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Fuall Damage is a fast

2 plaver skirmish gome thet

{5

e Free to play and 3d print in its entirety
fits a small print bed like the Bambu Al I117ini’
o Vertical' Positioning matters more thon row

damage.
o TTlini agnostic, 28 mm.~32mm compotible.

CC7ant a team of Cioblins or RKobots? go for it!
o M odular with wnlimited possibilities of
terrain.

o Simpler thon a wargame.

o [Tore creatively expressive than a boardgame.
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CCThat you need to play

o 3d printed Base 2 interlocking pieces creating a
10100 grid

o Terrain, the more the better'
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o Physical representations of vour units

e H copy of these instructions for the rules or
go to FallDamage.fun~ B ules

o Character cards, paper and pencil, or the Clnit
T racker ot FallDomoage fun/Cards

o (M) Two sin-sided dice [vou con olse Google
246 or wse the Ulnit T racker]
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Setup

o Set up the terrain.
e TNake it tall, make it fun'

o Hdd ¥ reasures

o Haree on which sides or corners will be the
starting position.

o Starting positions are B tiles either alomg
opposite !

¢ Pavers flip a coin or equivalent to pick a winner.

o ¥ he winner picks which starting position they
want.

o T he loser gets to have the first turn.

o PMavers select and place their team of & wunits for
the gome.

o Flﬂht‘ Py
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Hetivation, ' J wrns & Rounds:

T he gume is played by activating® vour wnits in increments of

Twos.

#Hetivating means that unit can choose to do-
Chie movement

Chne action " /

In either order.

Players alternate by activating wp to two units, wntil all vnits have
been activated, this completes a rovnd. Llow con only activate a unit

once per round.
Example
Player 1

HAetivates his Enight, moves and attacks, pushing the enemy near a
ledge.

Hrtivates his I1lage, moves and attacks, pushing the same enemy
of ' the ledge.

Player 2

Hetivates his Bard, moving in buff range of his Samurai,
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Hrtivates his Samurai, with his movement buff he is able to reach
a enemy to attack.

Cveling R ounds

Ht the end of the round it may be necessary for one player to have
multiple turns to be able to activate the remaining wnits. T his is
ex pected.

T he next round always begins with the ployer who did not Finish

the prior round.

[Alwoys alternate, except to exhoust un—activated wnits]

Rounds repeat until one team has no remaining wnits.
A he player with remaining wnits wins'
Rule interpretation

Some rules are left intentionally open to interpretation as the
nature of the gome couses many odd scenarios. In these instances,
please defer to whatever is most fun for both parties. H fun loss is
better than on owkward win.

TMNake vour team wnique
IIlini selection is not limited to the description of the unit,

for example

Tlecromancer could instead be a Beastmaster with pets
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Beast > Dragon

Eamurai > Fencer

Bard > Dancer

Ll restler > 110onk

Hssassin > Ilinja

Etr....

CInit Cord Explained:

Class type

Tove ™
Jump
Health
Httack,

‘R each

% Shicld Bearer CInit J vpe

Tlotes Flield

Push _ |

Hbilities

@ wses fetion

On Attack,
Push all adjocent enemies Back 1

R ooted

Cannot be Pushed, +1 Attack if
Shield Bearer doesn't 11%ove this twrn

Intimidate
Adjacent [inclwding diagonal] enemies
suffer 1 Move

MP-
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Coach player picks o total of & units consisting of-

Class J vpes

2 Fighters &/

2 R angers

2 Casters

2 Specialists

Hbility Kevy

@ = Jip to vnderstand the character

AL

it

. :§

9/ = LIses the wnits Hetion
4

@: Does not require Line of Sight
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Clnit Cards

&/ Fighters &/

’ Shield Bearer

' Spcarmmlw

3 My 4 My 5 Iy 3 Ry 4
3 i 1 i 1 g 1 Jg 1
He 8 He b He © He 9 He ©
7 3 7 5 7 a4 71 7 3
RY 1 [y 1 R“ { a5 1 g 2
By Bl By L1 By R1 By Bl By B2
@ Shove Q
On flttack. Bpearman has
@ Push all adjacent enemies Back 1 f
Vanguard V agabond Counter Rooted great Reach 8 Push
If Knight is activated Bandit has high Attack. Samwrai gets « free, Cannot be Pushed. + fAttack if .
first in a round, Gain +1 love {ow Health immediate fAttack when receiving melee Shield Bearer doesn’t MNove this twrn =2
Damage Intimidate
Adjacent [including diagonal) enemics
suffer =1 Move

B angers

(& prter Y[ & s | B Comer | G Tinkeror
m 4 3 My 3 I 3
i 2 2 _ it 1 i 1
He 6 6 .l He 6 He 6
A7 3 4 A7 5 fir ©
R* 4 4 R 3 R* 3
By Bl Bt___ By B2 By O
@ 0 Bomb g&a
@ 2 damage in ACE 1
Q Crossbow e Hidl::& xfmwéi gu":;nmmt
H!’YO‘W’S H:I‘O- Relies on LOS B lt\g[;hzs: Ruﬂl:u ﬂ;;;k‘ On aetivation, target is thrown wp 2 tiles
To LOS e stronger fitack R T | JEAesenert gt
ngm Frap is good
for Friendty travel as well
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units out in « + shape

\S
my 3
I 1
He 5
A ©
RY 3
By B2
SBplash
Pushes Multipte

r(_‘:' Splash maga

k TNages give bonus 2 damage for Fall Damage

s
& @ Seffod

Creates 1x1x3 tower CES

@ Partition

Creates Bxix2 wllf%:
Brick spells crumble

with Brick Mage action
or after 2 yound starts

Uits on effected tile
are lifted /recieve Fall Damage

M

TNages give bonus 2 damage for Fafl Damage

M 3
¢ 1
He b
A7 ©
RY 4
By B3

Force NNtage fas the
best Push in the game
but requires LOS

TNages give bonus 2 damage for Fall Damage

Prevent enemies next Mlove

i
Drvid transforms permanently
Loses Vines
Attack becomes 4
Reach becomes 1

e

M 3
Jg 1
He 5
Az © )
R 4 g
B O g
Swap 2 wnits i
i &
@ Cateh jg
Teleport enemy equal s
distance behind you g &
g
a

e Y

/

m. 3
ot
He 4
A7 1
gy 1

By Bl

Necromancer comes with two
skeletons wnits of the same
stats party total to 10

omin
@8 Raise
Reach 1
Aidd up to two more skeletons from
downed wnits. fletivate those
starting the next round.

e
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B Fi

[swap tites]

#Cwappling Hook
Unlimited vertieal Move
Agile
Able to pass through
enemies during MNove

Ungovernable
Coin flip
Heads' Move is 5
Fails Move is 2
Prowl/Fly
Unlimited Jump. However any
vertical movement eounts towards
the total Move for the twn. ie
going up an ad jacent block costs two
instead of 1 tile

™~ )

f‘ Bm-dj

3
3 2
He 7
A7 0 _ tW
RY 4
B ©

e HPTEN
&) Song
Buffs all friendly wnits in
Reach with + Move +

Attack

®D¢mnge interrupts Song

for yemainder of round

r‘ Wrestlw\
M 3

8 2
He ©
A7 2
RY 1
By B2
U restler does not take Fall Damage
@ Promo

Al enemies in Reach 4¢
-1 Attack until next U7 restler
activation or watil W restler is
i e
{8 Top Ropes
Dropping of f « ledge to a tile on or
adjacent to enemies damages them

o ),

r ‘ Tedic 1
e

\_ ™~

for that Fall Damage equivalent x2
Wil

_J

r ‘ HApothecary \

My 5
o1
He ©
A ©
R 1
By O
“cone” AOE

=1 Move, -1 Attack
every round start
s .
&% Syringe
Reach 1
Lose 2 Health every round

i,
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CInit Httributes and Game I1echanics

TI7 ovees

How many squares a wnit moves in o twurn.
Clou cannot IT20ve dicgonally.
Clou cannot stop on an occupied tile, unless it is ¥ reaswure.

Clou cannot pass throwgh a occupied tile unless it is o

Friendly wnit.

Voluntarily falling only couses Fall Domage after the
equivalent of vour {ump height.

Clouw may leap across gaps the distance of 1 tile. 7 he empty

tile vou are crossing counts towards vour T]17ove total.
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Fump
Vertical limit of what tiles vou can 1170ve up to.

Wertical T1ove does not comswme T1love unless otherwise
stated.

Each tile measures roughly 30mm cubed.
If measurement is necessary, always round down.
Example:

105mm height would be rounded down to D0mm or 3
damage.

Health:

is current pool of hit points. Ht zero a wnit is removed From
i e.

Httack:

How much Health is removed from the target. Clses Hetion.
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R each:

How many tiles vour Httack reaches.

Reach of 1 is considered melee. ¥ hat is, ad jacent, non
diogonal tiles, that can either be level or +1L-~1 vertical [up
one, down onel.

Downward melee is rewarded with +1 Httack to the total
damage given, inversely Httacking wpwards has a penalty of
=1 total damage.

Reach beyond 2 wses a radivs of Httack, this is a rough
circle around the wnit Httacking,

Example below would be for Beach 3 where any tile that is

orange is a valid target
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Vertical Httack

Downward Httock has no vertical restriction.

Clpward Httack has mozimwm reach of 2.

¥

~

Example:

HOE

AQCE [Area of Effect] refers to Attocks or abilities that hit
multiple targets. 'J he circle of HOG behaves the same as

Reach, but originates from the targeted tile
[AOE 1 is a + shape]
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[ACE 323 is a 3 by 3 grid]

Line of sight [1OS]

Line OF Sight is required wnless attacker has this icon:

-

LOS works by connecting a straight line through space

from attacker to target.

If no other wnit or terrain blocks this line then the Httack

iz valid.

pa. 12



Push:

Force an target to move in this direction. J his will couse o

enemy to Fall if pushed into open wir.
Push is defined on cards by things like B2, Bl etc.

B & B being the direction, end the number representing
total tiles Pushed.

B = Back
B = Riaght
L = Left

F - Fm'wl:[rd [Attacker & FTarget swap tiles]

LDirection is in relation to the attacker s position.
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Example
B2 would put the Target in Blue square.

L2 would put the Target in the Cireen Square.

Pushing Vertically & Obstacles

F argets may be Pushed vertically wp to one height per tile
but only if the Httacker is either below, or on the same lewvel
as them.

If a wall, tree or similar object is in the path of « wmit
being Pushed that wnit is no longer being pushed.

If being Pushed on top of a tree, unit or any wnoccupiable
space the unit being Pushed keeps sliding in thet direction
until they reach a available tile, otherwise they are not
Pushed.
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Fall Damage:

Fall Damage is 1 doamage per 1 vertical tile.

A he victim’'s Tump doesn’t influence Fall Domage as its
involuntory

Cach tile measures roughly 30mm cubed.
If measurement is necessary, always round down.
Example:

105mm height would be rounded down to D0mm or 3
damage.
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nvironment
Lo

Instent death when pushed onto tile.
LT atex

T1love costs double when on LU ater tile. LU  ater prevents
Fall Damage.

¥ rees

A rees block 1IOUS. Ulnits cannot occupy the same tile as a

tree,

A rees can be targeted & destroyed. B emove after being dealt
O damage.

Bridges & Ioadders

Bridges & I_adders can be targeted & destroved. B emove
after being dealt 5 damage.

Tlove on top of Briges & ILadders are equal to the tiles
they are suspended over.
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I.adders slot between tiles ond lean agoinst terrain, Ladders
are presumed to reach top of the terrain they are leaning
against without additional Twmp

Castle Spires

Castle Spires block 1LLOS and can be pushed like a unit.
Spire is removed after being pushed. If a Spire londs on «
wunit that unit receives © domage. Castle tower is a valid

movement square after Spire is removed
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Hidden items:

LT hen o Hidden Item is in play, coordinates become o
factor. Akin to the boordgome Battleship.

Players agree on a corner to be Hl

S he player creating the Hidden Item writes the
target coordinate on a piece of paper and folds it
CCT hen any unit is occupying the same tile, the
Hidden Item effect is activated, and the coordinote is
revealed to the enemy player.
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Hiternate U7 in Conditions

Optionally, vou coan play the Following goame types:

T he Royal Ieon:

Select a hard—to—reach ¥ reasure. UL in the gome if browught back to vour
temm's starting position [I12o0ve speed halved for the wunit corrying the

T reasure)

Bomb:

Select a hard—to-reach ¥ reasure. UL in the gome IF brought to the enemies
starting position. [T17ove speed holved T rensure]

*J hese ¥ reasures can be dropped by the unit or picked wp
without wsing an Hetion.
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T reasure

Prior to the start of the game players can decide to place
treasure chests on the map.

LT hen & unit occupies the tile that o treaswre is on that
playver rolls two six—sided dice and references the table

below.

Bv default, the effect is applied to the wnit that picks up

the treasure

‘f he dice are done sequentially: the first dice determines
which category and the second determines the effect.

(P9 Is not the same as

(o (T
ey o)

e’
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Hero's Inventory

(Y

| Y S

IMNagic LC7 eapon: +3 Attack

o5

LS LI

Toon Ore Sharpening Stone’ +2 Push

(%5

o ,\o o,

Exotic Crampons + 1 Tump

(X0

Ethereal L7 eapon’ +H1 B each

(X3

T hief’s Boots: + 2 TIlove

o

J\° °/
Elixir: +4 Health tntal or heal 4 Heolth [single

use]

#*If an Hero's Inventory item is not applicable to that wnit, then it can gqo to

the nearest applicable tewmmoate as an Hetion on pickwp.

Cleneral’'s Beserves

f

Girenader Beach 3, Attack 2, Push 1, in AOE 2
[single use, no LOS]

(24

HAssassins knifet Reach 1, Attack 7 [single wse]

f’_ 1{0 'zl

Climbing Rope: Select any tile, friendly units can’t

be pushed in ACE 3x3 around tile

f

Connon' Reach 5, Attack 5, Push 3 [single wse,
uphill Attock miy]

(545

A

Cwick sand Clirn® Beach 3, TItove costs 2 in
ACE 2 [single wse]

(e

VN,

U ar Dirum' AUl Friendly melee gets +1 HAttack

while carrier is alive
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TI?ystic' s TI!erchandise

———a ———
f.o ol {.o O
LS S ALY

Hstral Projector: removes LOS restriction for this  II?imes Gloves' T his wnit gains 1 of yowr enemy

wnit wnits abilities of yowr choosing
(3 R
ALy ALY

TNagic Tirrer: Change Class of this wnit without Celestiol Cannon' Reach 3, Attack O, push 4

restriction [single wse]
r-.\ e o { o e
@ Aot w A
Phase sword: T his unit caon Attack diagonally Lead Shoes T his unit can no longer be pushed

Caia’ s (Gifts

(SN (TS
AL A7 W \o_o}\_OII
Life Fountain® select a tile, AOE 3323 heals wnits 3 Cruption: Select any two tiles and place Lava
Health every new round start [cannot be oceupied ]
TN g N,
o foe foo
£33

Geomagnetic Beversal: For the next full round,
Hny wupward melee and ronged Attack s get +1
damage. Dovwnord get =1,

Fog: select @ adjocent tiles in a ACE 3x3. Fog
block 1L.OS HAttacks except melee

ro- NT O . s f.- o> ro- >
e .ll [ .-o.} Tectonic shift ‘.-.J \:_ :}

Dam Break: In a straight line of your choosing, place Remove or Place one stondard terrain piece [must
wp to 10 tiles worth of L7 ater, 1 wide not impact any other adjacent tile like a bridae]

Fuall Damaae applies, otherwise wnits not impacted
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FAroll's Paw

ro'o\{'.\l f® o\{ \I

LU 7 N wen

Satiate T he Deityr Sacrifice « member of your team, HAdrenal Depletion: Tlnit immediately takes a free

add their attack and remaining Health to this wnit. Iove, =1 T1love for rest of game
o 6
“9{ 1 N

Puzzle Boz: roll DO : results - 1-3 get Take 3

Blood Contract: Llnit Guains +2 Attack. Lose 1 Damage, results 4-6 get +4 Health total or heal

Health at start of each round

4 Health
> e>fe o > o>l o>
ro.o {o.o \ {o.o (: : |
oy oy
Hrmor of T horns 11elee attackers take 3 damage PBotched Hugmentation:
when hitting this wnit 1 self-damage when you
11 ove. Swap two of this wnits stats

Deity's Deals

e TTOR
\MJ_/ L%i&

Discorporate: Clnit is able to pass through T rees,

Terrain and Enemy wnits, Ulnimpoacted by Aneestoral Aid: Place a Hidden Item on any tile.

U7 hen activated target is domoged for -4 Health

Loave /T ater
e oo e o fe o
8! L,

Pink Slip: Force 1 enemy to change class of your Clnholy Deal: Revive downed wnit to half-Health,
choosing without restriction rounded wp.

ro o\(o Q4 {o o'\{o «»

W&t& 0909

Southern L7 ind: All enemy wnits Pushed 1 direction Torthern U7 ind: All friendly wnits Pushed 1
of your choosing direction of enemies choosing
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