players fail this test, both players take the INITIATIVE TEST

again.

3 - Initiative Test Re-Roll

The general that did not gain the initiative in the previous hour may re-

roll the INITIATIVE TEST if he passes it yet wishes to gain a lower 

result.

4 - Pass the Initiative

The general that gains the initiative at the beginning of the battle may 
immediately pass the initiative to his opponent, unless he is the eager
general.

5 - Use the Initiative

The general that has gained the initiative must activate one lively unit 
within his host to perform an action.

Wary generals or wary commanders may use a wary token to pass the 
initiative to their opponent instead, if they have any remaining.

6 - Retain or Pass the Initiative

Once an action has taken place, a general may try to retain the initiative. If
he does not, or fails to retain, he must pass the initiative to his opponent.

7 - Activate Every Unit

Both players alternate activating their units until every unit on the 
battlefield is weary or alert.

8 - An Hour Passes

Once every unit on the battlefield is either weary or alert, the hour ends.
Before continuing the battle with a new hour, both players must resolve
any continuous effects on their units, regain earth and shrive dice, alter
the time and apply any weather changes, and then gather their courage for 
the hour ahead.

9 - The Battle Continues

Assuming no victory conditions have been met, the battle continues and a
new hour begins from step 1 of the Battle Hour Sequence.
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The sequence of the battle within each hour - called the Battle Hour Sequence, as summarised below - is relatively simple to follow and yet the actions and

reactions that occur during that hour can ensure that proceedings become quite complex.

Battle Hour Sequence Summary

1 - Determine Unit States

Each unit's vigour reverts to its initial vigour value, and each unit's heart
and mobility remain in its current state.

2 - Gaining the Initiative

Both players perform an INITIATIVE TEST.

If both players pass this test, the player with the lowest INITIATIVE

ROLL gains the initiative.

If one player passes this test and one player fails, the player who passed 
the test gains the initiative.

If both players fail this test, both players take the INITIATIVE TEST

again.

3 - Initiative Test Re-Roll

The general that did not gain the initiative in the previous hour may re-

roll the INITIATIVE TEST if he passes it yet wishes to gain a lower 

result.

4 - Pass the Initiative

The general that gains the initiative at the beginning of the battle may 
immediately pass the initiative to his opponent, unless he is the eager
general.

5 - Use the Initiative

The general that has gained the initiative must activate one lively unit 
within his host to perform an action.

Wary generals or wary commanders may use a wary token to pass the 
initiative to their opponent instead, if they have any remaining.

6 - Retain or Pass the Initiative

Once an action has taken place, a general may try to retain the initiative. If
he does not, or fails to retain, he must pass the initiative to his opponent.

7 - Activate Every Unit

Both players alternate activating their units until every unit on the 
battlefield is weary or alert.

8 - An Hour Passes

Once every unit on the battlefield is either weary or alert, the hour ends.
Before continuing the battle with a new hour, both players must resolve
any continuous effects on their units, regain earth and shrive dice, alter
the time and apply any weather changes, and then gather their courage for 
the hour ahead.

9 - The Battle Continues

Assuming no victory conditions have been met, the battle continues and a
new hour begins from step 1 of the Battle Hour Sequence.
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BATTLE HOUR SEQUENCE
The sequence of the battle within each hour - called the Battle Hour Sequence, as summarised below - is relatively simple to follow and yet the actions and

reactions that occur during that hour can ensure that proceedings become quite complex.

Battle Hour Sequence Summary

1 - Determine Unit States

Each unit's vigour reverts to its initial vigour value, and each unit's heart
and mobility remain in its current state.

2 - Gaining the Initiative

Both players perform an INITIATIVE TEST.

If both players pass this test, the player with the lowest INITIATIVE

ROLL gains the initiative.

If one player passes this test and one player fails, the player who passed 
the test gains the initiative.

If both players fail this test, both players take the INITIATIVE TEST

again.

3 - Initiative Test Re-Roll

The general that did not gain the initiative in the previous hour may re-

roll the INITIATIVE TEST if he passes it yet wishes to gain a lower 

result.

4 - Pass the Initiative

The general that gains the initiative at the beginning of the battle may 
immediately pass the initiative to his opponent, unless he is the eager
general.

5 - Use the Initiative

The general that has gained the initiative must activate one lively unit 
within his host to perform an action.

Wary generals or wary commanders may use a wary token to pass the 
initiative to their opponent instead, if they have any remaining.

6 - Retain or Pass the Initiative

Once an action has taken place, a general may try to retain the initiative. If
he does not, or fails to retain, he must pass the initiative to his opponent.

7 - Activate Every Unit

Both players alternate activating their units until every unit on the 
battlefield is weary or alert.

8 - An Hour Passes

Once every unit on the battlefield is either weary or alert, the hour ends.
Before continuing the battle with a new hour, both players must resolve
any continuous effects on their units, regain earth and shrive dice, alter
the time and apply any weather changes, and then gather their courage for 
the hour ahead.

9 - The Battle Continues

Assuming no victory conditions have been met, the battle continues and a
new hour begins from step 1 of the Battle Hour Sequence.
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The sequence of the battle within each hour - called the Battle Hour Sequence, as summarised below - is relatively simple to follow and yet the actions and

reactions that occur during that hour can ensure that proceedings become quite complex.

Battle o r e ence ar

1 - eter ine Unit tates

Each unit's vigour reverts to its initial vigour value, and each unit's heart
and mobility remain in its current state.

2 - aining the Initiati e

Both players perform an INITIATIVE TEST.

If both players pass this test, the player with the lowest INITIATIVE

ROLL gains the initiati e.

If one player passes this test and one player fails, the player who passed 
the test gains the initiati e.

If both players fail this test, both players take the INITIATIVE TEST

again.

3 - Initiati e Test Re Roll

The general that did not gain the initiati e in the previous hour may re-

roll the INITIATIVE TEST if he passes it yet wishes to gain a lower 

result.

4 - ass the Initiati e

The general that gains the initiati e at the beginning of the battle may 
immediately pass the initiati e to his opponent, unless he is the eager
general.

5 - Use the Initiati e

The general that has gaine  the initiati e must activate one lively unit 
within his host to perform an action.

Wary generals or wary commanders may use a wary token to pass the 
initiati e to their opponent instead, if they have any remaining.

6 - Retain or ass the Initiati e

Once an action has taken place, a general may try to retain the initiati e  If
he does not, or fails to retain, he must pass the initiati e to his opponent.

7 - cti ate er Unit

Both players alternate activating their units until every unit on the 
battlefield is weary or alert.

8 - n o r asses

Once every unit on the battlefield is either weary or alert, the hour ends.
Before continuing the battle with a new hour, both players must resolve
any continuous effects on their units, regain earth and shrive dice, alter
the time and apply any weather changes, and then gather their co rage for 
the hour ahead.

9 - The Battle ontin es

Assuming no victory conditions have been met, the battle continues and a
new hour begins from step 1 of the Battle Hour Sequence.
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within his host to perform an action.

Wary generals or wary commanders may use a wary token to pass the 
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BATTLE HOUR SEQUENCE
The sequence of the battle within each hour - called the Battle Hour Sequence, as summarised below - is relatively simple to follow and yet the actions and

reactions that occur during that hour can ensure that proceedings become quite complex.

Battle Hour Sequence Summary

1 - Determine Unit States

Each unit's vigour reverts to its initial vigour value, and each unit's heart
and mobility remain in its current state.

2 - Gaining the Initiative

Both players perform an INITIATIVE TEST.

If both players pass this test, the player with the lowest INITIATIVE

ROLL gains the initiative.

If one player passes this test and one player fails, the player who passed 
the test gains the initiative.

If both players fail this test, both players take the INITIATIVE TEST

again.

3 - Initiative Test Re-Roll

The general that did not gain the initiative in the previous hour may re-

roll the INITIATIVE TEST if he passes it yet wishes to gain a lower 

result.

4 - Pass the Initiative

The general that gains the initiative at the beginning of the battle may 
immediately pass the initiative to his opponent, unless he is the eager
general.

5 - Use the Initiative

The general that has gained the initiative must activate one lively unit 
within his host to perform an action.

Wary generals or wary commanders may use a wary token to pass the 
initiative to their opponent instead, if they have any remaining.

6 - Retain or Pass the Initiative

Once an action has taken place, a general may try to retain the initiative. If
he does not, or fails to retain, he must pass the initiative to his opponent.

7 - Activate Every Unit

Both players alternate activating their units until every unit on the 
battlefield is weary or alert.

8 - An Hour Passes

Once every unit on the battlefield is either weary or alert, the hour ends.
Before continuing the battle with a new hour, both players must resolve
any continuous effects on their units, regain earth and shrive dice, alter
the time and apply any weather changes, and then gather their courage for 
the hour ahead.

9 - The Battle Continues

Assuming no victory conditions have been met, the battle continues and a
new hour begins from step 1 of the Battle Hour Sequence.

Mierce Miniatures, the Mierce Miniatures logo, Darklands, the 
TMDarklands logo are either ®,  and/or © Mierce Miniatures Ltd., 
2012-2023

Darklands v2.05 Wendlist
© Mierce Miniatures Ltd., 2023

The Darklands rules are living rules and are updated every quarter with various fixes, typo corrections, changes and other 
alterations in an attempt to ensure Darklands the game is fair and balanced for everyone. The  enables Darklands v2.05 wendlist
players to print, cut out and paste the changes for version 2.05 into the physical Darklands: Second Edition rule book, or simply

keep at the back of the book for easy reference.

p176, replace

p306, replace

p318, replace

p355, replace

p371, replace

p319, replace

p151, replace

p341, add the first paragraph of 7·73·2·1: Quell Test

p158, replace

p263, add immediately before the 2·7·5·1·3: Effect Damage rule

p87, add immediately before the 2·7·5·2·3: Grab rule

p217, replace

p277, replace

p241, replace

p170, replace

p215, replace

p221, add before the All Easy Strikes can be Fated subsection

p49, replace

p79, replace

p90, add immediately before the 2·7·5·4·8: Gaze rule

p121, add immediately before the 3·6·2·2·1: Restrictions subsection

p369, replace

The twelve pages overleaf replace the entirety of the 2·5: Mounted Warriors and 2·6: Engine 
Warriors sections.

The 2·7: Warrior Details section still begins at page 66 regardless of the eight additional pages; if 
they did not the rule book’s contents pages and index pages would be completely wrong!

p79, replace
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Units  that  are  compelled  to  perform  a  compulsory  action
immediately after they activate cannot perform a freeing action
before that compulsory action.

Once per activation
A freeing action may only be performed once per activation.

4 · 2 · 3 · 3
END THE ACTIVATION

Once an  active unit has resolved the  action it performs, and
any  resulting  reactions and  linked  actions have  been resolved
(from both  the  active  unit  and  any other  unit),  the  active
unit's activation ends.

4 · 2 · 3 · 3 · 1
VIGOUR

Fatigue plays a huge part in any battle and any short burst of
strenuous activity on the battlefield ensures warriors become
tired.  The  vigour  state  of  a  unit  after  its  activation  ends
depends upon an action's type during its activation.

As a general  rule  of  thumb,  if  a  unit  has  not  performed a
wearying action - such as an Attack action - or wearying reaction,
it may  perform one Attack action during that battle hour, as
well as perform voluntary reactions.

Alert after a Vigorous Action or Reaction
If  a  unit  has  not performed  a  wearying  action or  wearying
reaction of  any  kind  during  its  activation,  its  vigour  state
becomes alert once its activation ends. This means it may still
perform voluntary reactions, including an Attack reaction, if it is
engaged by an enemy.

Frenzied units
Regardless of whether they have performed a  wearying action
in their activation or not, Frenzied units always become alert
once  their  activation  ends.  This  effectively  means  that
Frenzied  units  can  always  perform  an  Attack  reaction.
However,  they  may  only  perform  two  Attack  actions or
Attack reactions (or one Attack action and one Attack reaction)
in any one battle hour. After it has performed a second Attack
action or  Attack reaction in the same battle hour, a Frenzied
unit becomes weary.

Weary after a Wearying Action or Reaction
If a unit  has performed a  wearying action or  wearying
reaction of any kind during its activation, its vigour
state  becomes  weary once its  activation  ends
(except for Frenzied units). This means it
may  only  perform  compulsory or
involuntary reactions.

Mixed Vigour
It  can
sometimes
be the case
that
some

warriors  within  a  unit  have  performed  a  vigorous  action or
wearying action and some have not. If that is the case, those
warriors  remain  in  their  current  vigour  state  and  so  can
perform some voluntary actions as well as  voluntary reactions as
long as this does not cause the unit to break its join distances
or any other rule.

Nobles
Nobles are slightly different, however. If a noble within a unit
has  not performed a vigorous or  wearying action (or  vigorous or
wearying  reaction) of any kind during its units' activation, its
vigour state remains  lively once its activation ends, regardless
of the vigour state of the unit it has Joined. Should this occur,
however, the noble Leaves the unit.

If a noble within a weary unit has  not performed a wearying
action or wearying reaction of any kind during its activation, its
vigour state becomes alert once its activation ends regardless of
the vigour state of a unit it has Joined.

Similarly,  if  a  noble  within  an  alert  unit  has performed  a
wearying  action or  wearying  reaction of  any  kind  during  its
activation, its vigour state becomes  weary once its activation
ends, regardless of the vigour state of the unit it has Joined.

4 · 2 · 4
FORCING THE INITIATIVE

Once per battle, a general that is lively or alert may attempt
to  force  the  initiative by activating  two friendly  Disciplined
units (i.e., units that have the ‘disciplined’ ability) within his
command range, as long as he has the ‘tactician’ ability. This
can prove disastrous if the units are not ready to do so, but it
can often punch through the battle-lines of the enemy.

4 · 2 · 4 · 1
FORCING WARRIOR

Generals – now also called Forcing generals or Forcers - may
each only attempt to  force the initiative once per battle, and
only if they are lively or alert and as long as they  have the
initiative and have not already activated a unit while they have
the initiative.  Generals cannot  force the initiative immediately
after a Retainer has  retained the initiative. Generals may not
attempt  to  force  the  initiative if  they  are  confused,  shaken,

frenzied, broken, immobile, prone or unconscious.

A  general  does  not  have  to  activate  to  force  the
initiative, but must do so if he (and his unit, if he is

part of a Joined unit) becomes a Forced unit.

Replacement Generals
Replacement  generals  may  not  attempt  to
force the initiative.

4 · 2 · 4 · 2
FORCING

INITIATIVE
TEST

To  force  the  initiative,  the
Forcing  general  must  first

identify  up  to  two
Disciplined  units  that

will  be  forced,  called
the  Forced  units.

The  Forced
units can be

any

Forcing the
Initiative video

tutorial
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friendly unit within the general's command range that
are lively  or alert  and that have the ‘disciplined’
ability, and can even
be  the  general
himself and any unit
he has Joined.

The Forcing  general  must
then take an AUTHORITY TEST,
called  a  FORCING INITIATIVE

TEST,  with a  FORCING ROLL.  As
soon  as  the  FORCING ROLL is
made,  the  force  token attached
to the general is discarded.

EXAMPLE
An Albainn general that has Joined a gairlom unit
is within command range of an oghurithne unit. He decides

to force the initiative with the oghurithne, and takes an
AUTHORITY TEST to do so.

4 · 2 · 4 · 2 · 1
PASSED FORCING INITIATIVE TEST

If  the  FORCING INITIATIVE TEST is  passed,  the  Forced
units immediately become  active and may perform  actions as
outlined under  4·2·3·2: Perform an Action.  This effectively
means that the Forcing general can activate two units at the
same time. The Forced units immediately  Bind to each other
to  form  a  Bound  unit  (regardless  of  the  distance  between
them) until their activations end.

The Forced units are treated as a Bound unit, with the Bind
unit being the unit whose leader has the highest AUTHORITY,
until their activation is resolved.

The  Forcing  general  may  decide  the  order  in  which  the
Forced units perform their  actions, but in all cases both units
perform those actions according to the Action Sequence.

EXAMPLE
The Albainn general has passed his FORCING INITIATIVE

TEST and so both his gairlom unit and the oghurithne unit
activate. The general decides to Charge the oghurithne unit
into an enemy unit, and then Charges the same enemy unit

with his own unit.

The general and the gairlom unit then perform their Charge
Attack actions against the enemy unit, followed by the

oghurithne unit. The general, the gairlom and the oghurithne
unit perform their Charge Attack actions at the same time,
with the warriors that have the same skill performing their

Attacks first.

The enemy unit then performs its Attack reactions. They can
do so against both the general's unit and the oghurithne unit,

and do so. Once that is completed, the combat results are
calculated and any Combat Result reactions performed.

4 · 2 · 4 · 2 · 2
FAILED FORCING INITIATIVE TEST

If  the  FORCING INITIATIVE TEST is  failed,  or  if  both
Forced units  are  outside of  the Forcing  general's  command
range, the Forced units do not become active; the Forcer's
urgings have failed to make a difference to the Forced units,
and the Forcing  general's  player must immediately  pass  the
initiative to his opponent.

If one of the Forced units is outside of the Forcing general's
command range  and one  of  the  Forced units  is  within  the
Forcing general's command range, the initiative is still forced –
but only with the Forced unit within the Forcing general's
command range. The other Forced unit does not activate and
remains lively or alert.

4 · 2 · 5
WREST THE INITIATIVE

A player may,  instead of  activating a lively  unit  within  his
host, activate a unit with the ‘disciplined’ ability that is alert
or weary with a general or commander that has the ‘tactician’
ability. This is called  wresting the initiative and is a powerful
tool to take advantage of well-trained, astute units within a
host that enemies may think have completed their  actions for
that battle hour!

4 · 2 · 5 · 1
WRESTING WARRIOR

An active general or commander (i.e.,  one whose player has
gained the initiative) with the ‘tactician’ ability - now called a
Wrester,  Wresting  general or  Wresting  commander -  may,
instead of activating a lively unit within his host, activate a
unit with the ‘disciplined’ ability that is alert or weary.

Each Wrester may only  wrest the initiative once per battle,
and while a Wrester does not have to activate to  wrest  the
initiative, he must do so if he (and his unit, if he is part of a
Joined unit) becomes a Wrested unit.

Incapacitated Wresters
Wresters  that  are  confused,  shaken,  broken,  frenzied,
immobile, prone or unconscious may not attempt to wrest the
initiative.

4 · 2 · 5 · 1 · 1
GENERALS

A lively or alert Wresting general may attempt to  retain the
initiative with himself (as well as a unit he has Joined) or with
any  other  friendly  unit  that  is  alert  or  weary  within  his
command range, including allied units, as long as that unit is a
Disciplined unit - i.e.,  it has the ‘disciplined’ ability. Weary
generals  may  only  attempt  to  wrest  the  initiative with  a
friendly  Disciplined  unit  that  is  alert  of  weary  within  his
command range.

Replacement Generals
Replacement generals, unless they are commanders that have
not already wrested the initiative in the battle, may not attempt
to wrest the initiative.

4 · 2 · 5 · 1 · 2
COMMANDERS

A lively or alert Wresting commander may attempt to  wrest
the initiative with himself (as well as a unit he has Joined) or
with any other friendly Disciplined unit that is alert or weary
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in  his  command  and  within  his  command  range.  Weary
commanders may only attempt to  wrest the initiative with a
friendly Disciplined unit that is alert or weary in his command
and within his command range.

4 · 2 · 5 · 2
WRESTED UNITS

Alert or weary units that have the ‘disciplined’ ability - and
that  are  not  confused,  shaken,  broken,  frenzied,  immobile,
prone or unconscious - are  the only units  that can become
Wrested units, but there are a few clarifications that need to
be made for mixed units, mounted units and war engine units.

Mixed Units
The majority of a mixed Wrested unit (i.e., a unit composed of
different profiles,  such as a Bound unit  or a unit  Joined by
nobles)  must  have  the  ‘disciplined’  ability  to  become  a
Wrested  unit.  Note,  however,  that  warriors  without  the
‘disciplined’ ability within a mixed unit cannot activate with
the rest of the Wrested unit.

Mounted Units
The majority of the riders within a mounted unit must have
the ‘disciplined’ ability to become a Wrested unit.

In the case of riders mounted on beast mounts, only the riders
need have the ‘disciplined’ ability to become a Wrested unit,
but beast mounts may only perform Movement actions. 

Both  rider  and  ardent  mount  must  have  the  ‘disciplined’
ability in the case of ardent mounted units, however, in order
to become a Wrested unit.

War Engine Units
The majority of the crew within a war engine unit must have
the ‘disciplined’ ability to become a Wrested unit.

If the majority of the crew and the driver of a shot engine has
the ‘disciplined’ ability, that engine may become a Wrested
unit.

If the majority of the crew and the driver of a carriage engine
has the ‘disciplined’ ability, and its draught animals are beast
draught animals, that engine may become a Wrested unit; but
the beast draught animals may only perform Movement actions.

In the case of ardent draught animals, both they and the crew
must have the ‘disciplined’ ability to become a Wrested unit.

4 · 2 · 5 · 3
WRESTING INITIATIVE TEST

To wrest the initiative, the Wrester must first indicate the unit
that  will  be  activated  again,  called  the  Wrested  unit.  The
Wrested unit can be any friendly Disciplined unit within the
Wrester's command (and his command range) that is alert or
weary, that is not confused, frenzied, broken, unconscious or
immobile,  and  can  even  be  the  general  or  commander
themselves and any unit they have Joined.

The  Wrested  unit  must  then take  an  AUTHORITY TEST,
called a  WRESTING INITIATIVE TEST, with a  WRESTING

ROLL.  The  WRESTING INITIATIVE TEST must be taken
against the  AUTHORITY of the Wrester himself and not any
other warrior.

EXAMPLE
A lively Byzantii centurion general wishes to wrest the

initiative with a unit of legionarii, which are weary. The
legionarii are not within his command but are within his

command range, and so the legionarii may take the

WRESTING INITIATIVE TEST against the general's
AUTHORITY.

4 · 2 · 5 · 3 · 1
PASSED WRESTING INITIATIVE TEST

If the WRESTING INITIATIVE TEST is passed, the Wrested
unit immediately becomes active and lively, and may perform
actions as outlined under  4·2·3·2: Perform an Action, except
for those listed in the Action Exceptions List below.

Action Exceptions List
1 - Sprint action

2 - Volley Shoot action

After this Wresting action is performed, and regardless of which
action it performed, the Wrested unit becomes weary.

As soon as the  WRESTING INITIATIVE TEST is made, the
wrest token attached to the Wrester is discarded.

4 · 2 · 5 · 3 · 2
FAILED WRESTING INITIATIVE TEST

If  the  WRESTING INITIATIVE TEST is  failed,  or  if  the
Wrested unit is outside of the Wrester's command range, the
Wrested  unit  does  not  become  active.  The  Wrester's
commands have failed to register with the Wrested unit and
the Wrester's player must immediately pass the initiative to his
opponent.

4 · 2 · 6
RETAINING THE

INITIATIVE
The player  who  has  just  activated a  unit  may  now try  to
activate  another  lively  unit  within  his  host  with  either  his
general,  any  of  his  commanders  or  any  of  the  mustered
champions within his units. The unit may not be ready to fulfil
the general's wishes, however!

4 · 2 · 6 · 1
RETAINING WARRIOR

Generals,  commanders  and mustered champions  –  now also
called  Retaining  warriors or  Retainers -  may  each  only
attempt to retain the initiative once per battle, and only if they
have the ‘tactician’ ability.

Whilst many attempts to retain the initiative may be made per
battle  hour  by  different  Retainers,  if  a  RETAINED

INITIATIVE TEST is passed there can be no more attempts to
retain the initiative in the same battle hour.

Incapacitated Retainers
Retainers  that  are  confused,  shaken,  broken,  frenzied,
immobile, prone or unconscious may not attempt to retain the
initiative.

4 · 2 · 6 · 1 · 1
GENERALS

A Retaining general may attempt to  retain the initiative with
himself (as well as a unit  he has  Joined) or with any other
friendly unit that is lively or alert within his command range,
including allied units, as long as that unit is a Disciplined unit -
i.e., it has the ‘disciplined’ ability. Weary generals may only
attempt to retain the initiative with a friendly Disciplined unit
that is lively or alert within his command range.

Generals cannot  retain the initiative immediately after  forcing
the initiative.154



Replacement Generals
Replacement generals, unless they are commanders that have
not already retained the initiative in the battle, may not attempt
to retain the initiative.

4 · 2 · 6 · 1 · 2
COMMANDERS

A lively or alert Retaining commander may attempt to retain
the initiative with himself (as well as a unit he has Joined) or
with any other friendly Disciplined unit that is lively or alert
in  his  command  and  within  his  command  range.  Weary
commanders may only attempt to  retain the initiative with a
friendly Disciplined unit that is lively or alert in his command
and within his command range.

4 · 2 · 6 · 1 · 3
MUSTERED CHAMPIONS

Mustered Champions may only attempt to retain the initiative
with  their  own  unit,  which  must  be  lively  or  alert  and
Disciplined.

4 · 2 · 6 · 2
RETAIN ONLY AFTER

THE FIRST ACTIVATION
A Retaining general, commander or mustered champion may
not attempt to retain the initiative immediately after their first
activation of a battle hour; they may only attempt to retain the
initiative after their opponent has activated a unit at least once
in  a  battle  hour.  This  ensures  gaining  the  initiative at  the
beginning of a battle hour does not penalise an opponent too
much.

4 · 2 · 6 · 3
RETAINED INITIATIVE TEST

To  retain  the  initiative,  the  lively or  alert  Disciplined unit
chosen to activate - now also called the Retained unit - must
take an AUTHORITY TEST, called a RETAINED INITIATIVE

TEST,  with  a  RETAINING ROLL.  The  RETAINED

INITIATIVE TEST must be taken against the AUTHORITY of
the Retainer himself and not any other warrior.

EXAMPLE
A weary Norse general wishes to retain the initiative with a

unit of trolls, which are lively. The trolls are part of his
command and within his command range, and thus the trolls

may take the RETAINED INITIATIVE TEST against the
Norse general's AUTHORITY.

4 · 2 · 6 · 3 · 1
PASSED RETAINED INITIATIVE TEST

If the RETAINED INITIATIVE TEST is passed, the Retained
unit  immediately  becomes  active and  may  perform  actions
allowed  by the  Retainer's  orders as  outlined  under  4·2·3·2:
Perform an Action. This means a General could, for example,
retain the initiative and force a unit under MOVE orders to
Charge an enemy unit!

As soon as the  RETAINED INITIATIVE TEST is
passed,  the  retain token attached to
the Retainer is discarded.

4 · 2 · 6 · 3 · 2
FAILED RETAINED
INITIATIVE TEST

If  the  RETAINED

INITIATIVE TEST is  failed,  or
if the Retained unit is outside of the Retainer's command
range,  the  Retained  unit  does  not  become  active;  the
Retainer's urgings have failed to make a difference to the

Retained  unit,  and  the  Retainer's  player  must  immediately
pass the initiative to his opponent.

4 · 2 · 7
PASSING THE INITIATIVE

If  a  general  does  not  wish  to  retain  the  initiative,  has
completed an activation with a Retained unit or has no lively
units to activate, he  must pass the initiative to the opposing
general.

Once the initiative has been passed, the opposing general has
now gained the initiative and must choose a lively unit from his
host to activate and perform an  action with as per the  4·2·3:
Using the Initiative rules. Remember, if he has no more lively
units  to activate, he can only  pass the initiative back to his
opponent until the next hour begins.

Do Not Pass in Sequence
Generals may not pass the initiative in sequence, regardless of
how the initiative is passed. In other words, if a general has
passed  the  initiative to  his  opponent  by  any  means,  that
opponent  -  if  he  has  active  units  -  may not  then  pass  the
initiative back without activating a unit of his own (unless he
has no more units to activate).

4 · 2 · 7 · 1
USING A WARY TOKEN

TO PASS THE INITIATIVE
Instead  of  performing  an  action when  activating,  a  wary
general or a wary commander can discard a wary token (if he
has any remaining) and immediately pass the initiative back to
his opponent.

Thus, a wary general or wary commander must be lively to be
able  to  pass  the  initiative,  and  the  wary  general  or  wary
commander  remains
lively  after
discarding  a
wary
token.  It

can
be

155


	Darklands Second Edition - Changes - v2.02-v2.05
	Darklands Second Edition - Changes - v2.02-v2.05
	Darklands Second Edition - Changes - v2.02-v2.04
	Darklands Second Edition - Changes - v2.02-v2.03
	Darklands Second Edition - Changes - v2.02
	Page 1
	Page 2
	Page 3
	Page 4

	Darklands Second Edition - Changes - v2.03
	Page 1
	Page 2
	Page 3
	Page 4


	Darklands Second Edition - Changes - v2.04 - full
	Darklands Second Edition - Changes - v2.04
	Page 1
	Page 2
	Page 3
	Page 4

	Darklands Second Edition - 02 - The Darklands Host - v2.04 - Mounted & Engines
	Page 1
	Page 2
	Page 3
	Page 4
	Page 5
	Page 6
	Page 7
	Page 8
	Page 9
	Page 10
	Page 11
	Page 12




	Darklands Second Edition - Changes - v2.05 - flat
	Page 1
	Page 2
	Page 3
	Page 4


	Darklands Second Edition - Changes - v2.06.pdf
	Page 1
	Page 2
	Page 3
	Page 4
	Page 5
	Page 6

	Darklands Second Edition - 04 - The Battle - v2.06 - npw
	Iv · ii · I
	BATTLE HOUR sequence
	Battle Hour Sequence Summary

	Iv · ii · II
	initiative test flow chart
	iv · I
	JOINING BATTLE SEQUENCE
	Joining Battle Sequence Summary

	Iv · ii · VI
	COMPULSORY ACTIONS sequence
	Compulsory Actions Sequence Summary

	Iv · ii · V
	ACTION sequence
	Action Sequence Summary

	Iv · ii · IiI
	ACTIVATION Sequence
	Activation Sequence Summary

	Iv · ii · IV
	USING THE INITIATIVE flow chart
	Iv · iii · i
	VICTORY CONDITION SEQUENCE
	Victory Condition Sequence

	Iv · ii · VII
	GATHER COURAGE sequence
	Gather Courage Sequence Summary

	4 · 1 · 1
	ISSUE battle ORDERS
	4 · 1 · 1 · 1
	THE GENERAL
	4 · 1 · 1 · 2
	Compulsory Battle Orders
	4 · 1 · 1 · 3
	ignored Orders
	4 · 1 · 1 · 4
	Current Orders
	4 · 1 · 1 · 5
	Attach ORDER TOKENS
	4 · 1 · 1 · 5 · 1
	ATTACHING Flank
	and Scout Order Tokens
	Scouts, Foresters and Amphibians
	Flankers, Flyers and Burrowers



	4 · 1 · 2
	DETERMINE INITIAL
	UNIT States
	4 · 1 · 2 · 1
	Vigour
	4 · 1 · 2 · 2
	Heart
	Feral Units

	4 · 1 · 2 · 3
	FORM
	4 · 1 · 2 · 4
	MASS
	4 · 1 · 2 · 5
	Mobility

	4 · 1 · 3
	INCITE
	4 · 1 · 3 · 1
	ONE INCITEMENT
	4 · 1 · 3 · 2
	INCITEMENT order

	4 · 1 · 4
	BALANCE ACTIVATIONS
	4 · 1 · 4 · 1
	ACTIVATION COUNT
	4 · 1 · 4 · 1 · 1
	Highest Activation Count
	4 · 1 · 4 · 1 · 2
	Lowest Activation Count

	4 · 1 · 4 · 2
	WARY TOKENS
	4 · 1 · 4 · 2 · 1
	Attach Wary Tokens
	4 · 1 · 4 · 2 · 2
	Wary General
	or Commander Death


	4 · 1 · 5
	INITIATIVE TOKENS
	4 · 1 · 5 · 1 · 1
	Attach RETAIN Tokens
	4 · 1 · 5 · 1 · 2
	Attach WREST Tokens
	4 · 1 · 5 · 1 · 3
	Attach FORCE Token

	4 · 1 · 6
	BATTLE ROLLS
	4 · 1 · 7
	PLAY!
	4 · 1 · 7 · 1
	dawn attack
	4 · 1 · 7 · 2
	DELAYED START
	4 · 1 · 7 · 2 · 1
	DELAYING THE START TIME
	Flanking Units



	4 · 2 · 1
	DETERMINE unit States
	4 · 2 · 1 · 1
	Vigour
	4 · 2 · 1 · 2
	HEART
	4 · 2 · 1 · 3
	FORM
	4 · 2 · 1 · 4
	MASS
	4 · 2 · 1 · 5
	MOBILITY

	4 · 2 · 2
	GAINING THE INITIATIVE
	4 · 2 · 2 · 1
	Initiative Test
	Eager Hosts
	4 · 2 · 2 · 1 · 1
	Passed Initiative Test
	4 · 2 · 2 · 1 · 2
	FAILED Initiative Test

	4 · 2 · 2 · 2
	Initiative Test RE-ROLL
	4 · 2 · 2 · 3
	PASSING THE INITIATIVE IMMEDIATELY
	Eager Hosts
	4 · 2 · 2 · 3 · 1
	Passing the Initiative Test Re-Roll
	4 · 2 · 2 · 3 · 2
	Perform an Action!


	4 · 2 · 3
	USING the initiative
	4 · 2 · 3 · 1
	ACTIVATION SEQUENCE
	4 · 2 · 3 · 1 · 1
	SCOUTS
	4 · 2 · 3 · 1 · 2
	generals
	4 · 2 · 3 · 1 · 3
	UNITS IN COMBAT
	4 · 2 · 3 · 1 · 4
	FRENZIED units ATTACK
	4 · 2 · 3 · 1 · 5
	OTHER ACTIVATIONS
	4 · 2 · 3 · 1 · 6
	RETAINING, FORCING AND
	THE ACTIVATION SEQUENCE
	4 · 2 · 3 · 1 · 7
	RETURNING TO THE
	BATTLEFIELD
	4 · 2 · 3 · 1 · 8
	ACTIVATING OUT OF SEQUENCE

	4 · 2 · 3 · 2
	PERFORM an ACTION
	4 · 2 · 3 · 2 · 1
	PERFORM COMPULSORY Actions
	Compulsory Actions
	Conflicting Compulsory Actions

	4 · 2 · 3 · 2 · 2
	PERFORM VOLUNTARY ACTIONS
	Voluntary action cannot be performed

	4 · 2 · 3 · 2 · 3
	LINKED ACTIONS
	4 · 2 · 3 · 2 · 4
	COMMAND ACTIONS
	Performing a Command Action
	Multiple Command Actions

	4 · 2 · 3 · 2 · 5
	effortless ACTIONS
	Performing an Effortless Action
	Multiple Effortless Actions

	4 · 2 · 3 · 2 · 6
	FREEING ACTIONS
	Performing a Freeing Action
	Once per activation


	4 · 2 · 3 · 3
	END THE ACTIVATION
	4 · 2 · 3 · 3 · 1
	vigour
	Alert after a Vigorous Action or Reaction
	Frenzied units
	Weary after a Wearying Action or Reaction
	Mixed Vigour
	Nobles



	4 · 2 · 4
	Forcing the initiative
	4 · 2 · 4 · 1
	FORCING WARRIOR
	Replacement Generals

	4 · 2 · 4 · 2
	Forcing INITIATIVE TEST
	4 · 2 · 4 · 2 · 1
	Passed Forcing Initiative Test
	4 · 2 · 4 · 2 · 2
	failed Forcing Initiative Test


	4 · 2 · 5
	WREST the initiative
	4 · 2 · 5 · 1
	WRESTING WARRIOR
	Incapacitated Wresters
	4 · 2 · 5 · 1 · 1
	GENERALS
	Replacement Generals

	4 · 2 · 5 · 1 · 2
	COMMANDERS

	4 · 2 · 5 · 2
	WRESTED UNITS
	Mixed Units
	Mounted Units
	War Engine Units

	4 · 2 · 5 · 3
	WRESTING INITIATIVE TEST
	4 · 2 · 5 · 3 · 1
	Passed Wresting Initiative Test
	Action Exceptions List

	4 · 2 · 5 · 3 · 2
	failed WRESTING Initiative Test


	4 · 2 · 6
	RETAINING the initiative
	4 · 2 · 6 · 1
	RETAINING WARRIOR
	Incapacitated Retainers
	4 · 2 · 6 · 1 · 1
	GENERALS
	Replacement Generals

	4 · 2 · 6 · 1 · 2
	COMMANDERS
	4 · 2 · 6 · 1 · 3
	MUSTERED CHAMPIONS

	4 · 2 · 6 · 2
	RETAIN only AFTER
	THE FIRST ACTIVATION
	4 · 2 · 6 · 3
	RETAINED INITIATIVE TEST
	4 · 2 · 6 · 3 · 1
	Passed RETAINED Initiative Test
	4 · 2 · 6 · 3 · 2
	failed RETAINED Initiative Test


	4 · 2 · 7
	PASSING the initiative
	Do Not Pass in Sequence
	4 · 2 · 7 · 1
	USING A WARY TOKEN
	TO PASS THE INITIATIVE
	Do Not Pass in Sequence


	4 · 2 · 8
	AN HOUR PASSES
	The End of the Battle Hour
	4 · 2 · 8 · 1
	QUELL CONTINUOUS EFFECTS
	4 · 2 · 8 · 1 · 1
	QUELL ACTION
	Quell Action Order


	4 · 2 · 8 · 2
	FREEING ACTIONS
	4 · 2 · 8 · 3
	RESOLVE UNSTABLE INVOCATIONS
	4 · 2 · 8 · 4
	APPLY TERRAIN DAMAGE
	4 · 2 · 8 · 5
	REGAIN EARTH
	AND CHANNEL DICE
	4 · 2 · 8 · 6
	Gather Courage
	4 · 2 · 8 · 6 · 1
	Woe! Woe!
	Passed Woe Test
	Failed Woe Test

	4 · 2 · 8 · 6 · 2
	Ravaged
	4 · 2 · 8 · 6 · 3
	I'M NOT GETTING PAID, AM I?
	Passed Trust Test
	Failed Trust Test

	4 · 2 · 8 · 6 · 4
	WINNING THE FIELD

	4 · 2 · 8 · 7
	ALTER THE BATTLE TIME
	4 · 2 · 8 · 8
	THE CHANGING WEATHER
	Changing Weather Roll Table
	4 · 2 · 8 · 8 · 1
	TIME MODIFIER
	Time Modifiers Table

	4 · 2 · 8 · 8 · 2
	SETTLE COUNTERS
	4 · 2 · 8 · 8 · 3
	WIND
	Wind Strength
	Wind Direction

	4 · 2 · 8 · 8 · 4
	DISSIPATING CONTINUOUS EFFECTS

	4 · 2 · 8 · 9
	HOUR ROLLS

	4 · 3 · 1
	LAST BATTLE HOUR
	4 · 3 · 1 · 1
	BATTLE LENGTH

	4 · 3 · 2
	WINNING THE FIELD
	4 · 3 · 2 · 1
	VICTORY CONDITIONS

	4 · 3 · 3
	the butcher's bill
	Dead Warriors
	Casualties
	4 · 3 · 3 · 1
	HOST WARRIORS
	Host's General
	Host's Champion
	Host's Banner
	Host's Instrument
	Host's Treasury

	4 · 3 · 3 · 2
	COMPARING
	THE BUTCHER'S BILL





