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The races throughout the Distant Lands have been in 
a constant state of war and mistrust for generations. 
Conflict has become the way of life.

After a particularly volatile period, the kingdoms 
that would eventually make up the Empire of Tarsus 
were exhausted from a hundred years of constant 
warfare. Most of the veteran soldiers and captains 
were either maimed or dead. So, the local rulers 
began pressing farmers and tradesmen into the 
army. Entire villages were stripped of men and boys 
old enough to carry a spear. But no ruler could gain 
the upper hand and so the bloodshed continued.

At the edge of the Mortetan Hills two armies met. 
Night was already falling when they spied each 
other, so both settled into armed camps to await the 
morning’s battle. A captain, serving King Hanrod, 
stood watch at the edge of the camp. This captain 
was of little consequence but he held deep moral 
values. He performed his duty as he was ordered, 
but did his best to protect the untrained men and 
boys who served under him. 

As he peered into the darkness, a cloaked figure 
appeared in front of him. The figure told the captain 
that on the morrow’s battle he should walk forth to 
the middle of the field between the two armies and 
challenge the opposing army’s champion to single 
combat. The winner would decide the outcome of 
the battle and many lives would be spared. 

The following morning, as the figure had told him 
to do, the captain walked out from his army and 
called for the opposing champion. Yelling, so that 
both sides could hear him, he declared that whoever 
won this single combat would decide the outcome 
of the battle. That only one life would be lost instead 
of many. Both armies stood puzzled, but the other 
side sent out their best warrior. He was nearly twice 
the size of the captain and he swung a huge double-
headed axe as he walked.

Everyone expected the captain to fall easily to his 
opponent. And the first few strikes of the axe nearly 
ended it. The captain’s shield splintered and his 
helmet was knocked from his head. Then the captain 
began parrying the blows of his enemy. With more 
and more ease he deftly avoided the attacks, as 
though his hand was being guided by someone else. 

For what seemed like an eternity the two fought, 
with neither letting up. Exhaustion was setting in. 
The captain was still blocking the axe blows, but 
each time his own sword came closer to finding its 
mark. Then the captain, who was down on one knee, 
swung his sword in one final attack. As he did so, 
lightning struck the sword. The blow shattered the 
handle of his opponent’s axe and sliced a deep gash 
across the man’s chest. 

The captain was declared a prophet of the gods. 
Soon, he had set up arenas in all the major cities. 
Each arena was controlled by the priesthood. King 
Hanrod, as the sponsor of the Prophet,  was crowned 
first emperor of Tarsus, thereby uniting the warring 
kingdoms under one banner. All disputes were now 
to be decided in the arenas. 

The Prophet set up specific ceremonies to honor the 
fighters and let all people attend to see the outcome. 
Tributes were made to the gods and a day of 
contemplation always preceded the event, allowing 
the two sides to contemplate their decision to fight 
before sending their champions to the Arena. A 
champion could end the fight, before death, by 
begging mercy of his opponent or the crowd. 

After a time, the ARENA of DEATH!, as it was now 
known, became very popular as a spectator event. 
The priesthood made large sums of money from 
the cheering crowds. Two hundred years after 
the death of the Prophet, the people no longer 
remembered the reasons for the ARENA of DEATH! 
They went to cheer the winners and jeer the losers, 
demanding blood as payment for their attendance. 
Representatives became celebrity champions. And 
as with all sports, betting became a popular pastime 
for the people. Dwarves set up betting stalls at each 
arena, giving the priests a cut of their winnings. 

Soon, trainers, with the reputations of their schools 
at stake, began taking on champions from the other 
races. Elves, Dwarves, Orcs, Goblins, Komodons, 
and even Ogres now battled in the arenas. An entire 
city can shut down if a particularly well-known 
champion is competing in its Arena. 

The ARENA of DEATH! could make a champion 
famous beyond that of many kings or end his life 
in dust and blood.

INTRODUCTION
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THE GAME

ARENA of DEATH! comes complete with an arena hex grid floor to fight on, four DragonRune 
Miniatures, four six-sided dice, 12 Champion Characteristic Cards, 100 Champion Characteristic 
sheets, two pencils, and these rules. Additional DragonRune Miniatures and other supplies 
may be purchased separately.

CHAMPIONS

Each Champion will be given ratings for the following characteristics:

 Strength — The strength and Endurance of the Champion.
 Weapon — The weapon being used by the Champion.
 Armor — The type of armor worn by the Champion
 Speed — How fast the Champion can move when fighting.

These ratings are provided on the Champion Characteristic Cards that depict a representative 
sample set of Champion Types. Or, the ratings may be randomly produced and marked on 
the player’s Champion Characteristics Sheet prior to play. The characteristics, and their game 
effects are described below. 

Random Champion Generation:
If you wish to define your own Champions, the following will tell you how to do it.

Strength
Strength is determined by rolling three six-sided dice and consulting the Strength Table below. 
This is the Champion’s Strength characteristic. Mark it on the Champion Characteristic Sheet.

Strength Table:

RACE
TOTAL

STRENGTH

Human 3 Dice - Low Die

Orc 3 Dice

Dwarf 3 Dice - Low Die

Elf 3 Dice - Middle Die

Ogre 3 Dice + 6

Komodon 3 Dice - Low Die

Goblin 3 Dice - High Die

Dyphus 3 Dice

Animal 3 Dice

Monster 3 Dice + 10
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Weapon
The player may choose a weapon to arm his Champion. Note on the Champion Characteristic 
Sheet what the Champion has and in which hand he uses it. The various weapons and their 
abilities are described below in Appendix 1. This is the Champion’s Weapon characteristic. 

Armor
The Armor rating is a combination of two factors. These factors are; 

1) The armor on the Champion’s body, this can be none, light or heavy. Heavy armor is the 
full mail protection. Most Champions have light armor. Helmets can be none, or “yes.” If 
“yes” the helmet acts as an integral part of the Champion’s armor.

2) The shield the Champion is carrying. Shields can be none, small, large or extra-large.

The effects of the different armor and shield types are described below. These are the Champion’s 
Armor characteristics. Mark them on the Champion Characteristic Sheet.

Speed
The Champion’s speed is determined by a combination of his armor, helmet, and shield factors. 
Players must consult the chart below to determine how encumbered the Champion is with 
heavy protective items. Once the Champion’s speed factor is determined, mark it down on the 
Champion Characteristic Sheet.

Determine the ‘weight’ of the Champion. This is done by calculating how encumbered he is:

Armour/Shield/Helmet Weight

Light armor 1

Heavy armor 2

Large shield 1

X-Large shield 2

Helmet 1

Total the weight of armor, helmet and shield to give the following ratings:

Weight carried Champion is:

0 - 1 Light

2 Medium

3 Heavy

4 - 5 Extra Heavy

6 + Extra-Extra Heavy

Note that since a Champion can become wounded, or lose (or pick up) his shield, helmet, or 
weapon, a Champion’s speed rating may vary during the game.

Example: A Champion has light armor (weight 1) and a large shield (weight 1). With a total 
weight of 2 the Champion is Medium. If he loses his shield he only has the armor (weight 1) to 
contend with and becomes Light.
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Armor Save Modifi er
The armor and shield a Champion has determines his save roll. This should be accumulated as 
below:

Armour/Shield Save Modifi er

No armor +0

Light armor +1

Heavy armor +3

No shield 0

Small shield +1

Large shield +2

X-Large shield +3

Example: A Champion  has light armor (+1) and a large shield (+2), for a total save of +3. If 
he loses his shield then his save roll drops to +1.

SEQUENCE OF PLAY

The players each roll one die. The player who rolls the 
highest number goes fi rst. The player with the second 
highest number goes second, and so on. After all players 
have moved or attacked the turn is complete. The players 
roll dice again to determine the order of movement for the 
next turn. This time players may be able to modify their 
roll with unused Action Points from the previous turn. 
Thereafter, play will continue following this sequence 
until a Champion dies or surrenders. When this occurs, 
the owning player is out of the game.

On his turn a Champion does the following:
1) Roll a D6 to see how many Action Points he has.
2) Spend his Action Points to move and to attack other 
Champions.
3) When a player has fi nished his turn, the next player 
starts his turn.

Action Points
At the start of his turn a Champion rolls a D6 to determine 
how many Action Points he has. He gets Action Points 
equal to the roll of the die. Modifi ed as follows:

    Vorshuk yanked the 
trident from the man’s 
throat. The crowd roared 
its approval as blood 
sprayed across the goblin 
from the still-pumping 
jugular of  the man at his 
feet.
   He glanced up the 
length of  the weapon. It 
was nearly a head taller 
than him. He tossed it 
aside in disgust as he 
strode across the arena. 
Vorshuk preferred his 
sword, but when cornered 
and unarmed, he was 
willing to use whatever 
weapon was handy, even 
that of  his enemy.
   The man on the ground 
still twitched as his life 
ebbed out from the wound 
in his neck. For a moment 
Vorshuk pitied the man, 
he had fought well, but in 
the end, was too slow to 
exploit the openings he 
was given.
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Condition Effecting 
Action Points

Action Point 
Modifier

XX-Heavy Champion -3

X-Heavy Champion -2

Heavy Champion -1

Light Champion +1

Light wound  
(At least one point of strength lost)

-1

Serious wound  
(Half or more of strength lost)

-2

Entangled -3

Off-balance -2

Action Points can be spent as follows:

Move 1 hex directly forward ..........................................................1 Action Point
Move 1 hex in any other direction, without changing facing. .......2 Action Points
Change facing by one hex side ......................................................1 Action Point
Attack with weapon .......................................................................1 Action Point
Attack with net or lasso ..................................................................2 Action Points
Attempt to cut free of net or lasso ..................................................1 Action Point
Pick up or discard object in same hex ............................................1 Action Point
Shoot bow or throw object .............................................................2 Action Points

In the event that the Champion’s modified roll would result in 0 (or fewer) Action Points, the 
Champion may always use 1 Action Point.

Any Action Points that remain unused at the end of the player’s move may be “saved” for use 
in the following turn’s Sequence Roll. Unused Action Points may be used to either ADD to, 
or SUBTRACT from, the owning player’s next Sequence Roll. Unused Action points must be 
used in the immediately following Sequence roll or they are lost. They are NOT added to the 
next turn’s Action Point total. Players may repeat this process each turn in which they have 
extra Action Points. Rune Coins are provided to assist players in keeping track of extra Action 
Points.

Movement
Only one Champion is allowed to occupy a hex.

Champions may not pass through hexes containing other Champions.

If a Champion is in a hex adjacent to an opposing Champion, he may not move directly to 
another hex adjacent to that same Champion. He must first step back so that there is an empty 
hex between them. This does not apply to Champions who are fighting as a team or otherwise 
on the same side.




















