FISTORY OF FRONELA

Keith Nellist

The History of
Fronela begins
with the Dawn of
Time, the land

a mostly empty
wilderness, popu-
lated by a few
primitive beast
peoples. Only on
the coast is there any human civilisation —
the descendants of Brithini colonists and the
Brithini themselves in Sog City.

This is a “Flow of History” game where the 4
players take on the role of Nations struggling
for survival and power in the cold lands of
Fronela. Events unfold and new peoples ar-
rive to conquer, settle, or disappear from his-
tory in the lands on either side of the Janube
River.

SEQUENCE OF PLAY

The game is played through seventeen
rounds, each made up of nation turns, where
one nation is the active nation. Each Nation
turn is made up of 5 phases which can be
summarised as Spawn (2 phases), Move,
Fight, Die.

The winner of the game is whoever has ac-

cumulated the most Victory Points at the end
of the Game. Victory points are awarded ac-
cording to nation specific criteria.

SET UP

ROUNDS
Start of round special events
Nation turns, in order
Population increase
New Units
Move:
Combat
Battle
Retreat
Overpopulation
End of round special events
END GAME, DANCE OF VICORY

NATION TURN

Population increase phase:

Roll D6 per relevant area for the active
Nation - 5+ gives a new unit for that area,
as long as there are enough counters. The
player can roll for

For Beast People, this is normally Totem
areas but refer to the specific nation.

For Malkioni, it is any area already occupied
by the faction who nation-turn it is, with a +1
on the D6 roll per Farmer in an area.




For Barbarians, it is any area occupied by
their tribe.

Elder races either do not get a roll (Gonn
Orta), or only one roll (Trolls, Valind’s Glacier;
Grotaron, Maidstone Mountains; Dwarfs, Ni-
dan Mountains)

New Units arrival phase:

As described in the specific Round details.

Move phase:

The active nation can move all units in its
nation.

Units must stop if they enter an area contain-
ing units of another nation. The exception to
this is if they can overrun an area with larger
numbers than the current occupant. The ac-
tive nation must have one more unit than the
current occupant of the area left behind in the
area. So if an area contained 2 units, then the
active player could move 3 units into the area,
and any additional units through the area.

Combat phase:

The attacker decides on the order that
battles take place, this can switch between
areas, so an attacker could choose one area

and continue until that area is resolved, then
go to another area, or switch between areas
until all are resolved.

Special Retreat: some units, or circum-
stances allow nations to be retreated before
the first combat roll. These are dealt with
under the nation details.

Battle
Each normal unit receives a combat dice.

All combat dice in an area are rolled simulta-
neously.

5+ indicates a casualty.

There are modifiers for terrain, and also
some units (Gonn Orta, Wizards)

-1 on attack rolls in Rough

-1 on attack rolls in Mountain
-1 on attack rolls for EIfWood
-1 on attack rolls for Sog City.

The attacker chooses both the attacking and
defending casualties.

Retreat

After the

first round of
combat for
the current
combat phase
in each area,
a player may
elect to retreat
some or all

of his units,
either attack-
ing or defend-
ing, if there is
somewhere to
retreat to. At-
tackers must




retreat to the area they came from. Defenders

can normally retreat into any empty adjacent
area, or an adjacent areas containing their
own units (even if it is involved in

* 4 in clear terrain, 1 in rough terrain, zero
elsewhere.

Soldier

combat).

Repeat the Battle/Retreat cycle until
all areas are resolved.

Overpopulation phase

Any units in an area more than the
maximum for the active nation and
area type are removed.

NATION TYPES

Each of the 4 players controls a
number of different groups generally
referred to as Nations. For barbar-
ians, a Nation will be referred to as a Tribe.
For Malkioni, a Nation will be referred to as a
Faction. For Beast People, a People.

These nations are not aligned with each
other despite the overall control by the same
player so, for example, Black Bull people
cannot move through Black Malkioni faction
areas without stopping and fighting.

Malkioni

There are 4 Malkioni factions, one per play-
er: Azure, Black, Grey, Brown.

There are 4 unit types for Malkioni factions,
derived from the traditional 4 castes:

Farmer

* Can only move if starting in an area with a
Lord and can only move one area.

» Can retreat, but not into empty areas.

» Gives a bonus of +1 to the population in-
crease roll per area.

* No combat dice.

* Terrain maximum populations:

. Can only move if starting in an
area with a Lord.

. Attack and defend normally.

. Unlimited moves in clear ter-
rain but must stop on leaving Rough,
Mountain, EIfWood, Glacier.

. Can retreat.

. No Maximum per area.

. No maximum populations ex-
cept: EIf Woods, Mountain, Glacier,
Seas — Zero.

Lord

. Can only move to attack other
nations if accompanied by at least one
Soldier.

* Moving into an empty area or one only con-
taining Farmers is not attacking.

* Unlimited moves in clear terrain but must
stop on leaving Rough, Mountain, EIfWood,
Glacier.

* No combat dice.

+ Can retreat.

* Max 1 per area except: Mountain, EIf
Woods, Sog City, Glacier, Seas — Zero.

Wizard

* Can only move if starting in an area with a
Lord.

* Unlimited moves in clear terrain but must
stop on leaving Rough, Mountain, EIfWood,
Glacier.

* No combat dice.

* Can retreat

» Adds +1 to the result of a Soldier roll.

* When defending, may reduce combat roll
of attacker by -1, or increase combat roll of
defender. An attacker who cannot kill a de-
fending Wizard must retreat. (e.g. if there
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are two Wizards and one normal attacker).
An attacking Wizard who cannot kill a de-
fender must retreat. (to avoid stalemate).

* No maximum populations except: Moun-
tain, EIf Woods, Glacier — Zero.

SCORING:
Malkioni factions score in the same way.

1 VP per Lord at end of Scoring Round.
Elder Races

Grotaron (Black)

» Population increase as if they were a Beast
People with a totem area of the Maidstone
Mountains.

« Can move along edges, stop at Junctions.
Mountain areas are considered to be Junc-
tions.

+ Can also move into areas.

» Can retreat.

* Move 3 ‘steps’ per movement phase. A
step being a move along one edge from
one junction to another, or from one area to
a junction, or from one area to an adjacent
area. Cannot cross seas.

» Cannot move into Junctions occupied by
other units.

» Scores for visiting Mountains, 1 VP per
mountain.

Gonn Orta (Black)

« Can move along edges, stop at Junctions.
Mountain areas are considered to be Junc-
tions.

+ Can also move into areas.

* Move 3 ‘steps’ per movement phase. A
step being a move along one edge from
one junction to another, or from one area to
a junction, or form one area to an adjacent
area. Cannot cross seas.

» Cannot move into Junctions or Areas occu-
pied by other units, unless they can retreat.

» Scores for visiting different nations, 2 VP
for each different nation that Gonn Orta is
adjacent to in his Overpopulation phase.

» He reduces combat rolls of ALL ADJA-
CENT units by 1.

» Cannot be killed, but can retreat. He loses
1VP if he kills a unit, even in self defence.

* Loses 1VP per round until he leaves the
board via a land “edge” (he cannot wander
into the Neliomi Sea)

Trolls (Grey)

» Population increase as if they were a Beast
People with a totem area of Valind’s Gla-
cier.

« Can move along edges, stop at Junctions.
Mountain areas are considered to be Junc-
tions.

» Can also move into areas.

» Can retreat.

* Move 3 ‘steps’ per movement phase. A
step being a move along one edge from
one junction to another, or from one area to
a junction, or from one area to an adjacent
area. Cannot cross seas.

« Can move into Junctions occupied by other
units to attack them.




Mostali (Azure)

» Population increase as if they were a Beast
People with a totem area of Nidan Moun-
tains.

« Can move along edges, stop at Junctions.
Mountain areas are considered to be Junc-
tions.

+ Can also move into areas.

» Can retreat.

* Move 4 ‘steps’ per movement phase. A
step being a move along one edge from
one junction to another, or from one area to
a junction, or from one area to an adjacent
area. Cannot cross seas.

» Can move into Junctions occupied by other
units to attack them.

* Mostali receive 2VP for each mission
achieved. Their missions are assigned
randomly once the first mission has been
accomplished. They gain a new mission
upon completion of the previous mission.

MISSIONS

1st Mission is to Occupy Oral Ta.
Roll 1D6:

1) Kill one unit of Wizard

2) Kill one unit of Racoon (Brown)
3) Kill one unit of Trolls (Grey)

4) Kill one unit of Barbarian

6) All Mostali units return to Nida, then re-

)
)
)
5) Kill any one unit inhabiting of an EIf Wood
)
moved from board (disappear underground).

Beast People

There are Twelve Beast People represented
in this game in Fronela.

Population increase roll for any totem area
not possessed by another nation:

Beast People cannot enter Sog City, unless
they are part of Harrek’s Army.

Totem Areas:

Bull People (Black): Tawars, Dilis, Retrint,
Junora, Einpor, Karstall, Troll Shore, Dona,
Southbank. Galastar, Timms, East Point,

Population Max 2 per area, except Sea,
Mountains, Glacier = 0

Score 2VP for each Bull People unit elimi-
nated in the Sweet Sea.

Badger People (Azure): Upriver, Zoria, Troll
Shore, Badger Wood, Dona.

Population Max 2 per area, except Sea,
Mountains, Glacier = 0

Mammoth People (Brown): Upriver, White
Bear Wood, Mammoth Wood.

Population Max 2 per areas, except Seas =0

Reindeer People (Grey): Western Glacier,
Eastern Glacier, Porent, Tastolar, Tastolar
Highlands,

Gharkhor, Oral Ta.

No Population Max, except Seas, Mountains
=0




Woolly Rhino People (Azure): Troll Shore,
Black Forest, Porent.

Population Max 2 per area, except Sea, Gla-
cier=0

Rhino Score 4VP for killing each Malkioni
unit.

Units attacked by Woolly Rhino can retreat
before the first round of combat.

Bear People
(Brown): White Bear
Wood, Mammoth
Wood, Bear Wood,
Badger Wood,
Rathorela, Griz-
zly Wood. Eastern
Glacier.

Population Max 3,
except Sea, Moun-

tain, Glacier=0

Bear People score 1VP for each unit they Kill
when defending.

Skunk People (Black): any two empty areas
adjacent to each other but not to any other
Skunk are totem areas for skunk.

Population Max 1, and cannot be adjacent to
any other skunk units.

Wolverine People(Grey): Winter Wood,
East Winterwood, Gharkhor, Oral Ta, Porent,
Tastolar, Black Forest, Upriver, White Bear
Wood, Mammoth Wood, Bear Wood, Grizzly
Wood, Rathorela.

Population Max 1

Wolverine Score 5VP for attacking and killing
Owl People.

Wolverine Score 1Vp for each unit that at-
tacks in their Nation turn.

Wolverine People have +1 on their dice rolls
when attacking.

They cannot retreat.

Porcupine People (Azure): Easval, Win-
terwood, East Winterwood, Porent, Upriver,
Zoria, White Bear Wood, Mammoth Wood,
Bear Wood.

Population Max 2, except Sea, Glacier,
Mountain =0

Porcupine Score 2VP once for each of their
totem areas that they spend an overpopula-
tion phase in.

Porcupine People can retreat before the first
round of Combat. .

Racoon People (Brown): White Bear Wood,
Zoria, Badger Wood, Troll Shore, Dona,
Karstall, Southbank, Timms, Eastpoint.

Population Max 2, except Sea, Glacier,
Mountain =0

Racoon People can only attack for one ex-
change then must retreat.

Racoon People Score 1VP for each unit that
attacks in their Nation turn.

Bobcat People (Azure):
Erontree, Oranor, Yerring,
Jonatela, Syanor, High
Llama Pass, Sullen Hills,
War Moor.

Population Max 1, except
Sea, Glacier =0

Bobcat People Score 1VP
for each unit they kill while
attacking.

Owl People (Black): any empty area, includ-
ing Mountains, but excluding Sea.

Population Max 1, except Sea =0




Owl People Score 1VP for each unit they Kkill
of Bear and Wolverine People.

Wolf People (Brown) High Llama Pass,
Nidan Mountains, +any areas currently pos-
sessed by Wolf People.

Population max 2, except Sea, Glacier =0
and Mountain =1

Wolf People Score 1VP for each unit they
kill.

Beast people move 2 areas per turn outside
of their totem areas. They have unlimited
movement within their totem areas.

TURN ORDER (rounds 1 to 15)
Black Malkioni

Grey Malkioni

Azure Malkioni
Brown Malkioni

Bull (Black)
Grotaron (Black)
Badger (Azure)
Mammoth (Brown)
Gonn Orta (Black)
Reindeer (Grey)
Woolly Rhino (Azure)
Bear (Brown)

Skunk (Black)
Wolverine (Grey)
Porcupine (Azure)
Racoon (Brown)
Bobcat (Azure)

Owl (Black)

Trolls (Grey)

Mostali (Azure)

Wolf People (Brown)
Barbarian (Black)

Barbarian (Grey)
Barbarian (Azure)
Barbarian (Brown)

TURN ORDER Round 16

» Prince Siglat’s nation has the first nation
turn.

* Malkioni faction that controls most clear
areas South of the Janube (not including
the first player).

» Malkioni faction that controls the most ar-
eas out of the two remaining that have not
have a nation turn.

» The fourth Malkioni faction has all its units
removed from the board

TURN ORDER Round 17

* The Malkioni Faction controlling Dormal
has the first nation turn.

< Barbarian nation with Moon Boats
* Bear People
« Harrek the Berserk

» The Malkioni faction controlling Lord Death
on a Horse

Harrek the Berserk (again)

The rest of the nation turns are taken in the
normal order except Harrek has a turn be-
tween each turn until he disappears in Sog
City.

Once he disappears, the next nation turn
is that of the Malkioni faction of the Harrek
player.




SETUP
Black Malkioni | 1 Soldier, 1 Wizard, 2
Lords in Tarins.
Bull 1 unit in Tawars
Grotaron 1 unit in Maidstone Moun-
tains
Mammoth 1 unit in Upriver
Gonn Orta 1 unit in Western Nida.
Reindeer 1 unit in Tastolar
Woolly Rhino | 1 unit in Black Forest
Bear 1 unit in Rathorela
Bobcat 1 unit in Oranor
Trolls 4 units (1 in Oral Ta, 1 in
each Glacier area)
Mostali 2 units in Nidan Mountains
ROUND 1

The Dawn, ends with ¢.75 ST.

At the start of the Round Hrestol and The
Blinding Eye Appear

HRESTOL

This unit starts in the City of Sog at the start
of the Round and is moved by each nation
up to 2 areas before the population increase
phase of each nation turn. He can then also
be moved as if he is a unit of the nation dur-
ing their nation turn.

He can be used as if he is any one sort of
Malkioni unit during that nation turn:

As a Farmer he gives a +1 to population
increase rolls for the area he is in (even for
Beast People)

As a Wizard he gives a +1 to combat dice if
attacking another nation.

As a Soldier he gets a combat dice.

As a Lord he can enable Soldiers, Wizards
and Farmers to move.

Note that during a Barbarian tribe nation
turn, if he is in an empty area, that tribe has a
population increase roll.

This unit cannot be killed but is removed at

the end of the Turn.

i
e
]
.

BLINDING EYE

This unit starts in Timms, at
the start of the Round and is
moved by each nation 1D6
spaces in their movement
phase as it were a unit of their own nation.

In the combat phase all units in the same
area as the Blinding area are eliminated. The
Blinding Eye can only be moved to attack
other nations if accompanied by another unit
of the active nation. The Blinding Eye always
ends each nation turn in an area on her own.

iy

The Blinding Eye cannot move in any spaces
adjacent to Hrestol. At the end of the turn the

Blinding Eye is removed from the board hav-

ing been banished by Hrestol.

New Unit Arrivals

from Neliomi Sea. 2
Soldier, 2 Wizard, 1
Lord.

Grey Malkioni

from Neliomi Sea 2
Soldier, 3 Wizard, 1
Lord.

Azure Malkioni

from Neliomi Sea 2
Soldier, 3 Wizard, 1
Lord.

Brown Malkioni

Badger 1 unit place anywhere

Skunk 1 unit place anywhere
that is not adjacent to

any other units




Wolverine 1 unit place anywhere
north of Janube.

Porcupine 1 unit place anywhere
north of Janube.

Racoon 1 unit place anywhere
adjacent to a river

Owl 1 unit place anywhere

ROUND 2

Colonies in a Cold Land. Ends 175 ST.

At the start of the Round 5 Barbarian units
for each player are placed on board:

Black Barbarians (CHARG)

Grey Barbarians (WAR MOOR)

Blue Barbarians (SOUTH SHORE).

Brown Barbarians (SULLEN HILLLS).

All other units in those areas are eliminated.

At the start of each Nation Turn a nation may
elect to call upon one ancient horror that is
not on the board, apart from the Blinding Eye.

THE HAND THAT TAKES

This unit is stacked in any active nation con-
trolled area. It may steal (remove) one unit

of another nation from any one other area or
junction which does not leave the area empty,
during the movement phase of the active
nation at a cost of sacrificing one unit from
the active nation per unit removed. The Hand
is also then removed from the board and is
available to be called on by the next active
nation.

The Hand That Takes can also change one
area containing a river into SWAMP, imme-
diately eliminating all units in that area, re-

ducing the maximum population of Farmers
to zero and making the area Rough terrain.

Dilis, Zoria, Jorri, Tarins, Pomons and Upriver
contain rivers. This can be done from any
distance and costs one unit sacrifice by the
active player controlling the Hand, but can
only be done once per game.

THE VOICE OF LIES

The Voice of Lies is used to control another
players unit from an inactive nation during
movement phase and then another unit dur-
ing the combat phases. The units controlled
must be adjacent to the Voice at the start of
the movement phase and at the start of the
combat phase. The Voice can control special
units, such as the King of Talsard, or Talor
the Laughing Warrior . The Voice cannot be
killed but remains on the board for the rest of
the game. If it is left in an area with no units,
another nation may pick it up. Ifitis involved
in a battle it can be picked as a casualty, but
instead of being removed from the board, it
changes sides.

THE UNSEEN FACE

The Unseen Face is a dop-

pelganger of another unit al-

ready on the board. For ex-

ample it can act as if it has

the abilities of, for example,

GONN ORTA, THE VOICE OF LIES, THE
KING OF TALSARD, TALOR, a Wizard, or a
Wolverine People. If it encounters its double
then the Unseen Face is removed from the
board, but it can be summoned again, by
any nation that eliminates one of their Wizard
units. If the original unit is eliminated and is a
unique unit then the Unseen Face is also re-
moved. The Unseen Face can be killed, but
the unit is then available for the next active
player to summon at the cost of 1 Wizard.




THE UNSPEAKABLE NAME

Any area containing or adjacent to the Un-
speakable Name does not gain a population
increase roll. It may be moved by the control-
ling player by another unit carrying it. It can-
not be killed in combat. The Unspeakable
Name remains on the board for the rest of the
game.

At the end of the Round:

PRINCE OF MALKIONI

Whichever faction has the most Lords at the
end of claims the title of PRINCE of MALKIO-
NI, and gains this unit, which acts as a Lord
but can be stacked with another Lord in the
same area.

ROUND 3

Barbarians and Beastmen. Ends 275
ST.

3 Wolf People arrive at High Llama Pass in
the Wolf People turn.

ROUND 4

Kingdom of Talsard. Ends 375 ST.
(Sunstop)

At the start of the Round the King of Talsard
appears stacked with the Barbarian Tribe with
the largest population. If it is equal, then the
Tribe that comes first in the turn order se-
quence,

KING OF TALSARD

The area containing the King of Talsard has
no population maximum.

The King of Talsard acts as a normal barbar-
ian unit except that instead of being killed in
combat he changes sides.

At the end of the Round the King of Talsard
disappears, and is replaced by two normal
units of the Tribe he was in at the end of the
Round.

ROUND 5

Kingdom of Akem . Ends 475 S.T.

At the start of the Round there are four units,
one of which must be chosen by each Faction
during their nation turn. The unit is chosen
before the Population Increase phase, so
Black has a choice any one of the four, while
Brown gets whoever is left.

KING OF AKEM

The unit acts like a Malkioni Lord. The fac-
tion that chooses this unit loses all the Farm-
ers it controls from the board and gains ALL
of its Soldiers from off the board. The King of
Akem staying on the board until he is elimi-
nated, but the Soldiers replacing Farmers is
a one off effect. If the King of Akem is left in
an area with no units, he is removed from the
board.

ARINSOR THE CHAOS WIZARD

Arinsor acts like a Malkioni Wizard. This
faction replaces all its Farmers with an equal
number of Wizards. For example, if two Farm-
ers are removed
two Wizards are
gained. If a player
has all his Wizards
on the board he
doesn’t gain any
extra counters.
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TALOR THE LAUGHING WARRIOR

Talor acts like a Malkioni Lord. He grants +3
to the combat roll of any Soldiers stacked with
him.

VARGANTHAR THE UNCONQUERABLE
KNIGHT

Varganthar acts like a Malkioni Soldier. Units
stacked with him cannot be killed. Beasts
People and Barbarians in combat in areas
adjacent to Varganthar gain +2 to their com-
bat rolls.

If Talor and Varganthar meet in combat the
attacker must retreat after one round of com-
bat.

Comment:

Kingdom of Akem 402-410, organised with
Orders of Chivalry.

Varganthyr the Unconquerable Knight leads
barbarians in rebellion.

385 beginning of the Kingdom of Akem
390 Mostali destroy Oral-Ta.

428 Prince of Northpoint marries Queen
Karimli, founding kingdom of Loskalm

475 Agria and Tawars join Loskalm.
ROUND 6

Kingdom of Loskalm. Ends 575 ST.

Arinsor the Chaos Wizard, Talor and Vargan-
thar are removed in the overpopulation phase
of the controlling nation.

KING OF LOSKALM

At the start of the Round the factions must
make a secret bid how many Wizards they

are prepared to change to Lords to become
the King of Loskalm.

If this is equal then if one of the contenders
controlled Talor, they win.

If neither controlled Talor, then whoever con-
trolled the King of Akem loses.

If there are still contenders then whoever
controlled Varganthar wins.

The winner changes a number of Wizards to
Lords as determined by his initial bid.

ROUND 7

Settlement of Junora. Ends 675 S.T.
SCORING ROUND.

Comment:
650 Kingdom of Akem dissolved.

690 The Kingdom of Loskalm begins cam-
paigns and settlements in Junora.

ROUND 8

Wars of Succession. Ends 775 S.T.

At the start of the Round players make a
secret bid on behalf of their Malkioni faction of
how many of their units they want to ally with
the Godlearners. When these are revealed
the lowest bid receives Syranthir Forefront,
while the highest bid receives Arim Adalla.

For an equal lowest bid, the faction with the
fewest units on the board gains Syranthir. If
still equal, the player with lowest current VP
score gains Syranthir.

For an equal highest bid, the faction with the
most units gains Arim Adalla. If equal, the
player who won Syranthir chooses who gets
Arim Adalla from those who had the equal
highest alliance bids.
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Nations that allied with the Godlearn-

ers, must remove the number of units they
pledged to ally with the Godlearners during
the Nation turn of Arim Adalla. These should
be removed in nation turn order. The exact
same units are put back on the board at the
end of the Arim Adalla player overpopulation
phase, also in nation turn order, in any areas
that still contain the same nation, or in empty
areas. .

SYRANTHIR FOREFRONT

Syranthir acts as a combined Lord, Wizard
and Soldier unit.

Units stacked with Syranthir can retreat be-
fore the first round of combat.

Syranthir’s faction gets an additional Nation
Turn at the end of Round 8 (that is, after the
Brown Barbarians. All units, excluding Farm-
ers, from his nation are then eliminated.

Any units in the Sweet Sea that are removed

gain the nation 2VP each.

ARIM ADALLA

Arim Adalla acts as a Lord. The faction with
Arim Adalla gains all of their off-board Wiz-

ards and Lords in the Neliomi Sea during their

New Arrival phase.

SCORING ROUND
ROUND 9

The Empire of Sea and Land. Ends 875
S.T.

At the end of Round 9 Arim Adalla is re-
moved and up to 4 soldiers and 1 Lord of his
faction appear in Erontree.

ROUND 10

Nadar the Avenger. Ends 975 S.T.

At the start of the Round the player who
controlled Syranthir Forefront is given Shah
Nadar, and associated Soldiers and Wizards.

The Closing is placed on the Neliomi Sea
eliminating all units there.

Then, the faction with the least number of
units on the board gains King Gwainric the
Good, to be placed on the board during their
New Arrivals phase.
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SHAH NADAR
Acts as a Lord. Appears in the Sweet Sea.

The controlling player gains ALL of his Sol-
diers and Wizards on the Sweet Sea.

THE CLOSING

The Closing marks the ban on sea travel
caused as a side effect of Zzabur’s magic.

KING GWAINRIC THE GOOD

Acts as a Lord. If there are none from his
faction on the board he may appear in any
empty area. He gains a Solider and a Wizard
in the new arrivals phase of the controlling
player.

ROUND 11

Kingdom of Jonat. Ends 1075 S.T.

At the start of the Round Jonat appears in
Western Nida.

JONAT BIGBEAR

Jonat is a unit that moves along the edges of
areas and stops at Junctions. Any Nation that
has units adjacent to him in their movement
phase can move him along any edge adja-
cent to their active units. Jonat gives those
Nations controlling him a +1 bonus when at-
tacking in any combat adjacent to Jonat.

Jonat cannot be moved into a junction inhab-
ited by an Elder Race, including XEM.

XEM

Was a Dark Troll companion of Jonat. He is
always on a junction one edge from Jonat. He
is put on the board by the active player in the
overpopulation phase and can be placed in
any empty junction adjacent to Jonat’s junc-
tion.

Jonat cannot move into the junction occupied
by Xem. Xem can attack any adjacent nations
as if he is a Troll unit. At the end of Round

11 the Xem counter represents Xemtown,

the centre of a troll kingdom. Any population
increase rolls in areas adjacent to Xem ap-
pear as Troll units stacked on the junction
with Xem

At the end of the Round all Nations score 2
VP per unit for being adjacent to Jonat. Elder
races on Junctions to do not receive any VP,
but those in areas do. Jonat is removed.

ROUND 12

Ends 1175 S.T.

SCORING ROUND

At the end of the Round Xemtown is re-
moved from the board.

ROUND 13

Kingdom of Valmark. Ends 1275 S.T.

VALMARK

The Kingdom of Valmark was a barbarian
kingdom basing its power and prestige on
the trade and transport benefits of the Jan-
ube. It is therefore focused on a point along
the River somewhere between Sog City and
the Sweet Sea. At the start of the Round a
Valmark unit is placed 6 junctions upriver of
Sog City (adjacent to Southbank, Dona and
Karstall). During their nation turn any nation,
including Elder Races, adjacent to the river
at the beginning of the overpopulation phase
can move the Valmark unit either upstream
or downstream one junction. At the end of the
Round Nations adjacent to the river Valmark
unit receive VP in the following ways:
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Directly adjacent to the Valmark: 5VP per
area.

One space up or down stream:  3VP per
area.

2 spaces up or down stream 1VP per
area.

Example:

Valmark remains in its original positions:
Mortasor, East Point, Junora and Retrint
score 1VP per area, Galastar, Timms, Einpor,
North Shore and Troll Shore score 3VP per
area. Southbank, Dona and Karstall score
5VP per area.

ROUND 14

Zoria. Ends 1375 S.T.

At the start of the Round, each Barbarian
tribe notes how many units it will remove
from the board in order to gain the Red Moon
Refugees. The players then reveal how many
units they would remove and the Tribe that
pledged to remove the most gains the Queen
of Zoria unit. If pledges are equal the player
that would have the least barbarians left on
the board gains the unit. If still equal then the
player with the lowest current VP score gains
Zoria.

QUEEN OF ZORIA

At the start of the nation turn
the barbarian tribe that pos-
sesses this unit removes the
amount of units he pledged
and places all of his units re-
moved from the board into the
Sweet Sea. These represent
the refugees from the Red
Moon.

The Queen of Zoria herself is placed in the
Zoria area. Any other units in that area must
retreat. Zoria cannot be killed, or moved.

ROUND 15

Black Hralf. Ends 1475 S.T.

BLACK HRALF, SON OF THE DEVIL

Black Hralf is a unit that is placed on any
junction/mountain by the Grey Malkioni, and
is then moved in each nation turn by the
controlling player, up to 4 junctions in the
movement phase. Beast People and Barbar-
ian Tribes in areas adjacent to the Black Hralf
junction gain +2 on combat dice rolls against
Malkioni Factions. Malkioni Factions in areas
adjacent to Black Hralf may retreat before the
first round of combat because he is so terrify-

ing.

The Malkioni Faction that loses the most
units during their overpopulation phase on
Glacier terrain gains the King Siglat counter
for Round 16.

Beasts and Barbarians gain additional 1VP
for each Malkioni unit killed in Round 15.

ROUND 16

Syndics Ban. Ends 1575
S.T.

At the start of the Round, a
magical Ban on movement
and communication falls on
the whole of Fronela, cutting
off Kingdoms from each other.

This round reflects what
happens during the Ban. The
nation turns are in a different
order to normal.
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Elder races not in areas (that is, those on
junctions) are removed. (Grotarons not in
mountains, Gonn Orta not in a mountain)

KING SIGLAT

The player controlling Prince Siglat has the
first nation turn. King Siglat acts as a Lord.

He is placed in an area with one of his active
units. All connected areas gain an automatic
population increase. Units may only move
within areas already controlled. In the over-
population phase, Soldiers have a maximum
of 1 per area. This nation receives Dormal at
the start of Round 17.

The second nation turn belongs to the Mal-
kioni faction that controls most clear areas
South of the Janube (not including the first
player). This is the Kingdom of the Jonatings.
It does not have a population increase phase.
In the overpopulation phase, Soldiers and
Wizards have a reduced maximum of 1 per
area.

This player receives Harrek the Berserk.

The third nation turn belongs to the Malkioni
faction that controls the most areas out of the
two remaining that have not have a nation
turn. This faction loses one unit per area in-
stead of having a population increase phase.
All Soldiers are removed in the Overpopula-
tion phase.

This Player receives Moon Boats at the start
of Round 17

The fourth Malkioni faction has all its units
removed from the board (and becomes the
Kingdom of War).

This nation receives Lord Death on a Horse
at the start of Round 17

Beast people do not have a nation turn (no
population increase, no move, no combat),

but they are all reduced to a max of 1 per
area except for Bear People, who sleep
through the whole thing.

Barbarians and Elder Races simply miss a
turn

ROUND 17

Kingdom of War. Ends 1675 S.T.

At the Start of the Round Dormal the Sailor
appears in the Neliomi Sea, eliminating the
Closing.

Instead of the normal turn sequence the na-
tion turn order is dependant on the special
units gained last Round.

DORMAL THE SAILOR

The Malkioni Faction controlling Dormal has
the first nation turn. Dormal acts like a Malki-
oni Lord. He disappears at the end of the na-
tion turn, sailing off to the edge of the world.

Units may only move one area during this
round. Inactive nations cannot retreat in this
nation turn.
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MOON BOATS

This unit is allocated to one area of the
Barbarian nation in the players control. The
released area (not nation) has a normal turn
but units can only move into one other area
during this round. Units cannot be retreated
into areas that have not been released from
the Ban.

Bear People

The Bear People slept through the Ban, but
wake now, and have a normal nation turn.
Units cannot be retreated into areas that have
not been released from the Ban.

Harrek appears in the overpopulation phase
stacked with one of the Bear People units
(chosen by the player controlling Harrek), and
takes any Bear People units eliminated by the
overpopulation phase into his personal army
that then moves with him.

HARREK THE BERSERK

The player controlling Harrek the Berserk
has a “nation turn” of his own. He can only
move into areas that have been released
from the Ban OR Sog City. He must move to
Sog City via empty areas if he can. He cannot
move back to an area he has just left.

He follows this sequence:

Move

1 round of battle, any enemy units getting an
eliminated result join his army. Harrek cannot
be eliminated , but units in his army can be.

Move
1 round of battle, as before. repeat

If he ends a combat phase with no opposition
he stops, and the next nation turn occurs.

Once he reaches Sog City he disappears,
and his army is also removed from the board.
LORD DEATH ON A HORSE

This unit acts as a Lord and appears in any
unreleased area, eliminating all units there.

During the new Arrivals phase, this unit
receives ALL of the Soldiers of the Malkioni
Faction, and 4 Wizards.

Harrek the Berserk (again)

The rest of the nation turns are taken in the
normal order except Harrek has a turn be-
tween each turn until he disappears in Sog
City.

Once he disappears, the next nation turn
is that of the Malkioni faction of the Harrek
player.

SCORING ROUND

Determine Winner, Dance of Victory!
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Design notes for History of Fronela

This game follows on from my attempts

to make games about Gloranthan history;
the History of Peloria, and the History of
Kralorela. I'm still working on the Composite
History of Dragon Pass, and the History of
Jrustela.

I'd like to thank Jamie Revell , Laurence
Whittaker, Greg Stafford, Peter Metcalfe, Jeff
Richard and others for their works and ideas
on Fronela that | have used as | saw fit as
source material. Any inaccuracies or errors
are my own. | used Genertela, Crucible to
the Hero Wars (RQ3 boxed set); Glorantha;
Introduction to the Hero Wars (Hero Wars),
The Middle Sea Empire (Stafford Library),
and Guide to Fronela (Mongoose
2" Age) as primary sources
with references from Anax-
ial’s Roster (Gonn Orta,
Grotarons), and Troll-
pack (the troll history).

The format needs you to
get the 4 Wiggles together
to play board games —
each with a colour, one
can bring Fruit Salad,
another can do Magic
Tricks and you may need
to wake up Jeff occasion-
ally. | did consider splitting the
nations differently, for example |
considered a Malkioni, Barbarian, Beastman,
Elder Races split, but decided that this was
unbalanced and missed the factional fight-
ing between Malkioni which is an essential
part of Fronelan history. The 4 way split was
simply based on previous games — it could
have been 3 or 5, but a 4 player game al-
lows for more player interaction without too
much player down time. Plus, there are only
4 wiggles. | am sure the game could be split

differently if Captain Feathersword turned up
but | have not included any interactions with
Waertagi or any mer-people so this may not
be the game for him.

| wanted to make kingdoms one of the cen-
tral themes of the game, but failed in making
it as central as I'd have liked despite several
attempts at getting something balanced that
did not favour the early Kingdom creators too
much. | also wanted to include some of the
“‘names” from Fronelan history. Unlike Peloria,
where there are too many named Kings, He-
roes and Princes to include, Fronela has far
fewer personalities which makes it far more
workable to include them.

| wanted to differentiate the way the Malkioni
worked from the Beast People
and Barbarians, and the castes
seemed a good way to do
this. Later on | used this
feature to highlight the
priorities of certain King-
doms. Getting the balance
right between Soldier,
Wizard, Farmer and Lord
is an important part of
Malkioni tactics. Initially, |
had the Godlearners, Car-
manians and Kingdom of
War as separate factions, but
felt | could remove these later
and make the losing Malkioni fac-
tions come back as these new groups.

There may be a lot of dice rolling in the game
— population increase and combat. | prefer
dice rolling to record keeping, so this is my
solution to hassle of keeping track of popula-
tion points in Britannia — replace it with a dice
roll.

The Elder Races moving along the edges of
the areas fit nicely with my view of the Elder
Races in Fronela mostly working at the bor-
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ders of human lands. The trolls sneak around
popping up in unexpected places, the Battle
of Nebuchaxa occurs fare from human eyes,
no one really sees Grotarons, except for
occasional appearances as mercenaries. |
decided to leave out the Aldryami altogether
treating them as more of a terrain feature
than an active presence. | could have left out
the Grotarons too, but they’re my favourite
Gloranthan Elder race and I’'m pleased to
have included them, although my bias did
not go as far as making the Glorious Gro-
taron Empire an in game reality. | missed out
Chaos monsters and Waertagi, even though
| think they could have been represented for
similar reasons to the Aldryami.

| did try to get an element of theme into the
4 player split; Black was “River deep,
mountain high” featuring two moun-
tainous giant races, and the river
pasture favouring Bull People.
Grey was “Cold Hearts, Grey
North” with the Grey Malkioni
most likely to embrace the
cold logic of the Godlearners,
with the Trolls living on the
Glacial remnants of Borklak’s
Kingdom, and the grey rein-
deer and Wolverine People ,
both from the northern side of -
Fronela. | chose Azure as a
colour because it comes from
the favoured colour of the Knights of modern
Loskalm, the theme of Azure being “Stasis
and Change”. The Mostali represent Stasis,
while the Beast People are either unchang-
ingly violent Woolly Rhino people or migratory
Porcupine People. The modern Kingdom of
Loskalm itself is a result of efforts to create

an idealised Kingdom by avoiding change.
The Brown player “Tooth and Tusk, Hoof and
horn” was really the player with the most pow-
erful beast people — the Bear and Wolf Peo-

ple. They come last among the Malkioni and
Barbarians so those groups would often have
to fight to make room for themselves. This
was the colour that was going to control the
Kingdom of War before | made that faction as
result of the gameplay rather than a nation.

Each round represents roughly 100 years,
although the first Round ends in 75 S.T, so
started before Time and is of indeterminate
length. | am still unhappy that | didn’t come
up with a name for round 12, despite some
suggestions. | did consider “Xemstown” but
that seemed to put too much emphasis on
the troll kingdom. “Peaceful Interlude” might
have worked if | thought that this remotely
described the situation in Fronela during this
period. The last Round ends in 1675, well into
the Hero Wars, and in theory

including such events as
the elven Reforesta-
-~ tion, the Glacier being
chewed off by the trolls
and set a float on the

Neliomi Sea to plug
Magasta’s Pool and
flood the world, and the

return of the Waertagi drag-
onships to Sog. | did not include
these events in the game but they can
be simulated, from the human civilisation
point of view, by the players tipping all the
counters off the board, folding the board up
and putting the whole game away.

The 100 year split just came about because

| wanted roughly 16 Rounds, and saw no rea-
son to start later or finish earlier. | didn’t start
at zero as | wanted to have the Sunstop as

a break between Rounds, and it seems to fit
later events too. The Dawn, with Hrestol wan-
dering around, also needed to finish closer to
Hrestol's martyrdom than 100 S.T.
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Naming of regions offered a few
challenges; often | could only find a
modern name for an area, or couldn’t
link a described area to a specific area
on the map (mostly from the Mon-
goose 2" Age Fronela book) As such,
we have a few anachronous names,
Galastar, for example, or names that
were for a whole region only applied
to a single area, Syanor, Oranor and
Jonatela, for example are all names
for regions that overlapping or are the
same area , but I've used them for
separate areas. I've taken some liber-
ties with Mountains, with regions in Junora
and parts of Rathorela.

| wondered whether to name the Beast Peo-
ple with their “proper” name: Telmori, Rathori,
Zonati etc., but felt that this just made things

more obscure.

Going through the game Round by Round,
we start off with a few units on the board, and
the imminent arrival of Malkioni factions from
the Neliomi Sea. This can be seen as new
ideas as well as just new people, spreading
among those Malkioni already. The two spe-
cial units this round, Hrestol and The Blinding
Eye, represent the good and bad things hap-
pening in the Dawn. | was pleased to be able
to have Hrestol’s caste breaking reflected in
game terms. Tactically, players need to be
aware of what is going to happen in the next
Round to ensure they have their units in the
best areas.

Round 2, Colonies in a Cold Land, sees the
rest of the Ancient Horrors appear. | am not
sure if | think they are too powerful, or cost
too little, but | wanted to add in a few ele-
ments that were Fronelan. The Prince of the
Malkioni rewards the leading player so is a
bit at odds with the idea I've adopted in later
Rounds which is to give additional help to the

player with the least resources to stop
a victory spiral. | was going to call this
Round Colonies of the Silver Empire,
as a link to the history of Seshnela, but
was persuaded that this wasn’t accu-
#¢| rate. The Barbarians arriving in Charg
\llf are Orlanthi awakened by Lightbring-

f| ers and successfully moving to the

dl empty hills from Fronela from Brolia,
Talastar and possibly Ralios.

Round 3 Barbarians and Beastmen
could also be called the Battle of
Twelve Beasts, and is supposed to be
a big battle between the Beast People
and the incoming Barbarians. Population
pressure from the Barbarians should be mak-
ing them expand in any case. The arrival of
Telmori should keep combat on the agenda.

Round 4, the kingdom of Talsard reflects the
growing unity of the Barbarians. | did try to
have a complicated voting system to reflect
barbarian Orlanthi politics but simplified it into
the person of the King of Talsard. | did not in-
clude the momentous events of the Sunstop,
with neither Coteries of Wizards killing pagan
gods or any other of the mysterious events
around that period of no-Time, but it can be
assumed to have happened.

Round 5 introduces 4 characters from Fro-
nelan history that help define the 4 Malkioni
factions — the King of Akem represents the
rulers of that Kingdom, Arinsor the Chaos
Wizard represents the Gbajists who came to
corrupt that Kingdom, while Talor the Laugh-
ing Warrior and Varganthar the Unconquer-
able Knight start by fighting each other but
end up allied against their common foe. |
Would have liked to include the Gate of Banir
as some sort of unit, which needed one or
more of the Five Ancient Horrors to get rid
of, but | could not find a way to do that. The
Battle of Nebuchaxa, far from human eyes, is
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also expected to also happen in this round, a
battle between Mostali and Trolls that drives
the Trolls from Oral Ta. If the players are hu-
man they should try not to look or remember
what happens in this phase. Round 5 is the
first instance of a Malkioni faction doing a
switcheroo on its counters, in this case the
Kingdom of Akem faction losing all its farmers
and gaining Soldiers. This is a mechanism
that reflects people changing allegiance, with
Malkioni Factions representing ideas and re-
ligious beliefs rather than some ethnic group,
rather than simulating Farmers becoming
Soldiers. The Kingdom of Akem had Orders
of Chivalry and appears to have been a cruel
oppressor, so the Faction that rules that King-
dom becomes militaristic. It may not be clear
from the rules but the number of counters is
limited and part of the game. Each Malkioni
faction has a 10 Soldier counters, for exam-
ple, and these can be either on the board or
off it but there cannot be 11 Soldiers counters.

Round 6 has the first appearance of the
Kingdom of Loskalm, which | interpreted as a
political solution to the problem of the cruelty
of the Kingdom of Akem and a move away
from strict religious rules and more pragmatic
leadership. This is where the switch from Wiz-
ards to Lords come from. Lords value land,
and coordinate the other Malkioni units.

Round 8 introduces the Godlearners. Again |
wanted the give some choice to the factions.
The Syranthir unit is supposed to be a good
option with the faction with the least to lose,
while the Godlearner ally is supposed to be
a good option if you already have a strong
base.

Round 9 is expected to be dominated by
whoever gained Arim Adalla. At the end of the
Round the extra Soldiers and Lord represent
the rabble army of coastal people displaced
by the Closing of the Oceans and sent north

by the Emperor through the Aldryami forest
of Erontree. They are a bit out of sequence
since the Closing has not appeared on the
board yet.

Round 10 sees the return of the Malkioni
faction that disappeared with Syranthir. They
are now Carmanians led by Shah Nadar who
has come to Fronela to chew gum and kick
ass, and he’s all out of gum. King Gwainric
is designed to bring back into play a Malkioni
faction that might have lost all of its units, and
is neither a Godlearner nor a Carmanian.

Round 11 just sees Jonat and his companion
Xem appearing from the South and creating
their Kingdoms.

Round 12 is Nameless. Perhaps it should
have been named the Nameless Round
out of respect for the Nameless Man who is
blamed for a lot in Glorantha, Crucible of
the Hero Wars. Another alternative “Xem-
town!” sounded too much like some sort of
Musical, and | didn’t have any more inspira-
tion.

Round 13 features the Kingdom of Valmark,
a Kingdom based on trade along the river,
and influenced by all the people along the
shores. | did consider making the Janube an
“area” similar to a sea, that can be moved on
but not stopped in, which would make all ar-
eas adjacent to the river close to each other,
but decided against that option.

Round 14 was originally going to introduce
a new nation tribe called the Red Moon Refu
gees, but | decided to use an approach simi-
lar to the Malkioni Factions with Tribes given
the option of removing some units. The Zoria
unit is the reward, who takes over the Zoria
area. It may not be clear from the rules but
the Barbarian Tribe that gains Zoria can enter
the Zoria area.
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Round 15 sees Black Hralf appearing to
helping and encourage Beast Peoples and
Barbarians to slaughter anyone they can.
Malkioni fleeing to the Glacier represent
Prince Snodal and gain the advantage of the
King Siglat counter in the following round.

Round 16 is the Syndics Ban so the turn
order is not the same as previous rounds. It
reflects what happened to people locked in
their small areas within the Syndics ban. King
Siglat, the son of Prince Snodal, the architect
of the Ban, helps his Kingdom become an
ideal state.

Round 17 is really the Thaw, but I've called it
the Kingdom of War in line with the Kingdom
theme. It sees the appearance of Harrek the
Berserk, Lord Death on a Horse, Lunar Moon
Boats, Harrek the Berserk again and again,
until he sacks Sog City and disappears. Lord
Death on a Horse brings back the Malkioni
Faction was doing the least well, and helps
them get revenge, and a chance of victory.

| am disappointed that | was unable to in-
clude or explain the lush and luxurious hair
enjoyed by Fronelans, something which alien-
ates me from the region, nor more have any
of my pet theories about Grotarons included
(that they’re Vadrudi butlers, servants from of
the Castle of Wild Storms now a ruined pile of
boulders called the Maidstone Mountains).
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