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[bookmark: _ruarx2q1gjbz]1. Introduction and Game Overview
Grailborne: War for Albion is a tactical skirmish wargame for 2–4 players, blending classic Arthurian legends with mythic elements. Players command small squads of soldiers led by iconic Warlords using Grail Engines—divinely empowered suits of armor forged from the Holy Grail's essence. These relic armors are slightly larger than standard troops (7–8 ft tall), ornate with rune-etched plates and glowing veins, granting enhanced abilities to be used for dominating the battlefield.
Set in a fractured Albion, the game emphasizes strategy, morale, and narrative depth. Objectives include eliminating foes, capturing sacred sites, or completing quests. Games last 45–90 minutes on a 3x3' or 4x4' table.
Key Themes: Chivalry vs. betrayal, divine power's cost, and the land's memory. Inspired by English Arthurian tales with mystic magic influences.
Components Needed: Dice (d6), measuring tape, miniatures/proxies, terrain, tokens (area effects, Magic attacks)
[bookmark: _qx3nkjdhr5g8]2. Lore and World Backstory
[bookmark: _9pqo938qq1qw]World Introduction
In an age beyond memory, when the isle of Albion cracked and rose into the sky, a broken world clung to fragments of myth and machine. Beneath the earth, buried in ancient stone, the Grail Engines stirred, relics of a lost age where spirit and body were one. From these arcane constructs emerged the Relics—sacred frames capable of binding to the will and soul of legendary warriors.
Camelot rose anew atop a plateau of light and logic, with Arthur Pendragon—first to bond with a relic—as its beacon. With the divine sword Excalibur he created his Round Table of champions, he brought peace to the land. But peace, like iron, rusts.
Now, Albion is fractured once more. From the haunted marshes, Mordred, Arthur’s own blood, returns clad in corrupted relic armor. Morgana, once guardian of Avalon’s secrets, weaves arcane horrors into the battlefield. Relic-bearers, some noble, others twisted, now walk the land as gods of war.
Amid ruined forests, smoldering citadels, and forgotten grail sites, battlelines are drawn. Grailborne is not a story of peace, it is a saga of legacy, betrayal, and rebirth through fire.
Will you raise the banner of Camelot, or bring it to ruin?
Timeline of the Relic Age
● Before the Fracture — The Age of Green Stone
In the elder days, Albion was ruled not by kings of iron, but by druids, seers, and stone-speakers. The land breathed as one living thing. Sacred groves thrived. Rivers sang with memory.
Beneath the ancient hills, vast sanctums of living stone lay hidden — not forged by mortal hands, but grown from the bones of the world itself. Within them slumbered the First Relics, silent and waiting.


The Awakening at Glastonbury Tor
Deep beneath the Tor, pilgrims and stone-keepers uncovered a chamber of impossible design. At its heart rested a radiant construct of silver light — neither wholly metal nor wholly spirit.
It pulsed like a heart. It remembered.
They named it the Grail Engine — though none yet understood whether it was artifact… or will.
● The Rise of Camelot
The Unification Wars
Arthur, a gutter scarred orphan guided by the enigmatic Merlin, was the first to truly bond with a Relic — the sacred Excalibur.
The Relic did not encase him in power.
It answered him.
When Arthur called, living sigils wreathed his arm and spirit-forged armor formed like flowing water and light. With it, he did not conquer this power he fused with it. Clan by clan, oath by oath, Albion bent not in fear, but in hope.
The Founding of the Round Table
Other champions emerged — chosen, tested, or claimed by Relics that awakened across the land. These Grail-bearers swore themselves to Arthur’s vision: a realm of balance, strength, and justice.
Camelot was raised not upon wires or engines, but atop a sacred well of luminous ley-force — a font where the veil between spirit and matter thinned.
Its towers shimmered with runic light.
Its halls were warded by ancient oaths.
The Era of Radiant Peace
For twenty golden years, the Grail-bearers stood watch over Albion.
The Relics were not weapons alone. They became instruments of restoration.
Wounded lands were healed.
Sacred roads were reforged with runes.
Shrines pulsed with protective light.
Albion flourished beneath their guardianship.

● The Sundering
The Fall of Mordred
Raised in shadow and whispered lies, Mordred learned the half truth of his bloodline.
Where Arthur’s Relic answered harmony, Mordred’s answered wrath.
He bound himself to a Grail twisted by bitterness and ambition — its sigils blackened, its light thorned and cruel.
His betrayal shattered the Round Table.
The Battle of Blackroot Vale
The first great clash of Relic against Relic tore open the earth.
Sacred forests were reduced to ash.
Rivers steamed and fled their banks.
The sky itself split with burning sigils.
The scars of Blackroot Vale remain — a place where no birds sing.
Morgana’s Awakening
A child born with innate power of the world forgotten, raised to be loved and understood. Her jealousy of her “sister” and the lover she longed for pushed her to the path of power. 
She sought the forgotten magic of the world.
In her grief and fury, she tore at the veil of reality itself — summoning beings of arc-light and witchfire, reshaping the land, and calling back echoes of a world that existed before kings.
● The Shattered Era 
The Grail War Rekindled
Camelot lies broken. The Round Table is dust.
Now each Warlord rules a fractured dominion, their Relic-bound legions sworn to banners of vengeance, survival, or dominion.
Ancient alliances are ash.
Knights Reborn
New champions rise. Some swear fealty to fallen crests. Others claim Relics that have slumbered for centuries, forging new paths in a divided Albion.
The Grail calls still.
The Weakening Seal
Deep beneath the ruins of Tintagel, older than Camelot… older even than the first awakening at the Tor…
Something stirs.
It is not a Relic.
It is not bound by sigil or oath.
And it waits for the final reckoning.
The war for Albion has begun anew. Your choices will shape whether the Relic Age ends in restoration… or ruin.
[bookmark: _exkl5qsg20r]3. Army Composition and Points System
Each player builds a Lance (army) with a total points cap of 125 pts for balanced play.
· Composition: 1 Warlord + 2–4 Squads (2 commons baseline; replace 1 common with an elite signature by sacrificing 1 Command Point for game duration).
· Points System: Double-digit values for simplicity. Commons are affordable fillers; elites are premiums. Total Lance ~100–150 pts.
· Unit Structure
· A Squad consists of multiple Models. 
· Each Model has its own Core value. 
· Damage is assigned to a single Model at a time. 
· When a Model reaches 0 Core, it is removed. 
· A Squad is destroyed when all Models are removed.
[bookmark: _yf6u1ysit2jd]Warlord Points
[bookmark: _ksiiv6aes5zl]Light Faction (Camelot)
· King Arthur (Excalibur-Class): 60 pts
· Sir Lancelot (Argent Storm-Class): 55 pts
· Merlin (Arc-Tech Diviner-Class): 50 pts
· Lady Guinevere (Aetherborn-Class): 52 pts
[bookmark: _fm1c33j0vlp8]Dark Faction (Fallen Albion)
· Mordred (Black Thorn-Class): 60 pts
· Morgana (Witchfire-Class): 50 pts
· Sir Agravaine (Bloodhowl-Class): 55 pts
· The Green Knight (Verdant Doom-Class): 58 pts
[bookmark: _70s8b8bmsrms]Squad Points
[bookmark: _jgilhrdhl24d]Light Commons (Shared)
· Grail Foot Knights (Melee Infantry): 25 pts
· Grail Archers (Ranged Infantry): 20 pts
[bookmark: _tlku0moh7tqr]Light Elites (Signatures)
· Knights of the Round (Arthur - Melee): 40 pts
· Silver Lancers (Lancelot - Shock Cavalry): 42 pts
· Arc Sentinels (Merlin - Ranged Support): 38 pts
· Rose Guard (Guinevere - Support Infantry): 40 pts
[bookmark: _fu5atpjecvju]Dark Commons (Shared)
· Shadow Blades (Melee Infantry): 25 pts
· Flame Wraiths (Ranged Infantry): 22 pts
[bookmark: _9ul41nqeb5xh]Dark Elites (Signatures)
· Thorn Guard (Mordred - Melee): 40 pts
· Shadowflame Cultists (Morgana - Ranged): 35 pts
· Ravagers (Agravaine - Berserker): 42 pts
· Rotwood Reapers (Green Knight - Stealth): 40 pts
[bookmark: _j74dlchjbpum]Special Summoned (No Points; Ability-Based)
· Fallen Knights (Mordred Ultimate - Melee): Summoned only.
Building Tips: Mix commons for versatility, elites for synergy. Squads gain +1 Resolve adjacent to Warlord.
[bookmark: _id7ralgtaprt][bookmark: _9ag6ql4oi1cv]4. Game Rules (Version 3.2)
Setup and Scale
· Players: 2 (expandable to 4).
· Table: 3x3' or 4x4' with terrain (ruins, forests—50% coverage recommended).
· Deployment: Alternate placing units in zones 6" from edges.
[bookmark: _gjjtfyfspxn]Turn Sequence
· Initial Roll: (Start of Game) Roll 1d6 + Command Score. Winner chooses to go first or second
· Activation Phase: Alternate activating units (warlords, squads)
· When activated, a unit may:
· Move and Attack 
· Attack and Move 
· Move twice 
· Use an Ability

· Movement (Stride)
· Infantry: 6".
· Warlords: 6–8".
· Special Ability
· Aura – in play all the time
· Power – use once per turn: costs 1 command per use
· Ultimate – use once per game: costs 3 command
· Command points – regain 1 point at beginning of turn
· Command points may not exceed character starting stat
· Difficult Terrain: -2"; Grail Engines ignore minor (e.g., vines, small water).
· Climbing: half for vertical (-2” for small walls)

Combat Resolution – Unified (Melee & Ranged)
1. Declare Target
· Ranged: Confirm Range and Line of Sight (LoS). Can not target engaged units.
· Melee: Must be in base contact. May declare a Charge (double Stride into melee).
2. To Hit
· Roll your unit’s Strike Dice.
· Each die ≥ target’s Aegis = 1 hit.
· Critical 6 = ignore saving roll
 Modifiers:
· +1 to hit if Charging (melee only)
· -1 if attacker moved (ranged only)
· -1 if target is in Cover (ranged only)
· If at least 50% of a model is obscured by terrain from the attacker's point of view, it gains Cover
· Each surviving model uses its Strike Dice when attacking.
· Example: 4 Foot Knights = 4d6 or 2 surviving Foot Knights = 2d6
3. Saving Throw
· Target rolls 1d6 per hit.
· Success = result ≥ Shell Integrity
· Critical hits (6s) ignore saves for both melee and ranged
4. Apply Damage
· Each unsaved hit deals 1 damage to the target's Core
· Units at 0 Core = destroyed.
[bookmark: _zeu2jax6svs0]Defense and Morale
[bookmark: _1trkzmlvd68k]Defense Stats 
· Aegis – To-Hit threshold (e.g., 4+).
· Shell Integrity – Armor Save 
· Core Stability – Hit points.
[bookmark: _pcunpnce3zso]Morale (Resolve System) for squads
When a squad loses half or more of its models, roll 1d6. If the result is lower than the squad's Resolve value, the squad becomes Shaken. (Shaken, lose 1 action during turn)
[bookmark: _hdww8gt4xvi4]Special Actions (Invoke = 1 command point)
Each Warlord begins the game with Command Points equal to their Command stat
· Charge: Double Stride + strike.
· Warlord commands 1 whole squad for extra movement and attack
· Brace: +1 Aegis.
· Warlord commands 1 squad to stand their ground; losing movement but gaining defense
· Overwatch: Ranged reaction.
· Gain +1 to dice roll for ranged squads that didn’t move
· Rally: Recover morale
· +1 added to value of morale dice roll
· Optional: Spend 1 command per turn to flare aura (+3" to Aura range, risk overload: 1d6 1 = lose 1 Core to the Warlord).
[bookmark: _efre9l1y13w2]Victory Conditions
· Sacred Objectives: Control more grail sites by Turn 5.
· Annihilation: Total destruction of the Lance.
[bookmark: _gll1tya00xsb]5. Warlord Profiles
All Warlords have Grail Presence. Auras: Divine emanations
· Aegis = Hit Target Number 
· Shell = Armor Save 
· Core = Health 
· Resolve = Morale 
· Command = Command Points Available
· Strike = Attack

[bookmark: _yf3tk5mof048]Light Faction (Camelot)
[bookmark: _jb662cpw69c]King Arthur – Excalibur-Class
Role: Frontline Commander

Stride: 6” | Aegis: 3+ | Shell: 3 | Core: 6 | Command: 4 | Resolve: 3+ | Points: 60
Strike: 3d6 (Excalibur) single target
Aura: Allies within 6” reroll 1s.
Power: Blade of the Lake (strike 3 adjacent, ignore Shell, 3d6 per target).
Ultimate: King’s Command (free action for allies within 9”).
[bookmark: _np6i4wxuov2h]Sir Lancelot – Argent Storm-Class
Role: Agile Duelist
Stride: 8” | Aegis: 4+ | Shell: 2 | Core: 5 | Command: 4 | Resolve: 3+ | Points: 55
Strike: 3d6 (Twin Blades) Single Target
Aura: +1 strike die for allies within 6”.
Power: Storm Dash (move through 3 enemies, strike each, 8” total distance). 
· Roll 1 strike dice per enemy
Ultimate: Blink Step (teleport 10”).
[bookmark: _wqhvei5bha4]Merlin – Arc-Tech Diviner-Class
Role: Support Mage
Stride: 6” | Aegis: 4+ | Shell: 2 | Core: 4 | Command: 5 | Resolve: 3+ | Points: 50
Strike: 2d6 (Arc Staff 8”) Single Target
Aura: +1 Shell vs. ranged attack for allies within 6”.
Power: Temporal Shift (1 bonus action for ally within 9”).
Ultimate: Arc Reversal (undo damage/move for 1 unit).
[bookmark: _8bs3sbjskseq]
[bookmark: _q5hhuij2d69n]Lady Guinevere – Aetherborn-Class
Role: Morale Commander
Stride: 7” | Aegis: 4+ | Shell: 2 | Core: 5 | Command: 4 | Resolve: 2+ | Points: 52
Strike: 2d6 (Energy Glaive) Single Target, melee
Aura: Allies within 6” auto-pass Resolve
Power: Rallying Cry - Friendly units within 8" gain +1 Strike Die until the end of the turn
Ultimate: Royal Resurgence (revive 1 full squad at 50% Core within 6”)
[bookmark: _kwxcogxyn2cw]

[bookmark: _nnz9kt30mo3e]Dark Faction (Fallen Albion)
[bookmark: _qmc6ua914l2f]Mordred – Black Thorn-Class
Role: Anti-Hero Commander
Stride: 6” | Aegis: 3+ | Shell: 3 | Core: 6 | Command: 4 | Resolve: 3+ | Points: 60
Strike: 3d6 (Thorn Blade) Single Target
Aura: Enemies within 6” -1 to Resolve
Power: Shadow Thorns (strike 12”, ignore LoS, -1 Shell lasts 2 turns)
Ultimate: Fall of Camelot (summon Fallen Knights within 6”)
[bookmark: _cl72fabypua0]Morgana – Witchfire-Class
Role: AoE Caster
Stride: 6” | Aegis: 4+ | Shell: 1 | Core: 4 | Command: 4 | Resolve: 3+ | Points: 50
Strike: 2d6 (Witchfire) ( 8”, AoE, 3” circle) Multi Target
Aura: Enemies within 6” -1 ranged To Hit
Power: Witchfire Surge (2d6 to all in 4” radius)
Ultimate: Possession (control enemy squad 1 activation)
[bookmark: _61mgbjy835c6]Sir Agravaine – Bloodhowl-Class
Role: Berserker
Stride: 6” | Aegis: 4+ | Shell: 2 | Core: 5 | Command: 3 | Resolve: 3+ | Points: 55
Strike: 3d6 (Twin Claws) Single Target
Aura: Allies +1 melee die within 6”
Power: Frenzied Onslaught (+1 strike die per adjacent enemy, max +3)
Ultimate: Unrelenting Rage (can't drop below 1 Core this round)
[bookmark: _v4t47zak41ef]The Green Knight – Verdant Doom-Class
Role: Regenerator
Stride: 7” | Aegis: 4+ | Shell: 2 | Core: 5 | Command: 4 | Resolve: 3+ | Points: 58
Strike: 3d6 (Verdant Axe)
Aura: Enemies within 3” roll 4+ or slowed (halve Stride)
Power: Regrow the Flesh (heal 2 Core)
Ultimate: Deathless Oath (return at half HP within 12” next round)
[bookmark: _agy49m7tlids]

[bookmark: _bvu5azj8scta]6. Squad Profiles
· Aegis = Hit Target Number 
· Shell = Armor Save 
· Core = Health 
· Resolve = Morale 
· Strike = Attack

Light Commons
[bookmark: _jcf4qhebrln5]Grail Foot Knights (Melee)
Stride: 6” | Aegis: 4+ | Shell: 1 | Core: 1 | Resolve: 4+ | Strike: 1d6 (Sword) | Size: 4 | Trait: Steady (+1 Shell adjacent to ally) | Points: 25
[bookmark: _jyly9ty5meds]Grail Archers (Ranged)
Stride: 6” | Aegis: 5+ | Shell: 0 | Core: 1 | Resolve: 5+ | Strike: 1d6 (Bow, 12”) | Size: 4 | Trait: Precise (+1 hit no move) | Points: 20
[bookmark: _rwovmahluubz]Light Elites
[bookmark: _tvmwuajzcg3b]Knights of the Round (Arthur - Melee)
Stride: 6” | Aegis: 4+ | Shell: 1 | Core: 2 | Resolve: 3+ | Strike: 2d6 (Sword) | Size: 3 | Trait: Shield wall (+1 Shell within 6” to Arthur) | Points: 40
[bookmark: _lqt8xl2cr1oy]Silver Lancers (Lancelot - Shock)
Stride: 8” | Aegis: 4+ | Shell: 2 | Core: 2 | Resolve: 3+ | Strike: 2d6 (Lance) | Size: 3 | Trait: Lightning Reaction (immune Overwatch within 4” to Lancelot) | Points: 42
[bookmark: _rljy7cvhbw56]Arc Sentinels (Merlin - Ranged)
Stride: 5” | Aegis: 4+ | Shell: 1 | Core: 2 | Resolve: 4+ | Strike: 2d6 (Arc, 10”) | Size: 3 | Trait: Arc Shield (ignore ranged once when 4” to Merlin) | Points: 38
[bookmark: _k8jdhzc21yzv]Rose Guard (Guinevere - Support)
Stride: 6” | Aegis: 4+ | Shell: 1 | Core: 2 | Resolve: 3+ | Strike: 2d6 (Glaive) | Size: 3 | Trait: Honor Guard: While within 6" of Guinevere, the Rose Guard gain +1 Shell. | Points: 40
[bookmark: _bgpzqvaklt6v]Dark Commons
[bookmark: _u1jzvoziexb8]Shadow Blades (Melee)
Stride: 6” | Aegis: 4+ | Shell: 1 | Core: 1 | Resolve: 4+ | Strike: 1d6 (Blade) | Size: 4 | Trait: Vicious (heal ally 1pt on enemy kill) | Points: 25
[bookmark: _n98y029fl1lg]Flame Wraiths (Ranged)
Stride: 6” | Aegis: 5+ | Shell: 0 | Core: 1 | Resolve: 5+ | Strike: 1d6 (Flame, 8” AoE cone) | Size: 4 | Trait: Spreading (hits adjacent enemy) | Points: 22
[bookmark: _4vycth1knyg4]Dark Elites
[bookmark: _a3pd4y4ggyek]Thorn Guard (Mordred - Melee)
Stride: 6” | Aegis: 4+ | Shell: 2 | Core: 2 | Resolve: 4+ | Strike: 2d6 (Blade) | Size: 3 | Trait: Blood Tribute (-1 enemy Resolve near Mordred) | Points: 40
[bookmark: _7brtoeuxiydh]Shadowflame Cultists (Morgana - Ranged)
Stride: 6” | Aegis: 5+ | Shell: 0 | Core: 2 | Resolve: 5+ | Strike: 2d6 (Single target 8” ) | Size: 3 | Trait: Burn (splash 2” on enemy per turn) | Points: 35
[bookmark: _1i6ukiwwc29i]Ravagers (Agravaine - Berserker)
Stride: 6” | Aegis: 4+ | Shell: 2 | Core: 2 | Resolve: 3+ | Strike: 2d6 (Claws) | Size: 3 | Trait: Frenzy (+1 strike die post-Resolve save; max +2 with Agravaine on field) | Points: 42
[bookmark: _sk2op4dtoqoj]Rotwood Reapers (Green Knight - Stealth)
Stride: 7” | Aegis: 4+ | Shell: 1 | Core: 2 | Resolve: 4+ | Strike: 2d6 (Blade) | Size: 3 | Trait: Vanish (move post-attack 3”) | Points: 40
[bookmark: _swcfrwdm90u9]Special Summoned
[bookmark: _yoguzt3e1qdv]Fallen Knights (Mordred Ultimate - Melee)
Stride: 6” | Aegis: 4+ | Shell: 2 | Core: 2 | Resolve: 4+ | Strike: 1d6 (Blade) | Size: 2 | Trait: Faded Tribute (heal Mordred/ally 1 core on enemy kill, 1 pt per turn)
