
RALLY ROUND THE KING – BY THE NUMBERS PLAYER AID 

This player aid was inspired by a battle in the Talomir 

Tales Campaign between Mirish and Lothgolin. Follow the 

link to learn more about this great campaign. 

http://talomir.blogspot.com/ 

RRTK BY THE NUMBERS 

Once the armies have been determined it’s time to 

fight the battle. Here’s how we do it: 

1. I calculate the Scouting Value (page 27) of 

each army. This will help determine who 

will be the attacker (page 27) as well as 

Deployment (page 30). Mirish has a total 

SV of 12, Lothgolin a SV of 0, which means 

that Mirish has a distinct advantage. 

2. I next determine who will be the attacker 

(page 27). In this instance Mirish is invading 

so receives a +1 modifier to its die roll. But 

the big difference is the additional +2 

modifier for having three times the SV of 

the Elves. Each side rolls 1d6 and not 

surprisingly Mirish will be the attacker. 

Note that it would be possible for the non-

invading side to be the defender for the 

battle but not in this case. 

3. Time to set up terrain (page 27). The Elf 

army has Battle Tactics C, basically a 

missile army that enjoys lots of terrain. 

Mirish is the opposite, Battle Tactics B, 

missile armed but mounted and preferring 

open terrain. Rolling 1d6 to determine the 

overall terrain type, modified by the type C 

army gives the table he overall terrain of  

Rough (page 28). I then roll for the tabletop 

and it’s perfect for the Elves, with woods 

and hills. As the attacker I have the Right of 

Refusal (page 30). This allows me to refuse 

to fight on the terrain and makes the 

defender roll again. The Elves do and the 

terrain is actually worse! I again refuse and 

the defender rolls a third time. This is where 

it’s dicey. I can choose to refuse a third time 

but this means the Campaign Season ends 

and my National Morale drops one level. 

This reflects the populace and government 

losing confidence in the army. The terrain 

isn’t the best as ends up with the center 

being clear but the flanks dotted with 

impassable and hilly terrain. I accept and the 

troops are now deployed with the defender 

forced to place the first units. 

4. As mentioned previously the Elves are 

greatly out scouted (page 30) and when it’s 

time to deploy they must place nine units on 

the table before I place first three. For this 

battle this means the Elves will have to 

deploy their whole army (7 units) before I 

deploy. This gives me a real advantage 

seeing their troop placement before I have to 

place. 

5. As Lothgolin is being played by the game 

mechanics I have to roll on the Battle 

Tactics Table (page 52) to see how they will 

deploy.  They score a 3 so will use the Static 

Defense deployment. I deploy them with the 

missile armed units in the front supported by 

the melee troops in contact to the rear. This 

will make them very hard to break as each 

of their front line units is supported with at 

least friends in contact. The only plus I 

derive from this setup is that they are 

significantly outnumbered (16 to 7). This is 

tempered by the fact that they have a strong 

defensive position with both flanks anchored 

to hilly and impassable terrain.  

6. Now that the troops have been deployed the 

battle can start except because there are 

Magic Users (page 44) on the table, I have 

to determine how many Magic Points (30) 

are available to each side. This is because 

each side has a Level 2 and Level 1 Caster. 

All Casters on the same side must be 

grouped together and added to a unit that 

will act as its bodyguard. Their locations are 

not revealed until they attempt their first 

spell. When playing solo I pick three logical 

locations (units) for the Casters to be then 

roll 1d6 to determine it when the NPC Spell 

Cast Table is used. My own Casters I can 

place where I want to. 

7. Now the battle is ready to begin and the 

fight starts with the body (units in base to 

base contact) able to activate first if I wish. 

Once they are done the next body to the left 

can go, then the next, then next. Each body 

will take 1 War Rating point to activate and 

move forward. Once active they continue to 

move forward, a minimum of ½ speed, until 

they forced to stop (page 35). 


