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World Tour
The world of Wolsung is an alternate version of our own world in the late 19th and early 20th century, strongly 
influenced by adventure novels, action movies, video games, and comics. It contains enough familiar elements 
for you to feel right at home, while also not skimping on novelty. There are plenty of surprises in store for your 
play sessions.

„The world is changing rapidly. The Great War has contributed to enormous advances in science and the emergence 
of a new kind of magic – the Magic of Steam. The greatest of all inventions, the steam engine, has become 
the symbol of our brave new era.

With the rise of giant factories, the age of mass production has begun. Cheap, high-quality products are available 
to everyone, not just the rich, popularizing the recent scientific achievements. Steamobiles zoom along the streets, 
the Metropolitan Rail network entangles the entire globe, trains riding their tracks both under- and aboveground, 
luxurious steamers provide comfortable cruises to overseas colonies, and the sky is filled with majestic airships. 
The infrastructure of great cities provides a standard of living beyond the reach of our ancestors. Gas lamps 
illuminate our houses, while pneumatic mail enables quick communication between any addresses in the city. 
Metropolises communicate via the crystalograph network.

Magic has entered universities and schools, no more a plaything for a select few, becoming a working tool of every 
educated person. Thanks to the work put in by geomancers, buildings of today are built in such places and using 
such materials that the structures’ energy flow harmonizes with their purpose. As a result, hospital patients heal 
faster, parks provide better rest, and gaining knowledge at schools is more pleasant. Alchemists have moved out 
of cramped basements in favor of modern laboratories and factories. Golems are being utilized more and more 
extensively, and the brilliant minds of cabalists and numerologists have created the first mechanical calculating 
machines.” 

Excerpt from „Know Your Nation” – a textbook for elementary school first-graders.

Victorian Fantasy
The game world is a magic-infused version of our 19th 
century, in which Victorian ladies and gentlemen are 
derived from fantasy and mysterious magic is intertwined 
with amazing steam technology.

Steamobiles zoom along the streets, luxurious steamers 
provide cruises to overseas colonies, and majestic airships 
slice across the sky. Magic, hand in hand with technology, 
provides the world with steam golems, cabalistic counting 
machines, and fearsome iron dragons.

The Wolsung universe is full of challenges. Mysterious 
temples and wild native tribes await intrepid explorers 
in uncharted jungles. The undead still lurk in the sewers 
beneath the city – a horrifying relic of the Great War. 
Mad scientists and evil geniuses plot their dastardly plans.

Technology and Magic 

Despite being remarkable inventions, devices created 
with the use of New Magic have become commonplace 
for the Vanadian people. Skyscrapers compete with 
factory chimneys in the race towards the sky in the sprawling, 
bustling cities. On the crowded streets, the last remaining 
carriages give way to shiny, noisy steamobiles. The sky 
is filled with majestic airships and small, agile postal 
wyverns. The ground is riddled with mine shafts, canals, 
sewer pipes, and geomantic chambers.

Seas are littered with military leviathans, transoceanic 
palace ships, mana extraction rigs, transport steamboats, 
and luxurious yachts. Even waters depths hide fewer and 
fewer secrets, as submersibles keep diving deeper and 
deeper. The railway system arrives in the colonies, followed 
by civilization. The world has been tamed.

Thanks to efficient postal and crystalograph services, 
information now circulates faster between continents 
than between cities in pre-War times. Gas lanterns 
illuminate streets and homes, and the power of steam 
provides heat and power to household appliances.
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„I consider this omnipresent optimism to be very premature. The war has left much greater scars that the authorities 
are willing to admit. They seem to completely downplay the fact that an enormous stretch of Wotanian land – 
one along the Aquitanian border, where the greatest battles of the recent conflict took place – has been completely 
and irreversibly destroyed. During the final stage of the trench warfare, this area has been subjected to radiation 
of an intensity exceeding 700 thaums, and 20 tons of shells have been dropped per square yard! When we put 
the deaths of thousands of soldiers into consideration, one should not be surprised by the severe disturbances in 
the structure of the Astral that have permanently warped the land. Vegetation will never return to most areas, 
and energy flow disturbances are so enormous that even airships extend their routes by more than 100 miles in 
order to avoid these locations. (...)” 

Excerpt from the controversial book „The Lands of Havoc” by Sir Jonathan Glimpshire 

Communication 
Networks of pneumatic mail (commonly called „pneuma”) 
cover every major city. It works by putting a capsule with 
the letter into a feeder. Compressed air pushes it into 
a system of pipes, where a complex system of switches 
reads the position of the capsule’s serrated rings, directing 
the package towards the selected number. In big cites, 
such as Lyonesse, letters normally reach their destinations 
within two hours. Intercity pneuma lines are not deemed 
as economically viable yet.

The radio makes use of the unique properties of crystals, 
which start throbbing under the influence of mana, 
spreading the Astral’s vibrations and evoking a similar 
effect in all nearby crystals. The limited effective range 
of this phenomenon, reaching only several miles, necessitates 
the construction of a dense network of transmission 
masts. Radio receivers are slightly larger than an average 
cupboard and require their own power supply.

The crystalograph operates on the same principle as 
the radio, but its purpose is long-distance communication, 
not entertainment. It lacks a main transmitter, and its 
transmission masts do not form a network, but branching 
lines that end with transceiver apparatuses. The message 
travels from station to station until it reaches a receiver, 
where i t  i s  automat ica l ly  recorded on paper. 
Crystalographs are used mostly by companies, 
particularly newspaper agencies. Messages can also 
be sent and received in select post offices.
The cinema is adored in a borderline hysterical manner, 
and famous actors are treated as national heroes. Every 
backwater town tends to have some kind of projection 
space, even if it is just a rented out school assembly hall, 
the screen is nothing but a white sheet, and all the films 
are silent. Cinemas in metropolises are true temples of 
entertainment, overf lowing with gold, velvet, and 
glistening marble. Here, the films are colored by hand 
and accompanied by a soundtrack recorded on perforated 
tapes, played on only the highest-quality speakers.

Transportation 
Steamobiles are probably the most popular mode 
of transport today – the steam-powered vehicles 
have conquered the roads all over Vanadia. They are 
now modern and stylish vehicles, no longer the awkward 
pre-war horseless carriages from the past. Steamobiles 
are fueled by alchemically enriched coal briquettes. Before 
driving off, one needs to be mindful to take some time 
to heat up the boiler and fill up on water. Then, it is 
enough to keep an eye on the pressure gauge and activate 
the briquette feeder every once in a while by pulling 
the appropriate lever. A sizable network of service stations 
lets drivers clean out the hearth, as well as quickly replenish 
fuel and water. The major stations also provide all necessary 
repair services.

The railway is irreplaceable for long-distance journeys. 
Its passenger lines connect all major cities and allow to 
journey across Vanadia in less than two days, including 
stops at the stations. The comfort level varies from simple 
wooden benches in third class suburban lines to velvet-
lined lounges in long-distance express routes.

Metropolitan Rail – due to the widely known elven 
sensitivity to iron, the first railway lines connecting 
Lyonesse with nearby towns were constructed underground. 
This is how the famous Underground Metropolitan Rail 
came to be, which has inspired many similar enterprises 
in other capital cities. Even today, the Alfish railway lines 
lead though mostly unoccupied areas, and stations are 
built outside the cities or in the suburbs.

Mechanical animals are a peculiar type of golems. Faster 
and stronger than their live counterparts, they possess 
a very rudimentary level of self-awareness and intelligence. 
In spite of that, however, they are more than capable of 
understanding and executing relatively complex commands 
and are well suited for performing tasks unfit for steamobiles. 
The most common mechanical animals are horses and 
oxen. The former are used by elite police units in most 
countries, while the latter are mainly utilized for farming 
in hard to reach areas.
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Behemoths are huge, heavily armored multi-legged combat 
golems invented during the Great War. They are over 16 
feet tall, equipped with state-of-the-art cannons, and require 
a crew of six to ten. Today, these golems form the core 
of armor divisions of almost every army in the world.

Wyverns are flying machines based on their live counterparts. 
Like all mechanical animals, they possess a kind of 
rudimentary consciousness implanted by golemologists. 
Quick, maneuverable and fickle, the biggest among them 
can accommodate even up to six passengers. Wyverns 
are most commonly used by courier companies for delivering 
express packages and mail. When an experienced pilot 
takes charge one of one of these machines, it turns into 
a deadly weapon.

Airships, thanks to air elementals trapped inside 
the balloons, beat the faster and more agile wyverns in 
terms of load capacity, range, and flight ceiling. Running 
between capital cities and overseas colonies, they are 
capable of transporting hundreds of passengers in luxury.

Lyonesse 
A pearl among cities – that is how the greatest metropolis 
in the world is usually described. Lyonesse is located on 
a meander of the river Theter. Along with the suburban 
areas within its administrative borders, it is nearly 800 
square miles in size. Lyonesse took full advantage of each 
and every day of its two-thousand-year-old history, becoming 
the greatest metropolis in the world. The river separates 
the illustrious palace of Queen Titania, the parliament 
building, and the skyscrapers in the Tintagel District 
from the smog-ridden slums of Bridgebank.

The capital of Alfheim is a city of universities, museums, 
art galleries, textile workshops, docks, ironworks, and 
factories. It is a center of the film industry, the last harbor 
for immigrants from all corners of the world, a great 
melting pot of religions, cultures, and cuisines. A city of 
commerce, art, crime, wealth, and poverty. A city of 
wonders. A city of contrasts. The city of cities.

The City in the Fog.

First Impressions 
Newcomers from the continent will immediately notice 
the truly elven approach to spatial planning. Towering 
buildings surrounded by green gardens, parks, plazas 
with comfortable benches, and ponds built just to place 
quaint bridges over them. At least that is the case in 
the wealthier districts. The less representative areas 
are considerably more crowded and foul-smelling. 
Tenement houses fight for every square inch, sinking 
slowly into the swamplike ground.

There are four natural lakes within the city’s administrative 
borders. The famous Astrological Observatory was built 
on the shores of Fishbone Lake. Many young gentlemen 

have taken a fondness for Lake Ferret and like to 
arrange their bloody duels on its shores at least once 
a month. Fairy Pond, in turn, starred in more movies 
than Eleni Blumchen and Baldwin de Rouke put 
together! And finally, there is the rather small Municipal 
Lake, which is where the annual national swimming 
competition takes place. Other than that, most parks 
are perfect for a boat trip. The Earl’s Park management 
is proud of its crystal clear waters, and the Shangese-style 
ponds in College Park are famous for their oriental giant 
catfish. Representatives of foreign intelligence agencies 
traditionally hold meetings while feeding the ducks of 
the Aquarium – the pond in the Botanical Gardens, as 
seen on postcards.

Any popularity contests would probably be won by 
the Abbot’s Gardens, picturesquely located next to Theter 
itself. It is here where the various cultural or sports events 
take place. Baroness Nimblewist’s charity concerts are 
held in the beautiful Regency-era conservatory, with 
a skating rink constructed in front of it for all to enjoy. 
The other city parks are no less popular: the Botanical 
Gardens, the Royal Park, or the Lyonesse Zoo.

Let us not forget about the river dividing the city. Despite 
the Old Father being stitched together by nearly a dozen 
bridges, more than ten ferry corporations operate in 
Lyonesse. Dozens of Shangese junks and refitted Serenian 
gondolas float between Pothill, Quirinale, Jaksun Town, 
and Uldnesse, hauling their passengers along Theter 
between charming restaurants and gambling houses.

Lyonesse is the quintessential city. It has elements from 
Ankh Morpork, Cyberpunk’s Night City, Marvel comics’ 
New York City and, above all, Victorian London. There 
is no point in describing all the districts. If you feel 
the need for any specif ic kinds of scenery, amazing 
locales, strange communities, then simply add them 
in. Rest assured that they have always been there – you 
simply never left the metropolitan rail at that station.

The Tintagel District is the City of London, with its 
skyscrapers that are somewhat reminiscent of the Empire 
State Building. All major crimes are investigated by 
Alven Yard. The Fog that sometimes envelops the city 
is a magical phenomenon – wayward pedestrians or 
even entire buildings do get lost in it every now and 
again.
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Imperialism and progress are key words for Lyonesse-
based heroes. Lyonesse is the most modern of cities 
and the heart of a vast colonial empire. Spending a year 
here is akin to visiting half the world. Growing up in 
Lyonesse is an experience like no other. In this city, mere 
street urchins witness wonders on a daily basis, wonders 
that would not even occur to even the most educated 
Wotanian citizens.

People talk constantly in Lyonesse, at any time, in all of 
the languages of the world. They whisper in the foggy 
docks, pontificate in the university auditoriums, sing 
over mugs of dark beer, gossip over gin and pickled eggs, 
testify in police stations, chat in clubs over brandy and 
cigars, flirt in lounges and theater loges.

They exchange opinions on whether having eleven bridges 
over Theter is enough or not, comment on the latest 
delivery of colonial goods to d’Arrots, meet up for 
the opening of the Museum of Golemic Figures, complain 
about the influx of immigrants, laugh at cartoons in 
the daily newspaper, and toast to the Queen’s good health.

Nobody seems to talk about the hundreds of thousands 
homeless people, poor living conditions of laborers, 
curious accidents at the docks, prostitution, drunkenness, 
or crime among minors. Nobody comments on the fact 
that not even several years’ worth of Alven Yard’s 
investigations could put the stop to the Butcher of 
Lyonesse. Nobody stops to think whether absinthe, lotus, 
and laudanum are truly the best medicine against 
melancholy and various anxieties of urban life.

Demographics 
Each year, thousands of people from Alfheim, Vanadia, 
the imperial colonies, and the rest of the world pack up 
and move to Lyonesse. The population of this melting 
pot of nations grows at an alarming rate and has doubled 
in the last century, reaching a staggering seven million 
inhabitants (as per data provided by the latest census). 
However, the amount of people staying within the capital’s 
administrative borders during the day is nearing ten 
million. The additional three million 

consists mostly of residents of neighboring towns 
seeking temporary employment in the city of opportunity.

The Pearl’s social diversity is incredible, truly the world 
in a nutshell. Dekanians, Windians, Mictlans, gnomes 
from Ultima Thule... Every race, every nation, every 
possible language is represented. Dreaming of a twelve-
course Shangese-themed feast? Not a problem. An 
Atmanian rug? Send a pneuma to Potrhap’s Colonial 
Goods Store on 1 Goosfare End, Kingsplace, and an 
obliging clerk will send your desired product by a courier 
within fifteen minutes. Perhaps you are in the mood 
for smoking some genuine Dekanian lotus? This exquisite 
delicacy can be found at the smoking den in Jaksun 
Town, a drive to which will take you no more time than 
is necessary to warm up your steamobile’s boiler. Gnomish 
dancers? Dwarven strippers? The most luscious gentlemen 
escorts straight from Dekan? Easily found! Better worry 
how you are going to pay.

Everything can be found here, and I mean 
EVERYTHING.

Society

Here are a few social phenomena that contribute to 
the unique atmosphere of Lyonesse: 

Elven monarchy – Alfheim is ruled mostly by elves, 
although members of other races are not prohibited from 
taking up public office. It is just that the selection criteria 
created by the long-lived race do not take human biology 
into consideration. In order to apply for public office, 
one must be a respected person of the „appropriate” age 
of ninety. This age census can be overridden only by 
passing several extremely difficult state exams.

Brass and creidnallen – the elven allergy to iron has 
a tremendous impact on design, industry, and technology. 
Non-ferrous and precious metals, mother of pearl, silk, 
and wood are industry’s favorite finishing materials, as 

Heroes
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steel or iron objects are considered plebeian. For the very 
same reason the iron railway runs its routes away from 
noble mansions, and the Metropolitan Rail in the capital 
is hidden deep underground.

Empty chairs – elves do not die of old age. This simple 
fact turns the law of succession upside down and 
complicates the formal status of several public offices. 
Many young noblemen are not the lawful owners of their 
estates, but only „manage” them on behalf of their 
Dreaming parents or grandparents. Chairs in many 
offices are signed with names of employees being absent 
for hundreds of years – various assistants and attorneys-
in-fact being used as their „temporary” replacements.

Buried alive – grand elven mausoleums in the Kingsplace 
Green cemetery feature bells that can be activated from 
the inside. This is used in case any of the elder Dreamers 
wake up. This is fashionable to the point where even 
non-elven eccentrics have bells installed in their coffins, 
just in case. Rumor has it that some of the bells are 
inactive, as there are some families who are not too keen 
on meeting their dear old Dreamer relatives again.

Nanny for life – elven girls from rich families are fed 
by wet nurses, often along with human girls, who are 
destined to become their companions. Humans mature 
much more quickly, so when the elf learns how to walk, 
her milk-sister can watch over her by becoming her 
governess. When the miss starts school, her confidante 
is already an adult and able to take care for her ward’s 
education, shifting her role from teacher to chaperone 
as years go by. When the young elven lady is ready to be 
introduced into high society, her human companion 
retires.

Big brothers – ogres born into wealthy families are 
usually illegitimate and are quickly removed from 
the public eye. Disowned by their families, they are cut 
off from any sort of inheritance. Halflings are exceptions 
here – every child born to a halfling mother is considered 
a halfling. Even though the little one grows to be a nearly 
seven-feet-tall giant, to his family he is a brother and 
cousin, and woe unto anyone who has any objections.

Hat and gloves – the pale complexion of the elves as 
well as the dwarven sensitivity to the sun has only reinforced 
the belief that civilized people ought to keep their bodies 
covered. If conditions allow, ladies and gentlemen tend 
to wear hats, be buttoned up to the neck, and take off 
their gloves only during meals. Nudity befits only savages.

The hidden world of servants – an efficient household 
requires at least a dozen servants. Nobody even notices 
this in a well-managed house. Servants have their own 
entrance, narrow service corridors run inside the walls 
connecting the kitchen with individual rooms, and there 
are doors hidden behind illusions that allow the servants 
to change the owner’s sheets during his or her absence. 
A competent majordomo can program golems, and 

a qualif ied head maid knows the spells to control 
the house sprites. Liveries enchanted with invisibility 
and trays imbued with rudimentary levitation spells 
also prove useful during grander receptions.

Districts of Lyonesse
Historical Lyonesse 

Here lies the true heart of the Empire: Uldnesse, Queenston 
and Uldport with the Isle of Dogs. These are the oldest 
districts of the city. The Queen’s palace as well as 
the Parliament and government buildings are surrounded 
by streets, squares, and parks. Everything here is Alfish 
to the very core: the five o’clock tea, lukewarm beer in 
pubs, red pneuma booths, quaint squares with benches, 
carriages, nice and even lawns, and the polite, subtly 
contemptuous distance with which the locals look at 
the rest of the world.

Why visit this district? 

Uldnesse, Queenston, and Uldport consist of museums, 
unique monuments, pubs, restaurants, colonial stores, 
charming squares, but also the most important institutions 
of the Empire. Every resident, tourist, or extraordinary 
hero will easily find an excuse not only to visit this district, 
but to never leave it.

Who can be found in the streets

Members of the Ash and Oak Club, monocled gentlemen 
in bowler hats, governesses with their wards, mounted 
police, newsboys, shoeshiners, florists, diplomats, traveling 
salesmen, tourists from the continent, newcomers from 
the provinces, servants from the colonies, young ladies 
with their chaperones, liveried butlers, government 
officials.

Pothill 
Beyond the distinctive red lacquered gates, there lies 
a completely different world. The colorful lanterns, 
the banners flapping in the wind covered with spidery 
writing, the fires burning under the woks, the enigmatic 
smiles on the locals’ faces – everything clearly points 
tothe fact that one has entered Shangtown. This is 
the district of shadow theater, dragon parades, jade 
f igurines, beautiful tattoos, and the most 
incomprehensible opera in the world.
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Why visit this district? 

Pothill offers experiences unattainable anywhere else 
in this hemisphere. Only here one can have century-

old wyvern eggs for lunch, get an enchanted tattoo, 
bet on dog and basilisk fights, visit a massage parlor or 
a black lotus smoking den, enjoy the sensual services 
of the best brothel in the city, learn the art of kung-fu 
and origami, or purchase a miniature bansai tree.

Who can be found in the streets

Rickshaw drivers, monks in saffron robes, geishas, porters 
in black pajamas, wise men with long beards and even 
longer nails, elderly mantis breeders, empty-eyed lotus 
smokers, ghostly black-haired girls, blind street musicians.

Quirinale 
Visitors are welcomed with rows upon rows of market 

stalls full of colorful, fragrant fruits and vegetables, clay 
vats with olives, and fish and seafood spread over crushed 
ice. Quaint restaurants lay their tables with checkered 
tablecloth and lure potential customers with the smell 
of spaghetti and minestrone. In Little Scylla, even dull 
Alfish houses look as if they were longing after the sunny 
south. This is a good place. Just remember not to bother 
any halflings wearing trenchcoats and fedoras.

Why visit this district? 
Going out for a meal here every now and again is 
definitely recommended, as few things can compare to 
Donna Fumadore’s homemade lasagna, or grilled 
calamari found in the Vendetta family’s trattoria. One 
could also visit here with more risky goals in mind: to 
seek allies for some less than legal business, investors 
interested in bold endeavors, or someone who would be 
willing to avenge some real or imagined injustice in 
exchange for a favor.

Who can be found in the streets
Servants carrying baskets full of pasta and fruit, cooks 
covered in flour, loud-mouthed fishwives waving smoked 
eels around, ogre porters, young halflings with killer 
mustaches and tipped hats, fresh corpses in the side 
streets.

Stableton 

When the sun is nowhere to be seen, despite it being 

noon, it means that you came upon Stableton. The district 
is eternally shrouded in a veil of black, acrid smoke 
coming from dozens of smelters, factories, rolling mills, 
forges, and workshops. The streets wind their way 
between pipelines and conveyor belts, houses cower 
beneath the brick chimneys and fiery mouths of blast 
furnaces. The cobblestones tremble to the rhythm of 
the giant machines. This is the dream of New Magic put 
into practice.

Why visit this district? 
Stableton is the district of invention and industry. It is 
here where people develop new technologies, test amazing 
machines, seek investors and partners for bold enterprises, 
and build laboratories and workshops. Crimes are routinely 
committed in the name of new technologies, plans get 
lost or change owners, and horrible accidents happen 
even to the most careful. As if that were not enough, at 
least one new mad genius tends to emerge from the smoke 
of Stableton each month.

Who can be found in the streets
Laborers, forge golems, scrap collectors, automatic trains, 
unloaded steamobiles, inventors, elven investors in airtight 
golemic litters, children playing in the slag heaps, drunk 
gremlins, geniuses of crime, saboteurs.

Svart Thule 
There is a separate, mysterious world hidden in the shadows 
of the District’s modern skyscrapers. Upon taking just 
a few steps, the atmosphere shifts rapidly. Shop signs 
written in runes, godi clad in black and red, silent 
silhouettes of golems, streets populated mainly by gnomes, 
the constant clatter of difference engines coming from 
office windows, houses numbered according to some 
kind of insane logic – everything here communicates 
the following to the visitor: „you are a stranger here.” 

Why visit this district? 
Svart Thule attracts visitors with secrets and specialized 
knowledge. Only here one can seek advice from the wise 
godi, or the difference engines. Specialists of many exotic 
fields can be found here, including experts on custom-
made golems, rune magic, cabalism, long-forgotten legends, 
and rare branches of the occult. Other then that, the best 
accounting, insurance, and brokerage offices are to be 
found right here.

Who can be found in the streets
One-eyed godi in ritual robes, hunched old women with 
their goats, tailors, officials with tech-abacuses and ink-
stained sleeves, giant clay golems, tiny mechanical golems, 
merchants, traveling salesmen, and lots and lots of gnomes.
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Tintagel District 

Majestic pediments made of sandstone, granite and 
marble, towering skyscrapers with windows made of 
Seren crystal, streets meticulously planned out by 
geomancers, multiple alleys and squares – it all adds up 
to a sublime symphony of modern, urban magic. An 
unending crowd of officials and the rich pours along 
the wide sidewalks and cobweb bridges that bind 
the towering buildings together. Here, in the heart of 
the world’s high finance, fortunes are made and lost.

Why visit this district? 
Simple – for money. In the District, one can find sponsors 
willing to invest in even the wildest expeditions and 
most insane research. Doing so would not necessarily 
require legal means. Bank vaults and millionaires’ 
collections await daring burglars. And where, if not here, 
could one run a truly spectacular scam? 

Who can be found in the streets
Officials, newsboys, messengers and couriers, hectic 
secretaries, ogre gatekeepers, redheaded heads of supervisory 
boards, millionaires in limousines, lost investors, white-
collar thieves, ruthless con artists, elven heirs, brokers, 
accountants.

Windbog 
The picturesque Lyonesse skyline is perfectly visible from 
the gentle hills of the Ferret Forest. Somewhere down 
the river, the District’s skyscrapers, Stableton’s chimneys, 
and the lonely Tall Tom emerge from the Fog and smog. 
But that does not matter here. In Windbog, the sun is 
always shining, the sky is forever blue, and the grass is 
greener. Between a game of golf and a hot air balloon 
flight, this is where one can finally unwind.

Why visit this district? 
Windbog offers an excuse to finally loosen up the corsets 
and stiff collars, and shout away all the frustration that 
the frantic 19th century inflicts on the anxious heroes. 
This is the perfect place for duels, turbulent affairs, bets 
over vast fortunes, and testing the latest in vehicle 
technology.

Who can be found in the streets
Gentlemen in linen suits and straw hats, ladies in horse 
riding gear, ogres with golf clubs, gnomes wearing aviator 
scarves and hats with goggles, elven maidens with tennis 
rackets, children in sailor outfits jumping rope, young 
men in racing steamobiles, couples on tandem bicycles, 
maidens riding unicorns.

Other Interesting Places 
Treecoven – the royal astrological observatory 
is located in the suburbs, exactly on the prime meridian. 
This makes the place particularly suitable for performing 
magic rituals.

Comedians End – the part of Uldnesse (the Old Town) 
known for its cabarets, pubs, and theaters, the most 
famous among which is the Hand and Mask pub, stuck 
in between two no less popular theaters that are locked 
in a customary rivalry with each other: New and Moon.

Ethnic districts – in Lyonesse, immigrants prefer to 
stick together. Everyone knows that Svart Thule 
is a gnomish ghetto, Jaksun Town is inhabited by 
immigrants from Dekan, dwarves from the continent 
live in the old Stableton factories, and Quirinale, famous 
for its halfling restaurants, is openly called Little Scylla, 
just as Pothill is called Shang Town.

Clairvale – this wealthiest, most luxurious district 
dominated by the aristocracy is full of mansions, lavish 
gardens, wide streets, secret love affairs, scandals, addictions, 
and far-reaching eccentricity. All it lacks is anything 
made of iron.

In the Fog 
The famous Lyonesse Fog is a phenomenon that is unique 
on a global scale. Although it has accompanied the city 
since time immemorial, no one has yet been able to 
formulate a coherent theory that could explain all 
the aspects of this anomaly. There have been suspicions 
that the Fog is a physical manifestation of the Astral’s 
ephemeral matter intruding the real world. This theory 
lacks concrete proof, however.

The Fog tends to haunt Bridgebank the most, but its 
appearances are by no means limited to just this single 
district. Although Theter’s right bank is usually more 
prone to foggy weather, the Fog tends to envelop the entire 
city at least once a year, its range extending to Bellville 
and Ferret Forest. These episodes can last anywhere from 
just an hour to even three full days.

The SUC
Hidden in the bowels of Lyonesse, there lies a machine 
built out of hundreds of linked difference engines. They 
call it the Subsystem of Ultrafast Calculations, and it is 
truly one of the greatest inventions of our time. And, 
according to skeptics, also one of the most alarming ones.



The Machine Hive 
The SUC is located in an indistinct building in 
between Svart Thule and the Tintagel District. Narrow 
hallways, winding staircases, and tiny, document-filled 
offices entangle the mechanical core of the structure. 

The SUC occupies the entire eight-story-high central 
hall and several basement floors. The building is riddled 
with crankshafts, switches, gears, conveyor belts, and 
pneuma tubes. When the Machine needs to be expanded, 
walls are demolished, closets moved, and employees 
resettled.

The constant, unrelenting, maddening clatter of gears 
and whizzing of transmission belts reaches all the corners 
of the building. Mana discharges that power data transfer 
pipelines emit rhythmic thuds from below ground, as if 
beats of a giant’s heart. Ventilation machines alternate 
between sucking up air into the structure and releasing 
hot steam outside. The building resembles a giant anthill, 
where official-looking termites bustle around the enormous 
bulk of a mechanical queen.

The Subsystem’s technical maintenance is performed by 
top engineer-cabalists from Svart Thule, who are mostly 
avid iterationists. Their work involves the efficient removal 
of mechanical defects, replacement of worn parts, and 
supervision over the inevitable reconstruction processes. 
Specialized, self-iterating differential algorithms have 
been commissioned to design the machine’s modules. 
This means the the SUK has been expanding by itself 
for about three years, without anyone’s control, following 
a plan only it knows.

Mechanical Bureaucracy 
The Subsystem of Ultrafast Calculations appeared of 
nowhere. No one remembers when the linked differential 
engines suddenly started working as a unified, efficient 
organism. The SUK collects the citizens’ personal 
information, facilitates the operation of dozens of minor 
public offices, and processes data from tax returns, 
the land registry, the civil registry office, and more. Simply 
put, it is a vital part of municipal bureaucracy.

An army of officials keeps feeding thousands of miles of 
perforated tape into the Machine, analyzing the mysterious 
hole patterns on the celluloid sheets, making decisions 
that affect the lives of millions of Lyonesse citizens.

The SUC’s influence grows with each passing day. The 
automatic semaphore system that is currently being tested 
in the Tintagel District is doing great at managing traffic, 
and it is only a matter of time before the entire city is 
covered by it. The SUC has been composing timetables 
for the Metropolitan Rail Supervisory Commission for 
months now. The Lyonesse stock market is fully reliant 
on the Machine to provide the necessary financial 
calculations. Alven Yard is warming up to the idea of 
having a centralized national criminal database. Golemic 
ravens venture farther and farther away from Svart Thule. 
On the SUC’s behalf, they watch Lyonesse from above, 
providing the Machine with a constant stream of 
information.

Thank goodness that the SUC is merely a huge, cold, 
unthinking machine, built only to closely adhere to 
the Cabalists’ commands. Right?
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What is Wolsung SSG?
The Wolsung Steampunk Skirmish Game is a miniature combat game, where clubs of extraordinary ladies and 
gentlemen, as well as shadowy organizations and agents of obscure powers, solve their disputes by blade and 

gunshot rather than discussion. Each game represents a point where paths of two or more such clubs cross, while 
they work on the same goal, but for opposite purposes. As such, the careful deduction and data gathering as well 
as social meetings that led them to this point are left for Wolsung Roleplay narrative; A game of Wolsung Skirmish 
represents the point where the outcome is decided by a keen eye, reflexes and a bit of luck.

Basic terms
Player: You. The person controlling the Models.

Allied Player: An Opponent who decides to help you 
in achieving the Scenario Victory Conditions. This may 
be decided by the Scenario or by negotiations during 
the game. In a 2 Player game there may be no Allied 
Player.

Opponent: Every other Player than you. 

This means that an Allied Player is always also an 
Opponent.

D6: A six-sided die with sides numbered from 1 to 6.

Success: A D6 roll of 4, 5 or 6.

Test: When a test is required, you need to roll a number 
of dice equal to the Characteristic the test calls for, and 
compare the number of successes either to a set number 
(Static Test) or another Player’s number of successes 
(Comparative Test)

Static Test: Any test that has a set difficulty number [x]. 
In order to succeed you need to achieve an equal number 
or more successes than the number in brackets.

Comparative Test: Most of the time Players will be 
asked to make Comparative Tests. Both the attacking 
and defending Player will test the required Characteristic 
of their Model. In order for the Active Model to 
succeed it needs to achieve an equal number or more 
successes than the number achieved by the Target 
Model.

Critical Hit: Successes over the required amount. See 
Damage, page 27.

Re-roll: A re-roll enables you to roll dice again. There 
are two types of re-rolls in Wolsung:

A test re-roll: For example, Beginner’s Luck. All or none 
of the dice rolled have to be rolled again.

A die re-roll: For example, Master Gunner. A number 
of dice can be rolled again.

In any case the result of the re-roll must be accepted even 
if it’s worse than the initial roll. You cannot re-roll dice 
that have already been re-rolled.

Measuring Distances: Distances between Models are 
measured in three dimensions. When checking the distance 
between Models, measure from the nearest edge of each 
Model’s base. Distance to Objects is measured to their 
closest external point, because they don’t have bases. 

Pre- measuring is allowed: you can check all distances 
at any time. For example, prior to declaring any Action. 

Measuring Movement: It is important to note that 
movement, unlike everything else, is measured in two 
dimensions, ignoring the vertical distance for the most 
part. When checking the distance for movement, measure 

“from front to front” of the Model’s base. A Model may 
not move vertically up or down more than its basic Move 
in inches unless Jumping or Falling.

1. The dice on the left are Successes. The dice on the right are not.
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Model: A Model is a physical representation of a character 
in Wolsung SSG. Heroes and Henchmen Models are 
always mounted on a base and any distances from or to 
a Model are measured to the nearest edge of its base.

Active Model: A Model that is currently making an 
Activation or Action.

This Model: A Model that is subject to the rule in 
question.

Friendly Model: A Model controlled by the Player or 
his or her Allied Player.

Enemy Model: A Model controlled by an Opponent.

Attacker: The Active Model or Object that is making 
an Attack against the Target.

Target: A Model or Object that is chosen as a Target of 
a Spell, Melee Attack or Ranged Attack, or Special Ability.

Living Model: All Models are Living Models unless 
described otherwise.

Non-Living Model: Models with this rule are not living, 
and therefore are not affected by effects which are applied 
to living Models only. Furthermore, LoS cannot be drawn 
to Non-Living Models in Deep Water. (Examples of 
Non-Living Models: Golems, Undead).

Object: A category for Vehicles, Devices, Objectives. 
These do not need to be mounted on a base - in this case 
all the distances to them are measured to their closest 
external point. If targeted with a Spell, a Ranged or 
Melee attack, they have a set Defensive Difficulty (DEF) 
that needs to be at least equalled to hit them.

DEF [x]: (DEFensive difficulty) This is the difficulty of 
a Static Test that an attacker needs to at least equal in 
order to succeed. It can apply to a Ranged Attack, Melee 
Attack or a Spell - a corresponding characteristic will be 
used by the Attacking Model.

For example, if a Device has a DEF [1] it means that 
the Attacker needs at least one Success to hit it.

Range: A distance in inches.

Terrain: See Terrain, page 36.

Elevated Terrain: See Elevation, page 37.

Base to Base contact (BtB): In order for the Models to 
be in BtB contact, the edge of the Model’s base needs to 
contact another Model’s base edge or its base vertical 
projection up to the height of the top of the Model’s 
head.

Line of Sight (LoS): An unobstructed straight line from 
one Model’s head to any portion of another Model’s 
body (ignoring weapons, hats, umbrellas, mechanical 
accessories and bases). Models have 360° field of vision. 
Models can  draw LoS through their and other models’ 
bases. 

Within: A Model is within Range, Template or Terrain 
if at least a portion of its base overlaps with the Range, 
Template or Terrain.

Completely Within: A Model is completely within 
Range, Template or Terrain if its whole base overlaps 
with the Range, Template or Terrain.

Template: An area of effect of a certain size and height, 
represented by a suitable marker. See Special Rules, page  
55.

1. Top left model is in BtB with the Fire Template but it is not within it. 
Top right model is within Smoke Template. Bottom left model is completely 
within Acid Template. Bottom right model is completely within Mist 

Template.
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Models are either Heroes or Henchmen.

Heroes are extraordinary individuals with unique 
abilities and gadgets and are best compared to Player 
characters in a role playing game.

Henchmen are the common folk, servants, minions, and 
ordinary people that somehow ended up working with 
Heroes. They do not possess any Heroic capabilities but 
come by the dozen. 

Each Hero or Henchman Model is described with a profile, 
listing all of its characteristics in a following order:

A – Actions: The Model is allowed to perform up to this 
number of various in-game Actions such as Move, Shoot 
etc. in its Activation.

M – Move: An amount of inches the Model may move 
per Action spent. 

F – Fight: The close combat ability of the Model. This 
is the number of dice rolled both to hit and defend in 
melee.

S – Strength: The physical strength of the Model. This 
is the amount of Damage the Model inflicts in melee 
each time it hits.

G – Guns: Ranged weapon handling skill. This is 
the number of dice rolled to hit with a ranged weapon. 

R – Reflex: Agility of the Model. This is the number of 
dice rolled to avoid various dangerous situations, such 
as being hit from afar. 

W – Wounds: The amount of damage the Model may 
suffer before it is killed. When a Model is reduced to 0 
W it is removed from the battlefield. 

Single letter abbreviations are used throughout these 
rules. A capital letter always means the corresponding 
characteristic, for example if a Model is asked to make 
a R test it means it is asked to make a Reflex Test, rolling 
a number of dice equal to its Reflex characteristic.

Model Characteristics

Cards

In Wolsung SSG playing cards are used for a number of 
purposes. The card value is only used for the purpose of 
Stealing Initiative or Delaying Activations. Bridge card 
value is used (for example, 9 is higher than 8), with Ace 
being higher than the court cards. If cards of equal values 
are played, then their suit is the tie-breaker and is used 
in the following order:

1. Spades.

2. Hearts.

3. Diamonds.

4. Clubs.

Aside from Stealing Initiative or Delaying Activations, 
the cards may be discarded to allow Hero Models make 
Heroic Actions.

If you choose to use Jokers, treat them as a lowest card 
of any suit (decide which suit as the card is played).
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Activation

In Wolsung SSG Players alternate moving and acting with their Models, one Model at a time, in each game turn. 
Moving and/or acting with a Model is called This Model’s Activation. Each Model can be Activated only once 
every game turn.

Action

• [Action]: The Model performs the chosen Action.

• [Quick Action]: The Model can make a Move and then performs the chosen Action.

That Action’s type remains the same. (For example, Cast a Spell Action is still a Cast a Spell Action and not a Move 
Action.) This is important because of the restrictions on which Actions you are allowed to perform while in melee. 
Also, you cannot make more than one Quick Action per Action.

• Move [Action]: Move up to the Models M Characteristic 
in inches.

• Charge [Quick Action]: Move into BtB Contact with 
an enemy Model and then perform a Fight [Action].

• Fight [Action]: Make a melee attack against an enemy 
Model in BtB.

• Shoot [Action]: Shoot an enemy Model in LoS and 
Range.

• Cast a spell [Quick Action]: Apply a spell effect to 
one or more Target Models.

• Special [Action] or [Quick Action]: Some Models 
have their own special Actions. If an Ability has an 
[Action] or [Quick Action] next to its name, you have to 
spend an Action to use it. 

A model may be required to make a Static or Comparative 
Test when making certain Actions.  If a Model is allowed 
to target more than one Model in an Action, all Targets 
need to be declared before any tests are made.

Whenever there is more than one Model allowed to be 
Activated at the same time, make all the Actions of one 
of these Models before making any Actions of the other 
Model(s).

At the end of the Action, apply all the effects 
in the following order:

1. Special effects (for example, a weapon 
disabling a gadget).

2. Healing.

3. Damage.

Action: Every Model has a number of Actions, (usually 2) at their disposal each Activation. Once a Model is 
Activated, it can do a number of things equal to the number of its Actions in any order the Player pleases.

For example, a Model can move and then shoot, shoot and then move, move twice, or remain in place and shoot 
twice, provided it has 2 Actions on its Characteristic Profile.

Types of Action

Possible Actions
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1. Start of the turn 

1.1 Start of the Turn Effects
Game effects, abilities and special rules can happen at 
the start of the turn. These Effects are applied in this 
step. 

1.2 Drawing Cards
Each Player draws a number of cards based on the size 
of the game (see Size of the game chart, page 40) and 
combines them with their existing hand of cards. The 
Player then discards cards down to the maximum number. 
The maximum number of cards a Player can keep is based 
on the game size.

For example, in a 3 Hero game at the beginning of each 
turn each Player draws 6 cards and then discards cards 
until he has 6 of them. This enables Players to keep some 
better cards from previous turn, filter their hand or 
change the strategy.

2. Activations

2.1 Stealing the Initiative
In some occasions it may be worthy to Activate more 
than one of your Models directly after one another.

There are two types of stealing the Initiative:

Option 1: Stealing the First Player’s Initiative.

This is done directly before the First Player Activates his 
f irst Model this turn. Each Player willing to have 
the Initiative may choose one of the cards in his hand 
and place it face down on the table in a clockwise order. 
Reveal the cards. The Player with the highest card is 
the First Player in this and following game turns and 
may now Activate his first Model this turn. The Initiative 
is passed to the next Opponent in a clockwise order.

2. The other player also plays a card face down. Both are revealed 
simultaneously.

1. One Player initiates by playing a card face down.

3. The Player on the right won and gets to Activate a model.

Game Turn

Game turn sequence

1. Start of the turn

1.1. Start of the Turn Effects

1.2 Drawing Cards

2. Activations

2.1. Stealing the Initiative 

2.2. Model Activations

2.3. Delaying Activations

3. Surplus Activations 

4. End of the turn

4.1. End of Turn Effects

4.2. Effects expiration
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Option 2: Additional Activation. 

A Player who has any Mindless Models still left to Activate 
may not opt for Additional Activation.

Just after you Activated one of your Models and before 
passing the Initiative to your next Opponent you may 
try to Activate an additional Model. In order to do so, 
choose one of the cards in your hand and place it face 
down on the table. Then your Opponent(s) may either 
try to counter this Action or allow it (pass) in a clockwise 
order. If they are not willing to give you the chance of 
another Activation they also choose a card from their 
hand and place it face down on the table. Reveal the cards. 
If your card is higher than all of the Opponents’, you are 
allowed to Activate another Model. Otherwise the Initiative 
is passed to the next Opponent. It is possible to perform 
this Action several times in a row if you have enough 
cards in your hand.

2.3 Delaying Activation
In some occasions it may be worthy to wait with your 
Model’s Activation.

A Player who has any Mindless Models still left to 
Activate may not Delay Activations.

This is done directly after the Initiative is passed to you. 
In this case you also have to repeat the process above, 
see 2.1 Stealing the Initiative. The difference is that if 
you win the card comparison you may force your 
Opponent (in case of 3+ Player games a previous Player) 
to Activate another Model before passing the Initiative 
to you. It is possible to perform this Action several times 
in a row if you have enough cards on your hand.

1. The Player on the right initiates by playing a card face down.

1. The left Player wins so the right Player does not get to Activate another 
model and the initiative proceeds as normal.

2.2 Model Activation

In this Step Players alternate to Activate Models as follows:

The First Player chooses one of his Models and performs 
a number of Actions with this Model. Then the Initiative 
is passed to the next Player. Each Model can only be 
Activated once in a game turn. The Initiative is passed 
around by the Players until all but one Player run out of 
Models that can be Activated this turn. Any surplus 
Models the other Player might have left to Activate yet 
are Activated in the Surplus Activations. 

1. The left Player tries to force the right Player to Activate another model.

3. Surplus Activations

2. The right Player has played the lower King and loses this bid. He is now 
forced to Activate another model if able.

If only one Player has more Models left to Activate, they 
are Activated one at a time in the order decided by 
the Player until there are no more Models to Activate 
this turn.

4. The end of the turn

4.1 End of Turn Effects
A part where some effects occur, listed by various special 
rules.

4.2 Effects expiration
In this moment all effects with the “Until end of turn” 
rule expire.

All Templates are removed from the battlefield at 
the end of turn unless noted otherwise.
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If a Model has a ranged Weapon, it can perform a Shoot 
Action. The Model needs Line of Sight (LoS) to the Model 
he or she wants to target.

An example of a ranged weapon’s profile:

Name: Name of the Weapon

S: Strength of the Weapon

Range columns:

0-8”, 8-16”, 16-24”: If the Target is in this range, apply 
the given modifier to the Guns Test

Notes: Abilities of the Weapon

The distance a model moves and the route it chooses is 
modified by Terrain (See Terrain, page 36).

Moving as a part of a [Quick Action]: 

When a Model performs a Quick Action always complete 
the movement before starting the actual Action.

Shooting

Movement

Move: [Action] 

Move the Model up to its Movement value in inches. 
A Model may never move through enemy Models unless 
specifically stated but it may move through your own 
Models. The Model cannot end its Movement in a place 
where there is no room for the Model’s base or in BtB 
with an enemy Model (unless it makes a Charge).

How to shoot a target?
1. Check LoS and Range, as premeasuring is 

allowed. If the Target is not in Range you may 
choose another Target.

2. Choose a Target Model. 

3. Target Model chooses a Reaction: 

• Hold Nerves: The Model’s status remains 
unchanged.

• Dive for Cover: The Model immediately 
becomes Toppled.

4. Roll the dice:

The Active Model rolls a number of dice equal 
to its Guns modified as follows:

• Weapon’s Range modifiers. 

• Weapon’s special rules. 

• Elevation bonus.

The Target Model rolls a number of dice equal 
to its Reflex modified as follows:

• Elevation bonus.

• Cover. 

If the Active Model scores an equal or higher 
number of successes as the Target Model, 
the shot hits and damage is applied to the target. 
Otherwise it’s a miss.

Name S 0-8” 8-16” 16-24” Notes

Pistol 4 +1 -1 -2 Quick
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2. Shooting Model rolls 1 success verus Target Model's 2 successes: A Miss!

1. Shooting Model rolls 2 successes versus Target Model's 2 successes: A Hit! 3. The model on the right is in Cover [1] and receives one more Reflex die 
when targeted with a ranged weapon.

4. The model behind the box on the left is in Cover [2]. The Golem model 
in the middle has no Cover. The Lab Assistant behind some crates to 

the right is in Cover [1].

Toppled: A Toppled Model gains a Reflex bonus of 2 
against shooting attacks. The drawback is that a Toppled 
Model has its Fight reduced to 1 and can only choose to 
Fence in melee. A Toppled Model remains so until it 
Activates. It MUST spend its first Action of the next 
Activation to stand up. It cannot do anything other than 
standing up in that Action.

5. The model  on the right is Toppled and gains 2 additional Reflex 
dice when targeted with a ranged weapon. This does stack with 

Cover.

Weapon’s Range modifiers: Check the distance between 
the shooting and Target Model. Look at the columns in 
Ranged Weapon’s profile. If the Model is closer or equal 
to the range in the first column after the weapon’s name, 
apply the bonus from this column. If not, move to the 
second column and do the same. If the distance is larger 
than the distance written in the last range column, the 
shot automatically misses.

Cover [x]: The number is a positive modifier to a Model’s 
Reflex value. When the Model’s body is partially obscured 
from Line of Sight (LoS), it gets Cover [1]. That means 
that the Target Model gains an additional Die to its 
Reflex Test.

When the Target Model’s body is obscured more than 
50% from Line of Sight (LoS), it gets Cover [2]. Some 
specific special rules may change the way cover is applied 
to some Models.
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Elevation bonus
• A Model benefits from +1G when targeting 
a Model on a lower elevation (at least 3”).

• A Model benefits from +1R when targeted by 
a Model on a lower elevation (at least 3”).

1.The Butler is Elevated against the Golem. The Shade is Elevated against both the Butler and the Golem. 

The Butler in the middle benefits from both bonuses against the Golem at the bottom and neither against the Shadow at the top.
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It is possible to shoot at an enemy Model in BtB with a friendly Model. However, there is a chance of hitting 
the friendly Model! Make the shooting attack as normal, but roll for the Reflex of the Target Model and every 
Model in BtB with it. The Model that rolls the least number of successes is the final target. If there is more than 
one Model with the least number of successes, the owner of the Active Model decides which one of them is the target. 

1. When shooting into melee every model involved will roll their Reflex. 
If any model benefits from Cover they all gain the best possible midifier.

If there is a Model on larger base involved in a melee, all 
Models on smaller bases involved gain +1R for avoiding 
being shot within this melee.

2. Every model mounted on a smaller base will gain one additional die 
to their Reflex.

Shooting into melee

If the active Model scores at least an equal number of 
successes than the Model in Melee with the least Reflex 
successes that Model is hit and damage is applied.
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1. These models are in BtB and as such in melee.

When a Model is in melee (BtB contact with an enemy 
Model) it may only perform a Move or Fight Action. 
Models may Move out of melee as per Leaving Melee, 
but they may not move into melee with enemy Models 

in the same Action.

2. Charge!

How to fight in melee?
1. Choose a target in BtB 

2. Attack:

2.1. Defender chooses a Reaction:

yy Fence: The Model fights normally.

yy Parry: The defending Model gains +2F in 
this Action, but cannot deal damage itself.

If a Model is not allowed to choose any of these 
options, the Model gains no bonuses: neither 
the bonus F for Parry, nor the chance to damage 
the Attacking Model for Fence.

For example: If a Model is Toppled and attacked by 
an Elf.

3. Roll the dice:

Both Models roll a number of dice equal to their 
Fight modified as follows: 

yy Weapon’s and Model’s special rules. 

yy Bonus for Multiple Combat.

yy Melee Elevation Bonus.

If the Attacking Model scores an equal or higher 
number of successes as the Target Model, the strike 
hits and damage is applied to the Target.

Otherwise, if the defending Model has chosen 
the Fence Reaction, the damage is applied to 
the Attacker. If the Defender chose to Parry no 
damage is dealt.

Charge: [Quick Action] The Model must enter BtB 
with an enemy Model. As a part of the Charge, the active 
Model may make one Fight [Action] in addition to 
moving. When in melee, Models may not use the Charge 
Action. 

Note there is no LoS required at the start of the Charge 
Action.

Fight: [Action] A Model makes a melee attack against 
an enemy Model in BtB contact.

A Model may elect not to attack in either a Charge or 
Fight Action. In case of a Charge, the Model only moves 
into BtB with the target enemy Model, in case of a Fight 
Action the Model does nothing. No dice are rolled and 
no cards may be played.

Melee
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Fighting a melee on different elevations

Models may engage in melee with Models on higher or 
lower levels. If there is not enough room at the other level 
due to enemy Models blocking it, a Model may still 
perform a Charge Action, provided it has enough Move 
to reach BtB contact with the Model. Place both Models 
as close to BtB (using normal Movement rules) contact 
as possible. They count as being in BtB and in melee with 
each other.

Models may engage in melee and/or be engaged if 
the base of the Model standing higher is on the same 
level as the base, legs, torso or head of the Model standing 
lower.

1. These models are in BtB and the Ogre Bruiser gains  +1F melee elevation 
bonus.

2. These models are not in BtB as the base of the Ogre Bruiser is higher 
than the top of Pheonix's head.

Melee Elevation Bonus

Models at least 1” higher up gain +1F

If a Charge Action starts at least 3” above the Target 
the charging Model benefits from +1F this Action.

3. This charge will not gain a melee elevation bonus as the Ogre 
Bruiser does not start it at least 3” above the Phoenix.

It is possible to get +2 total elevation bonus, if a Model 
starts a Charge Action at least 3” above the Target 
Model and is placed in BtB with it so that it is at least 
1” higher up.
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Multiple Combat

If a Model is in BtB with more than one enemy Model, 
it is engaged in a melee with all of them. A Model can 
only choose one Model as a target of their Fight Action, 
unless noted otherwise. A friendly Model in the same 

melee as the Active Model, mounted on a base no smaller 
than the enemy Model, provides a positive modifier to 
each other friendly Model in this melee equal to its Fight 
value, both in friendly and enemy Activation. If a Model 
enters BtB with an enemy Model who is already in BtB 
with another friendly Model, the above rules apply 
immediately.

1. The Ogre Bruiser (Fight 4) is helped by the Butler (Fight 2) so will roll 
a total of 6 dice against the Golem's Fight of 3.

2. The Butler will not help the Ogre Bruiser against a Security Golem as 
it is mounted on a larger base.

More than 1 Model from each side

If there is already a melee with 2 Models from one side 
and 1 from the other side, as soon as a second Model 
from the other side enters the same melee, the combat is 
split up. One Model from each side is set aside half an 
inch in BtB with each other, so that no more than one 
Player has multiple Models in any of the melees. The 
Player who has the Initiative decides which Models to 
move and how to split the melee.

3&4. The Ogre Bruiser has both of the enemy models in range and has 
a choice of who to engage. 
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1. The Player controlling the Ogre Bruiser can engage both of 
the models he can reach simultaneously if he or she chooses.

It is possible for a Model to engage 2 Models in BtB at 
once, if its Move distance allows it. Again, the Player 
who has the Initiative decides which Models to move 
and how to split the melee, but at least one enemy Model 
must remain in BtB with any other friendly Model who 
was already in BtB with enemy Models at the start of 
the Activation.

Leaving melee
It is possible for a Model to leave BtB contact with enemy 
Model(s). The leaving Model has to perform a Move 
Action. At the Start of that Move Action the leaving 
Model has to make a comparative Test of its Reflex against 
the highest Fight Value of the enemy Models in this 
melee. Heroic Deeds may be made by both sides using 
black cards. If the Model wishing to move from combat 
rolled at least equal to the number of Successes as their 
enemy (after modifications from Heroic Deeds), it may 
move from the combat as normal. If it rolled less Successes, 
then it must stay in combat and the Action is lost.

2. The Phoenix will need to roll his Reflex of 5 against the highest of 
the opponent's Fight values, in this case the Ogre Bruiser's Fight of 4.

3. Mary Fearless rolls 3 successes to hit with her Strength 4 Colt Navy, 2 
more than Thorvald rolls for his Reflex. She gains 2 Critical Hits in this 
attack, modifying the Strength by +2, for a hit with a Damage 6 in total!

Damage
When a Model is hit by a ranged, melee or magic 
attack it suffers damage equal to the Strength of 
the Weapon, Model or Spell modified by:

yy Armor.

yy Critical hits.

Damage: This is the number of Wounds a Target 
Model loses when hit with an attack. It is equal to 
Strength of the Weapon, Model or Spell plus the number 
of Critical Hits minus the Target’s Armor.

Armor[x]: This number is a negative modifier to any 
Damage a Model receives.

Critical Hit: Every success the Attacking Model 
rolls over the number of successes rolled by the Target 
Model. Each Critical Hit modifies the damage 
the Target Model suffers by +1.
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Magic
Magic is not readily available at every moment in 
Wolsung SSG. A magical power requires tedious 
preparations, meditation, visiting places of power, or 
harnessing the power of raw elements. All of these takes 

much more time than could be represented during a skirmish 
game. Therefore, only a small number of Models are capable 
of using Magic and casting Spells.

Magic Ability [x]: This ability allows the Model to cast 
spells. The [x] defines the number of dice the Model uses 
for casting spells.

Magic Ability will also have a Magic Type defined, which 
will only come into effect when using Nexus [x]: Magic 
Type.

Nexus [x]: Magic Type: Models with a Magic Ability 
[Magic Type] within 6” of a Model or Object with this 
rule gain +x to Magic Ability.

A Hero created using the Character Creation Rules may 
have more than one Magic Ability characteristic. Each 
Spell comes with its own Magic Ability and represents 
the number of dice the Hero uses for casting this Spell.

Each Spell is described by a set of parameters:

• Name 

• Type: The spells are divided into Magic Projectiles, 
Magic Attacks, Buffs and Auras.

• Cost: Indicates what card you have to discard to cast 
this spell;

0 – no cards 

1 – any card in Hero’s suit 
2 – Court Card in Hero’s suit, Ace in Hero’s suit or two 
cards in Hero’s suit

• Range: Maximum Range in inches of the spell.

• Strength or S: Magic Projectile Spells only, determines 
their damage.

• Description: Includes special rules of the spell.

Cast a Spell: [Quick Action]. Each time a Model wants 
to cast a spell, you must discard cards in the Model’s suit 
as indicated by the spell’s cost.  The spells are organized 
into 2 categories, each with 2 subtypes.

1. Magic Attack or Projectile spell. The casting model paid the cost. The 
models make a Comparative Test of Magic Ability vs Reflex.

Magic Attacks and Magic Projectiles are spells that can 
only target enemy Models.

How to cast a Magic Projectile or Magic 
Attack spells?

1. Choose a Target in range and LoS. 

2. Pay the cost. 

3. Roll the dice: 

• The Active Model rolls a number of 
dice equal to its Magic Ability.

• The Target Model rolls a number of 
dice equal to its Reflex (may be 
modified by special rules).

• If the Active Model scores an equal 
to or higher number of successes as 
the Target Model, the spell hits 
the target.

If the spell cast was a Magic Projectile spell, apply 
Damage as normal equal to spell’s Strength modified 
by Armor and Critical Hits.

If it was a Magic Attack spell, apply the effects written 
in the Description of the spell to the Target Model.

Magic Projectile and Magic Attack spells
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Magic Aura and Magic Buff spells
Magic Buffs [x] and Magic Auras [x] are spells that target 
one or more Models according to the spell’s description. 

X is the spell’s Difficulty.

How to cast a Magic Aura of Magic Buff Spell?

1. Choose Target(s) in range and LoS 

2. Pay the cost 

3. Roll the dice: 

• The Active Model rolls a number of 
dice equal to its Magic Ability.

• If the Active Model scores a number 
of successes equal to or higher than 
the spell’s Difficulty, the spell 
succeeds and its effects are applied.

When Choosing a Target with Magic Aura[x], you target 
every Model that is eligible target (specified in the spell’s 
description) in the spell’s Range and Active Model’s LoS.

When casting a Magic Buff[x] spell you may only choose 
one friendly model as the Target.

1. Magic Aura. The casting model paid the cost and made a Magic Ability 
test. Two models are in range as indicated by green arrows. One model 

is out of range as indicated by an orange arrow.

2. Magic Buff. The casting model paid the cost and made a Magic Ability 
test. One friendly model in range is chosen as the target.
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Heroes
All the Hero Models in Wolsung SSG have special rules that reflect their supernatural strengths and great powers. 

These rules are common to every Hero Model.

Hero only characteristics
Suit: Every Hero has its specific suit, one of the card 
suits (Spades, Hearts, Diamonds or Clubs). Only cards 
in the Model’s suit may be used for Heroic Movement 
and Heroic Recovery.

Funds: Funds reflect a Model’s wealth, contacts, or other 
connections. The number is added to the Club’s Fund 
Pool, which may be used to buy Henchmen before each 
game.

1. One whole Suit of cards: Hearts.

1. Heroic Climb. The Hero can Move to BtB with the climbed surface 
first. It is then placed with BtB with the climbed surface up to its Movement 

higher.

Heroic Recovery: At the start of the Hero Model’s 
Activation, if it’s Toppled you may discard a card in 
the Hero’s suit to stand up instead of spending an Action.

Heroic Move: At the start of the Hero Model’s Activation 
you may discard a card in the Hero’s suit. If you do, until 
the end of Activation This Model is allowed to treat all 
Rough Ground as Open Ground and to make special 
Move Actions (that can be combined with other Quick 
Actions): 

Climb: The Hero Model may move vertically, up to 
the number of inches equal to its M up, or any number 
of inches down. He may not move through the floors of 
other elevations and there must be space to place 
the Model at the end of the movement. He must end 
the move as close horizontally to his starting position as 
possible. It means he may Move up to his basic Move in 
inches through Open and Rough Gound to be in base 
contact with the wall he intends to climb and end this 
Action in base contact with the climbed wall, no higher 
up than his basic Move.

Hero special Rules
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 Jump: The Hero Model may move horizontally up to 
the distance of its M in inches ignoring any terrain that 
is up to 2” high. His movement may not end in a place 
that is more than 2” higher than this starting location. 
It means that a Hero can jump from a building to 
building, ignoring the gap between them.

Heroic Swimming: This works exactly as Heroic Move: 
Models moving Heroically through Deep or Shallow 
water treat it as Open Ground. They are still Toppled if 
they are hit while in the water and have to test for Drowing.

Heroic Deed: Players may discard a card to add a number 
of successes to the test for Shooting, Melee, Casting or 
Activating Objectives, after the roll is made. 

Only black cards may be used for Melee, Leaving 
Melee and Casting Buffs or Auras on friendly Models. 

4. Red Court Cards.

2. Black Cards.

Example:

John controls Mary Fearless, and Luke controls Thorvald 
Nielsgaard. Mary shoots Thorvald with Guns of 4, rolling 
4 dice and scoring 1 Success. Thorvald uses his Reflex of 3, 
rolling 3 dice and scoring 3 Successes. John decides to discard 
a red card to add 1 success to Mary’s test. Now it’s Luke’s 
turn to decide whether to discard a card and he passes, since 
Mary’s result is still not good enough to hit Thorvald. Now 
John may discard any number of red cards to boost Mary’s 
test even further. Luke however may not discard any more 
cards to boost the test since he already passed.

If both fighting Models are Heroes, they will either use 
black cards both or red cards both as specified above. The 
first Model to use the Heroic Deed is the Model who has 
rolled the least successes, or in the case of tie, the Target 
Model. 

The Model’s controller discards one eligible card face up, 
adding the corresponding number of successes to the test. 
Then the opposing Player may discard one card in the same 
manner. The Players take turns discarding the cards until 
one of them passes. The other Player may continue 
discarding cards until he or she passes too. The final 
number of successes of each Model is calculated and 
the attack is resolved.

3. Red Cards.

Court Cards and Aces add +2 successes to the test. Other 
cards add +1 success. 

1. Heroic Jump. The Hero can move up to 2” up and any distance down.

Only red cards may be used for Shooting and Casting 
Magic Projectiles and Magic Attacks or Auras on 
enemy Models. 

Only cards in the Hero’s suit may be discarded for 
Activating Objectives. 
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1. Mary rolled poorly. She discards a red card, but it is still not enough 
to hit. Thorvald passes.

2. Mary discards another red card, turning this shot into a hit! Thorvald 
cannot do anything as he already passed.

3. Mary could have discarded a court cart in the first place and turn this 
miss into a hit, but this could have made Thorvald defend with cards too.

4. The only limit to the amount of cards discarded is the number of cards 
in your hand. Here Mary shows a total overkill, 11 Critical Hits, 8 of 

which are from the discarded cards.

5. The Heroic Deed can also be used in defence. Thorvald discards a red 
court card. Still a hit. If Mary passes now she can not add any more 

cards to this test.

6. Thorvald discards another red card. Now the shot is a miss!



33

Funds and Cost
All Hero Models have a number of Funds ranging from 
0 to 6. Funds are used to buy Henchmen Models before 
every game.

Every Henchman Model has a Cost you have to pay with 
your Funds in order to hire them. You cannot spend 
more Funds than the Heroes you chose have in total.

At the start of the game you cannot have more Henchmen 
than twice the number of your Heroes (Unless special 
rules state otherwise). 

2. ...Two Lab Assistants and a Clockwork Servant.

1. Alice Tinkerly has 3 Funds. By herself she can bring to the game: 
A Laboratory Golem and a Lab Assistant...

3. ...Or just one mighty Security Golem.
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Mundane Jumping and Climbing
It is possible for Heroes and Henchmen Models to try and cross Impassable obstacles in a mundane, if tiring 
and dangerous way.

A Hero or Henchmen Model may try to make a Mundane Climb or Jump Action in the following way:

Mundane Climb
Climb: [Quick Action]: Make a Reflex test with a Difficulty equal to the height of the climbed wall in inches, 
rounding fractions down. Friendly Models in BtB with both the climbing Model and the climbed wall add a number 
of dice equal to their basic Strength to this test. A Model may not climb higher than its basic Move value in inches. 

If the climbing Model scores equal or more successes 
than the difficulty of the test it is placed in BtB with 
the climbed wall up to the climbed level. 

Hero Models may discard cards in their suit to boost 
this roll, but they are better off Climbing Heroically 
anyways!

Example 1: Climbing.

A Butler wants to climb a 3” wall. Since with his Reflex of 
3 he’s only just able to do it if he’s lucky, he moves next to 
an Ogre Bruiser standing in BtB with this wall and asks 
for a lift up. The Ogre Bruiser gives him a boost, and 
the Butler needs to make a Reflex test with a difficulty of 3, 
rolling 10 dice - his Reflex of 3 and the Ogre Bruiser’s 
Strength of 7 - he rolls 5 successes as the Ogre Bruiser launches 
him into the air, and is now on top of the wall.

If the climbing Model fails to score enough successes, it 
is placed Toppled in BtB with the climbed wall at the level 
it started. 

1. The Butler Moves to BtB with the wall and Makes a Reflex test 
with a Difficulty equal to the height of the wall. In the unlikely event 
of passing this test he is placed on top of the wall directly over the spot he 

was in BtB with.

2. In the more likely event of the Butler failing this Reflex test, he is 
Toppled in the spot he was in BtB with the wall.

3. A friendly Ogre Bruiser gives the Butler a lift up, adding his Strength 
to the Reflex test the Butler makes. With such muscle it is much easier to 

pass the test.
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Mundane Jump
Jump [Action]: Make a Move test with a Difficulty equal to the total distance jumped in inches (measured 
diagonally if there is a difference in levels), rounding fractions down. If the Model lands on an elevated terrain 
but within 1” of its edge, make a Falling test. 

If the jumping Model scores equal or more successes 
than the diff iculty of the Jump test it is placed in 
the chosen spot. A Model may not end this Action more 
than 1” higher than it started. A Model may not attempt 
to Jump a distance longer horizontally than its basic 
Move in inches. 

If the jumping Model scores less successes than 
the difficulty of the jump, it Falls down and is placed 
Toppled a number of inches along its jump route equal 
to the number of successes rolled and suffers Fall Damage. 

1. The same Butler now stands before a problem of dismounting the wall 
on the other side. He makes a Jump Action, trying to make a leap to 
a ground level about 2” from the base of the wall. The measured distance 
to this place is just over 3,6” (since the wall itself is 3” tall) so he now 
needs to make a Move test with a difficulty of 3 (as the fractions are 
rounded down) - his basic Move is 5, so he rolls 5 dice, needing to score 
at least 3 successes. He rolls 3 successes, so he makes the jump safely and 

is placed at the spot he wanted to; 2 inches from the base of the wall.

2. This time the Butler only rolls 2 successes, so he ends up right about 
the place he wanted, but is Toppled and suffers Fall Damage of 3 - a nasty 

concussion or a sprained ankle!

Hero Models may discard cards in their suit to boost this 
roll, but they’re better off Jumping Heroically anyways!

3. The Butler wants to jump down one level from the roof of a warehouse onto another building's roof. He makes a Jump Action, picking a spot just 
far away to clear the gap but also behind a raised edge of the roof. 

He now needs to make a Move test with a difficulty of 3 due to the distance. His basic Move is 5, so he rolls 5 dice, needing to score 3 successes to land 
where he wants. He rolls 3 successes so jumps down safely and is placed where he wanted. This place however is within 1” of the edge of the roof, which 
is still elevated from the ground. He now needs to make a Falling test. If he fails either the Jump test or falling test he will be placed Toppled on the level 
below directly below the spot he was jumping to or falling from and will suffer Fall Damage.
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Terrain
Terrain: Everything that is not Models or Objects. The Models and Objects are allowed to be positioned on 
and interact with Terrain to gain advantage to Line of Sight, Elevation, Cover, etc. No Model or Object may be 
positioned in a way that would be unstable. Models may not move through spaces narrower than 1/2“ for 30mm 

Base Size, 1“ for 40mm Base Size, 2“ for any other Base Sizes. If an Object is capable of moving, it may not move 
through openings it would not physically fit through. Models and Objects need to finish each Action in a stable 
and allowed location.
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Open Ground 
Models and some Objects move up to their Move 
characteristic value in inches in each Action they spend 
moving over Open Ground. Most of the surface of 
the playing area will usually be an Open Ground - grass, 
dirt, cobblestones, low hedges and walls, barrels and 
crates of up to 1” height and 1” across.

1. Models may move up to their full Move each Action over Open Ground.

Rough Ground 
Models may move up to half of their Move characteristic 
in inches horizontally for each Action they spend moving 
over Rough Ground. Terrain features such as ruins, 
walls, barrels and crates of over 1” height and 1” across 
but no more than 3” high are Rough Ground. This 
represents the Model moving vertically in addition to 
horizontal movement.

2. Models may move up to half of their Move each Action in Rough Ground.

Impassable Ground 
Walls, enclosed buildings and terrain features higher 
than 3” should usually be classified as Impassable 
Ground. Normally Models may not pass through them 
(unless climbing, jumping or using Heroic Move).

3. The wall and building behind the Ogre Bruiser are Impassable ground. 
The shack to the right is Rough Ground.

Elevation 
Models and some Objects may enter levels higher or 
lower than 3” via ladders by moving as in Rough Ground, 
or stairs by moving as in Open Ground. There must be 
room for a Model’s base at the end of the access point. 
Note that Model’s vertical movement distance may not 
be greater than its base Movement value in inches. 
Elevation provides bonuses to Models on it. (see Shooting 
and Melee). 

Elevated Terrain: Any Terrain higher than 3”.
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Water
Water may be either Deep or Shallow (defined by the scenario or Players before the game).

Shallow Water is Rough Ground for all Models.

Living Models hit by an attack while in Shallow Water 
are Toppled in addition to any Damage they suffer.

Deep Water is Rough Ground for all Models. 

Non-living Models in Deep Water have LoS to them 
blocked as they simply walk on the bottom.

Living Models that are hit by an attack while in Deep 
Water are Toppled in addition to any Damage they suffer.

Living Models Toppled in Deep Water must test for 
Drowning.

Drowning: A living Model Toppled in Deep Water 
must roll a number of dice equal to the number of 
the Wounds it is missing from its starting number of 
Wounds plus its Armor at the start of its Activation. 
For every die that is not a success it loses 1 Wound, 
ignoring Armor.

A Hero Model can use the Heroic Recovery Ability to 
ignore Drowning.

Doors
Doors may be in 3 states: Open, Closed and Locked.

Open Doors: Open Doors can be freely moved through 
as a part of a Move or Charge or other Quick Action 
and count as Open Ground for Models whose base size 
can move through an opening of this size. If a Model’s  
base size is too large it cannot move through. A LoS can 
be drawn through an Open door. They can also be closed 
as a Quick Action and are treated as Closed Doors until 
they are opened again.

Closed Doors: Models cannot Move, Charge or move 
as part of other Quick Action through Closed Doors. 
No LoS can be drawn through. Closed Doors can be 
opened as a Quick Action and are treated as Open Doors 
until they are closed again. 

Locked Doors: Models cannot Move, Charge or move 
as part of other Quick Action through Locked Doors. 
No LoS can be drawn through. Locked Doors can be 
unlocked as an Action with a Reflex or Strength test 
with a set difficulty. The Locked Doors may have a difficulty 
of [1], [2] or [3], depending on their sturdiness and 
complexity of the lock. Clearly define the difficulty of 
any Locked Doors before the game.

If the Model unlocking the doors rolls equal or more 
successes than the difficulty of the lock, the door is 
Unlocked. If the Model rolls fewer successes than 
the difficulty of the lock, the door remains Locked.

Doors Unlocked with a Reflex test are treated as a Closed 
Doors and can be Locked again as an Action with 
a Reflex test with the same difficulty it had before. 

Doors Unlocked with a Strength test are treated as Open 
Doors and cannot be Locked again.

 

2. Forcing a door will leave it permanently open.

1. Some models are not apt at picking locks.
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Falling

If a Model is hit with a ranged, magic or melee attack or 
becomes Toppled while within 1” of an edge of an elevated 
terrain it is on, make a Reflex test with a difficulty of [2] 
to see if the Model Falls Down.

A banister or a similar raised surround within 1” of 
the testing Model changes the difficulty of this test to 
[1]. If the barrier is at least 1” tall then it also provides 
a +2 Reflex bonus; if it is less than 1” tall it provides a +1 
Reflex bonus.

If a Model rolls at least the number of successes equal to 
the test’s difficulty it remains where it was. Otherwise it 
Falls Down. Hero Models may discard a card in their 
suit to pass this test.

Fall Down: The Model falls down from the edge it 
is closest to if there is more than one edge within 1”. 
Place the fallen Model Toppled on the lower level 
directly below the point it fell from. 

Fall Damage: The fallen Model suffers a hit with 
a Strength equal to the height it fell in inches, rounding 
fractions down and ignoring Armor.

If the falling Model’s base would overlap a base of any 
other Model on the lower level, each of these Models has 
to make a Reflex test against the Strength of the falling 
Model. If they roll more successes than the falling Model 
they jump to the side and are unharmed - move the Models 
so they are no longer in BtB with any other Model. If 
the falling Model rolls equal or more successes they are 
hit, Toppled and suffer Crush Damage. The hit may 
cause Critical Hits. The falling Model is placed Toppled 
in BtB with them.

Crush Damage: When a Model is hit by a falling 
Model it suffers damage equal to the total height it 
fell from, rounding fractions down and modified as 
follows:

• Armor

• Critical hits

Hero Models may discard red cards to boost the Reflex 
to jump out of the way.

Hero Models may NOT discard cards to boost Strength 
to hit other Models harder with their own falling body.

Example:

A Triad Phoenix manages to balance himself on top of a shack on 
the roof of a two-storey building. He gets hit with a ranged attack 
and has to make a Reflex test or Fall Down. He rolls 4 dice (just 
his Reflex, no banister here!), needing to score 2 successes. He fails 
and Falls Down straight on top of the unsuspecting Shadow (as 
he was closer to the edge above the Shadow than to the one 
overlooking the edge of the building), who now has to test its Reflex 
against Phoenix's Strength to see if he manages to clear the area 
in time. The Shade rolls 4 dice and the Phoenix rolls 7 dice, getting 
2 and 3 successes respectively. The Phoenix tumbles down and hits 
the Shade. The Phoenix suffers 2 Damage ignoring Armor (1 for 
every full inch he fell) and is placed Toppled in BtB with the Shade, 
who suffers 3 Damage (1 for every full inch of the fall plus one 
Critical Hit) and is also Toppled.

Now both of them have to test their Reflex again to see if they Fall 
Down further as they both became Toppled within 1” of an edge 
of an Elevated terrain. This time the difficulty is only [1] as there 
is a banister around the roof, but it is not high enough to provide 
them with the +2 Reflex bonus.
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Playing the game
In order to play, you’ll need at least two Players, each controlling a number of miniatures forming a club, a flat 
surface of roughly 3ft by 3ft (36”x36”), several six-sided gaming dice (D6), a standard, 52 playing cards deck, 
a measuring device and some terrain to represent the surroundings of particular scenarios.

Size of the game

Duel 1 Hero per Player Learning Game 4 cards per turn
Clash 2 Heroes per Player Starter Game 5 cards per turn
Brawl 3 Heroes per Player Basic Game 6 cards per turn

Combat 4 Heroes per Player Full Game 7 cards per turn
Encounter 5 Heroes per Player Expanded Game 8 cards per turn

Battle 6 Heroes per Player Epic Game 9 cards per turn

Every Player chooses an equal number of Heroes depending on the size of the game. During a campaign or 
tournament, a roster is only required to list the Heroes the Player will use. Heroes have a playing card symbol 
representing their Suit on their cards.

Example

Players agree to play a campaign, using 4 Heroes each. The first game they play is a Brawl, so each of them picks 3 Heroes 
for this game out of the 4 in their roster.
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Before the game
1. Decide on the size of the game

2. Pick a Scenario

3. Deploy Terrain and Objectives 

4. Pick your Heroes

5. Reveal Heroes

6. Spend your Funds on Henchmen

7. Draw cards

8. Determine First Player

9. Choose Deployment Zones

1. Decide on the size of the game
Agree with your Opponents on the game size, by choosing 
how many Heroes each Player controls.

2. Pick a Scenario
Scenarios make the gameplay more exciting, as they add 
more depth to the game, and Players have to adjust their 
strategies to accomplish the mission objectives. 
See the Scenarios section for detailed information.

 

When placing terrain on the battlefield, there are 
several things to consider:

• At least 50% of the battlefield should be covered in 
terrain features.

• At least 50% of these should be Elevated Terrain (Buildings, 
walkways, etc. at least 3” tall).

• Placing Elevated Terrain on the edges of the Battlefield 
will make any shooting Models totally dominate the game. 
Placing Elevated Terrain mostly at the center of the battlefield 
makes for a more interesting game. The Elevated Terrain 
should block some movement paths, but at the same 
time form alternative routes to be explored by the Models 
with Heroic Move ability.

• There should be numerous Access Points (stairs, ladders) 
to allow every Model to access at least some portions of 
Elevated Terrain. Not every Elevated terrain should be 
easily accessible.

Some Scenarios instruct you to place Objectives which 
can be Activated by Models. See Scenarios for more 
information.

4. Pick your Heroes
Each Player now secretly chooses a number of Heroes 
allowed for the size of the game from the Heroes available 
to their club.

3. Deploy Terrain and Objectives
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5. Reveal Heroes
The Players now reveal the chosen Heroes to each other 
simultaneously.

6. Spend Funds on Henchmen
Add together the Funds of all chosen Heroes. You can 
hire Henchmen with a total cost of the added Funds 
your Heroes provide. The maximum number of 
Henchmen is double the amount of Heroes you use.

7. Draw Cards
At the start of the game, each Player draws a number of 
Cards from the deck that equals your number of Heroes +3. 

For example: 

You and your Opponent agree on a Brawl with 3 Heroes 
per Player. So each Player draws 6 cards.

If you run out of cards, shuffle the discarded cards pile 
and form a new deck to draw from as soon as you draw 
the last card.

Remember: You draw cards in Before the Game step 
7: Draw Cards, and at the start of the first game turn 
in step 1.2 Drawing Cards (see page 18) again. You 
will have to discard cards down to the maximum 
number based on the game size at the start of your 
first game turn, which means you begin your game 
with a well-balanced hand of cards. Choose them 
wisely!

8. Determine First Player
Each Player has to bid for being the First Player by playing 
a card face down from their hand. Reveal those cards. 
Then each Player may play additional cards face down 
until they pass or run out of cards. Reveal the additional 
played cards. Highest card wins (see Cards, page 16) and 
the Player who played it is the First Player and will choose 
the Deployment Zone, deploy the Models on 
the battlefield and will choose a Model to Activate first 
each turn. The other Players then deploy Models in 
a clockwise order.

9. Choose Deployment Zones

2 Player Deployment Zones
In a 2 Player game, the Player who is the First Player gets 
to pick the Deployment Zone from the ones listed below. 
The Players then deploy their whole Clubs, starting with 
the First Player, unless the chosen Deployment Zone states 
otherwise.

• The opposite sides of the battlefield, up to 6” from 
the edge.

• The opposite quarters of the battlefield, no closer 
than 12” to the middle of the battlefield.

• The opposite corners and two adjacent edges of 
the battlefield, the Models are placed touching these 
edges at the start of their first Activation.

The following Deployment Zones may be chosen with 
the Opponent's consent. They are a lot of fun but start 
the action on the first turn, and may be more tactically 
demanding.

• The Players alternate placing Models, starting with 
the First Player. Hero Models need to be deployed first, 
no closer than 12” from any other Hero. Henchmen 
Model next, no closer than 6” from any other Model. 
Models that have special deployment rules may opt not 
to use them.

• One Player chooses a building and deploys all Models 
inside and on top of it, the other Player deploys no closer 
than 6” from it. The building has to be within 12” from 
the center of the table and be at least 6”x3”.

Multiplayer Deployment Zones
In a 3 or more Players game the Deployment Zones are 
chosen in a clockwise order, starting with the first Player. 
No edge, corner or building may be chosen by more than 
one Player. When there is more than one Player to deploy 
at one time, start with the First Player or Player whose 
position in initiative is the closest to the First Player.

• A point in the middle of the edge of the battlefield. This 
Player’s Models have to be deployed within 12” of the chosen 
point. This Player deploys first.

• A corner and two adjacent edges of the battlefield. This 
Player does not place any Models at the start of the game. 
The Models are placed touching these edges at the start 
of their first Activation instead.

• The Whole Battlefield. The Players who have chosen 
this Deployment Zone alternate placing Models, starting 
with the First Player. Hero Models need to be deployed 
first, no closer than 12” from any other Hero. Henchmen 
Model next, no closer than 6” from any other Model. 
Models that have special deployment rules may opt not 
to use them. This Player deploys last.

• One chosen building, no closer than 6” to any edge. 
This Player’s all Models have to be placed inside and on 
top of the chosen building. This Player deploys second.

The Deployment Zones may change according to 
the scenario you choose. See the scenario section for 
more information.
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Pothill
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Quirinale
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Stableton
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Scenarios
A Scenario is where the most fun can be had from a wargame. Presented here are two sets of rules for scenarios 
Basic and Advanced. While the basic scenarios are enough to give you a balanced gaming experience, the fun 
starts when you take the tools presented in the form of the advanced scenarios and use them to build your own 
storytelling narrative!

Wolsung is not only about Heroes hitting themselves on the head, it is also full of daring chases, exploration in 
the name of science, desperate last stands and magnificent inventions changing hands. Use the Models in your 
collection as the Objectives for your games, allow the Player controlling an Objective to use its special rule you 
devised, make the Players battle in a crowded market, engage in a cloak-and-dagger assassination attempts during 
an embassy ball, or run from a flood caused by a migration of a rare species of vermin through Lyonesse sewers.

Basic scenarios
These are great to learn the rules of the game and Clubs.

Assassination! In broad daylight:
Victory Conditions: 

• Each Player openly picks one of his Hero Models. This 
Model is worth 2 Victory Points to the enemy. All other 
Heroes are worth 1 Victory Point each.

• At the end of the game, the Player earns Victory Points 
for every enemy Hero Model killed.

Start of the game: Bid for the First Player as normal.

Deployment zones: Decided by the First Player. 

Game length: The game lasts 3 turns.

Winning: A Player who has the most Victory Points at 
the end of the 3rd turn is the winner.

Assassination! Shady business:
Victory Conditions: 

• Each Player secretly picks one of his Hero Models. This 
Model is worth 2 Victory Points to the enemy. Note 
which Model it is for use at the end of the game. All 
other Heroes are worth 1 Objective Point each.

• At the end of the game, the Player earns Victory Points 
for every enemy Hero Model killed. 

Start of the game: Bid for the First Player as normal.

Deployment zones: Decided by the First Player. 

Game length: The game lasts 3 turns.

Winning: A Player who has the most Victory Points at 
the end of the 3rd turn is the winner.

Assassination! Confused shady killers:
Victory Conditions: 

• Each Player secretly assigns Victory Points to his Models 
in ascending order. The First Model is worth 1 VP, 
the second 2 VP, the third 3 VP, and so on. Note these 
values for use at the end of the game.

• At the end of the game, the Player earns Victory Points 
for every enemy Hero Model killed. 

Start of the game: Bid for the First Player as normal.

Deployment zones: Decided by the First Player. 

Game length: The game lasts 3 turns.

Winning: A Player who has the most Victory Points at 
the end of the 3rd turn is the winner.

Assassination! Very Important Person:
Victory Conditions: 

• Each Player secretly assigns Victory Points to his Models 
in ascending order. The First Model is worth 1 VP, 
the second 2 VP, the third 3 VP, and so on. Note these 
values for use at the end of the game. 

• Each Player openly states which of his Models is worth 
the most Victory Points.

• At the end of the game, the Player earns Victory Points 
for every enemy Hero Model killed. 

Start of the game: Bid for the First Player as normal.

Deployment zones: Decided by the First Player. 

Game length: The game lasts 3 turns.

Winning: A Player who has the most Victory Points 
at the end of the 3rd turn is the winner.
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Advanced scenarios

Advanced scenario rules will enhance your gaming 
experience of Wolsung SSG by introduction of Activated 
Objectives of various types.

The following scenarios are just suggestions of how many 
and which objectives should be used. Use these rules to create 
your own scenarios that picture the particular adventure 
you devise.

The presented set of scenarios is suggested for tournament 
play, subject to modifications by tournament organisers.

Activating Objectives: In order to Activate a scenario 
Objective, a Model has to be within 3” and LoS of it. 
The Model needs to score enough successes to equal or 
beat the Objective Difficulty. Hero Models may make 
Heroic Deed by using cards in their suit to add successes 
to the roll. Activating Objectives is a Quick Action.

Objective Difficulty is a value in brackets next to each 
Objective in a description of a scenario. It may also be 
a value the Objective is worth at specified time unless 
stated otherwise in the scenario description.

An Objective has to be Activated separately by every 
Player.

While within 3” and LoS to the Objective Hero Models 
roll 2 dice and Henchmen roll 1 die for Activating the 
Objective. For every friendly Hero Model within 3” and 
LoS to the Objective add 2 dice to the roll. For every 
friendly Henchman Model within 3” and LoS to 
the Objective add 1 die to the roll. These numbers may 
be modified by the Objectives’ special rules.

The size and shape of the Objective markers: Objective 
markers are Objects and should be modeled in a way 
that shows best what they represent in a scenario. This 
could be a heap of packages, mysterious machinery or 
a silent golem. They should not be less than 25mm or 
greater than 60mm in diameter. Objectives block LoS 
as a normal Object would.

Placing Objectives: The Objectives are given a definite 
spot to be placed on in each scenario, however they may 
be placed on different elevation levels if Players choose 
so. Therefore, Players alternate placing the Objectives, 
allowing every Player a degree of control on the elevation 
of certain Objectives. When there is an odd number of 
Objectives to place, the Player who placed an Objective 
first also places the last Objective.

Feel free to experiment with Objectives placement. Our 
suggestions are based on gameplay testing but may not 
necessarily fit with your storyline!

Types of Objectives:

Switch: Remains Active for the last Player that Activated it.

Stack: After Activation remains Active for the Player 
until the end of the game.

Depletable: It may be Activated only once.

Scoring Objectives: The Victory Points a Player scores 
for the Objectives he or she controls may be calculated 
at the end of every game turn or at the end of the game. 
Alternatively, a different Sudden Death victory condition 
may be used. This should be clearly defined in the scenario 
description.

Last Chance: This rule applies only in a game of three 
or more Players.  After the last game turn is finished, any 
Player may begin a bid in order to add one more turn to 
the game. The Players discard cards face down in the same 
manner as when Determining the First Player (see page 
43). Then the winner of the bid chooses to either end 
the game or start the final game turn. The winner becomes 
the First Player during this final turn. 

Size of the table:
The standard size of the table is 36” by 36”. There is 
nothing stopping you from playing on either a much 
larger or much smaller area though. Smaller area does 
not require much modification apart from a denser terrain.  
For every 12” any dimension of the table is larger than 
the standard add one more game turn and add one to 
the size of the game. So if a recommended size of the game 
on a 36”x36” table is Brawl or Combat (3 or 4 Heroes), 
a 48”x48” table would call for a 4-turn Encounter (5 
Heroes) and a 48”x72” table would require a 6-turn War 
(7 Heroes).

Below are a few ready to play scenarios created with these 
rules. These scenarios can be mixed and matched with 
the Basis scenarios. Feel free to experiment with assigning 
different Victory Points value to Objectives.

For example, you could play a scenario where there is a central 
Objective worth 3 Victory Points that is not Activatable but 
simply controlled by whoever has the most models within 
3" at the end of the game, 4 Activatable Objectives: Switch[1] 
worth 1 VP each positioned so that they are 9” from to closest 
table edges. On top of that, every enemy Hero killed is worth 
2 Victory Points and every enemy Henchman killed is worth 
1 Victory Point.
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Svart Thule Nexus
Struggle to control a vital Nexus has entered its last stage. All the preparations are complete, the only thing that remains 
to be done is to adjust receivers, feed the energy elemental and synchronise flux capacitors. The nexus will then provide 
us with unlimited power! Unless the opposition manages to do this all first...

Before Deployment: Players alternate 
placing 4 Activated Objectives [2], Stack, 9” 
from adjacent table edges. Place a single 
Activated Objective [4], Switch, in the middle 
of the table, on the ground level. This can be 
Activated only by a Player who has Activated 
3 other Objectives.     

Nexus: The middle objective is Nexus [2] for 
all magic types once Activated.

Start of the game: Bid for the First Player 
as normal.

Deployment zones: Decided by the First 
Player. 

Game length: The game lasts up to 4 turns.

Winning: A Player who controls the middle 
Objective for 3 whole Activations (own and 
Opponent’s) or at the end of the 4th turn is 
the winner.

An Objective is not controlled by the whole 
duration of the Activation in which it is 
Activated. Example:

Player A Activates the middle Objective. He will need to control 
it for 3 consecutive Activations to win. If Player B Activates 
the middle Objective in the 3rd of these Activations, a new count 
begins from the next Activation.
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Quirinale Zeppelin
The famous Zeppelin pilot McOskey has finally agreed to engage in our little venture! That is, if we can provide him 
with the safe landing spot in the middle of Quirinale! This requires us to signal to him from several different places as 
he descends! Let’s just hope nobody directs him to the other fellows!

    

Before Deployment: Players alternate 
placing 4 Activated Objectives [3], Switch, 
6” from table edges and 12” from the middle 
of the table. Place a single Activated 
Objective [3], Switch, in the middle of 
the table. 

Enemy Models within 3” of an objective 
reduce the number of dice for Activating 
Objectives, one die per enemy Model.

Start of the game: Bid for the First Player 
as normal.

Deployment zones: Decided by the First 
Player.

Game length: The game lasts 4 turns. Last 
Chance. 

Winning : A Player who controls 3 
Objectives at the end of the last game turn 
is the winner.
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Pothill Market
The control of the Pothill market is crucial if our proceedings are to be unhindered! There should be no outsiders 
involved!This may be the greatest development of this era and I must report it to the High Committee personally! It just 
needs one more field test...

Before Deployment: Players alternate 
placing 4 Activated  Objectives [3], Switch, 
12” from table edges and 6” from the middle 
of the table. Place a single Activated 
Objective [3], Switch, in the middle of 
the table. 

Enemy Models within 3” of an objective 
reduce the number of dice for Activating 
Objectives, one die per enemy Model.

Start of the game: Bid for the First Player 
as normal.

Deployment zones: Decided by the First 
Player. 

Game length: The game lasts 3 turns. Last 
Chance. 

Winning: A Player who controls 3 
Objectives at the end of the last game turn 
is the winner.
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Stableton Cleaning
This whole place just needs some proper attention and it will shine. Just take care of these poor lost souls in that glorious 
if somewhat neglected house. And while you’re at it, maybe send pneuma to Mayor about this pile of bricks, it will 
make a great museum! Are these gentlemen trying to install that hideous device in the centre of that square? That’s 
unacceptable!

Before Deployment: Players alternate 
placing 4 Activated Objectives [3], Switch, 
9” from adjacent table edges. Place a single 
Activated Objective [4], Switch, in 
the middle of the table.     

Enemy Models within 3” of an objective 
reduce the number of dice for Activating 
Objectives, one die per enemy Model.

Start of the game: Bid for the First Player 
as normal.

Deployment zones: Decided by the First 
Player. 

Game length: The game lasts 3 turns. 
Last Chance. 

Winning: A Player who controls 3 
Objectives at the end of any game turn 
is the winner. 
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Showtime
Some people just cannot comprehend allusions. You have to show them exactly what you mean. Make them remember.

Hunt and be hunted! The only thing that matters in 
this scenario is killing enemy Heroes. It is vital to choose 
correct targets and protect your own high value Heroes.

Start of the game: Bid for the First Player as normal.

Deployment zones: Decided by the First Player. 

Game length: The game lasts 3 turns.

Winning: A Player who killed enemy Heroes with 
the most Funds at the end of the 3rd turn is the winner.

 

Alternatively, you could design your own much more complex scenarios with Attacker and Defender clearly defined, 
following similar pattern to the “Free Henry” scenario presented below.

Free Henry! - An example of a complex scenario
They’ve taken Henry hostage! Fortunately, they’ve been thick enough to take him to their Headquarters. Now we know 
exactly where to strike!

Objectives: One of the Heroes from the Attacker’s Club 
is being detained there in the middle of the Defender 
Club - the Defender chooses one of the Attacker’s Hero 
Models to be the Prisoner and places it inside their 
Headquarters building. 

The Prisoner cannot Activate until a friendly Model 
makes an “Unbind” Quick Action in BtB contact with 
the Prisoner Model.

The Prisoner is worth 5 Victory Points for the Defender 
if it is not freed (no “Unbind” Quick Action made) until 
the end of the game. If the Prisoner is freed and there is 
a Defender’s Model in BtB with the Prisoner at the end 
of the game it is worth 3 Victory Points to the Defender 
instead. Otherwise it is worth 3 Victory Points to 
the Attacker. 

Place at least 2 Activatable Objectives Switch[2] within 
6” of the Headquater building. They are worth 2 Victory 
Points each at the end of the game if controlled.

Every enemy Henchman Model killed is worth 1 Victory 
Point. Every enemy Hero Model killed is worth 2 Victory 
Points.

Start of the game: Bid for the First Player as normal. 
The First Player is the Attacker.

Deployment zones: The Defender’s Club is deployed 
completely inside a single building placed in the middle 
of the table - this is this Club’s Headquarters. 

The Attacker’s Club is deployed anywhere on the table 
at least 6” from the Headquarters building. 

Game length: The game lasts 3 turns.

Winning: The Player who scored the most Victory Points 
at the end of the 3rd turn is the winner.

This scenario was designed for tournament play to 
balance out one of the strategies to build the Club, 
which is the issue of a rich but weak Heroes in 
the company of many powerful Henchmen. This 
scenario gives an advantage to clubs that have decided 
to invest their funds in Heroes rather than Henchmen 
– the richer the Hero the more tempting a target. It 
may happen that one of the clubs will have to kill all 
enemy Heroes to offset the death of only one Hero.
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Armor Piercing [x]: When inflicting damage ignore 
x points of the Target Model’s Armor.

Beginner’s Luck: Once per game This Model may Re-
roll all the dice it rolled in a single Test.

Fast Shot [x]: As a part of one Shoot Action this weapon 
may fire up to x times. Each subsequent shot is resolved 
at a cumulative -1G. Each shot in one Shoot Action may 
target a different Model but needs to be declared before 
any dice are rolled to do so. Calculate modifiers for each 
shot separately.

Fast Strike [x]: As a part of one Fight or Charge Action 
This Model may make up to x melee attacks. Each 
subsequent strike is resolved at a cumulative -1F. Each 
attack may target a different Model if able but needs to 
be declared before any dice are rolled to do so. A different 
Melee Reaction may be chosen against every attack.

Fiery Passion:  This Model has Resistance to Fire [3].

Golem: This Model needs to start its Activation within 
a Control Range of a friendly Scientist and needs to stay 
in it during its whole Activation. If this Model by any 
reason starts its Activation out of the Control Range it 
must make Move Actions to get back into the Control 
Range of the closest friendly Scientist. If there are no 
friendly Scientists present on the battlefield this Model 
can’t be Activated this turn. Golems have Fire Immunity. 
Golems are not Living Models. 

Gruesome Damage: This model deals +2 damage, 
instead of  +1, for each Critical Hit. This special rule 
only works in Melee unless it is conferred by a Ranged 
Weapon or it specifically states otherwise.

Hard to Kill: If This Model’s Wounds are reduced to 0 
and it had more than 1 Wound at the moment it suffered 
damage, it is reduced to 1 Wound instead.

Hypnotic Aura: Models may not choose a Fence Melee 
reaction when being attacked in Melee by This Model. 

Immunity: Whenever This Model is targeted by an 
attack or effect it has Immunity against, the attack 
automatically misses and the effect is not applied.

Infiltrator: Instead of deploying This Model normally, 
place 3 markers anywhere outside the enemy’s deployment 
zone, but no closer than 12” apart. At the start of the first 
game turn, roll a number of dice equal to This Model’s 
Reflex. For each success the Opponent must choose one 
marker. You can now deploy This Model on any of 
the chosen markers. If there are no markers available 
for deployment, the enemy may place the Infiltrator 
anywhere outside of his deployment zone. It cannot be 
the first Model Activated on the turn it is deployed. It 
suffers the Move Penalty [1] to all its Actions on the turn 
it is deployed.

Instant: You may use this ability at the end of every 
Action, even if This Model had made another Action or 
Quick Action or is in base contact with an Enemy Model.

Living Model: Every Model that is not an Undead, 
a Golem or an Object is a Living Model unless noted 
otherwise.

Mindless Model: This Model has to be Activated before 
any friendly non-Mindless Models may be Activated. It 
may not attempt to Activate an Objective, but provides 
bonus for other Models attempting to do so as normal.

Move Penalty [x]: This Model suffers a penalty of x to 
it’s Guns (to a minimum of 1) this Activation if it first 
made a Move Action, Charge Action or Moved as part 
of a Quick Action this Activation.

Natural Engineer [Action]: Once per game place 
a Golem Servant model in BtB with This Model.
The Golem Servant has a Golem Ability and Armor [5]

Nexus [x], Magic Type: Models with a Magic Ability: 
[Magic Type] within 6” of a Model or Object with this 
rule gain +x to their Magic Ability.

Night Vision: This Model may trace LoS through Smoke 
Templates and ignores Low Visibility.

Protection [x]: Whenever This Model is targeted by an 
attack of a type it has Protection from it gains +x Reflex 
for the purpose of resolving of this attack.

Quick: This Model can make a Move and then perform 
the Action this rule applies to. This is not a Move Action 
(see Melee). Ranged Weapons with Quick rule suffer -1G 
Penalty if the model Moves and Shoots in the same Action. 
You cannot make more than one Quick Action per 

Special Abilities
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Action. Always complete the movement before making 
the other activity.

Resistance [x]: Whenever This Model suffers damage 
of a type it is Resistant to, the Model gains +x unmodifiable 
Armor for purpose of resolving this damage.

Small Caliber: Double the Armor bonus when calculating 
damage from this weapon.

Swift: This Model may always use their Reflex instead 
of Fight when Parrying in Melee. It also automatically 
passes the test to Leave Melee.

Techniques of Sunnir Masters: This Model gains 
Protection [1] when targeted with enemy spells.

Template: 

A Template is a 3” diameter circular area placed on 
the battlefield that remains in play until the end of turn. 

The height of the Template is equal to its diameter unless 
the specific rules state otherwise.

A Model is Affected by a Template if it is within its 
area at any point during a game turn. The Effect 
of the Template is applied in the same Action the Model 
is first affected by it. A Model may only be Affected 
by each Template once during a game turn.

Examples of the most common Templates:

Fire Template: The area of this Template is Rough 
Ground. Effect: This Model suffers 2 Fire Damage, 
ignoring Armor (but not Fire Resistance).

Acid Template: Effect: This Model suffers 2 Acid 
Damage. If it has any Armor (but not Acid Resistance) 
it is reduced by 2 until end of turn.

Smoke Template: This Template blocks LoS through it. 
Models within it gain Cover [1].

Mist Template: This Template blocks LoS through it. 
Models within it gain Cover [1]. See Mist Walker and 
Mistaker. 

Undead: This Model is not a Living Model. Cold 
Immunity, Fire Vulnerability. 

Vulnerability: Double the damage This Model suffers 
from an attack of a type it is Vulnerable to.
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