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In their world, Avertigos are an elite class of people that crew flying Sky-Ships. When these Sky-Ships
unfurl their full complement of sails, nothing on land or sea can keep up with them. Gracefully riding
the winds without a sound, these fearsome craft give their intended targets little to no warning of their
approach, till the very moment they open fire. Only the militaries of world’s most powerful nations - and
the richest, most influential trading families - can afford to own Sky-ships.

In the skies over most of the known world, the most powerful trading families maintain an iron grip on
their territories through impenetrable webs of political allegiances, airborne armadas and spy net-
works. Wary of the threat of all-out war (especially the massive trade disruption such an event would
cause), all but the most roguish families have learnt to live with the sedate growth, intrigue and ma-
nipulations of uneasy peace. It is when valuable goods are discovered on remote islands far off the
coasts of the mainland that the game begins in deadly earnest.

Through the speed and manoeuvrability of the Sky-Ships - coupled with their formidable arsenal - an
opportunistic trading family can monopolize the exotic goods from these remote locations, greatly in-
creasing their wealth and stature. The battles for the supremacy of the skies over these islands are fe-
rocious, and fought with unrestrained aggression. A family that is defeated in battle will forfeit their
goods and cede their trading rights for that region, leaving in disgrace.Captured Sky-ships and Averti-
gos need to be ransomed or suffer years of indentured servitude with their rivals. For most of these
proud merchant warriors, death is far more preferable when compared to such loss and dishonour.




Game Bverview

AV‘ertlgas is a modern board game featuring a unique three-dimensional ship to ship
combat. The game features two engaging modes of play. A quick to play Skirmish mode that gets
straight to the innovative 3D combat mechanics and a deep Strategy mode where Players take on

the role of a Factor for a trading family, and must vie for control of strategic trading locations and
routes on the board.

This manual covers the rules applicable in the Strategy Mode.

)

mjective of the Otrategy Viede

The Strategy Mode is played in player order until a player has achieved a victory condition. There are
two ways to win Strategy Mode:

Age of Conquest

An Age of Conquest victory happens when the players has captured 8 islands on the board.

Total Annihilation

Total Annihilation happen when a player has removed all traces of opponents from the board. Not a single ship or
meeple has survived.

T Hanai S L

Strategy Rules

o

The Rules for the Strategy Mode depends on the difficulty level that's being played. The Strategy
Mode can be played at 3 difficulty levels:

Family Rules

Family rules is the simplest way to play strategy mode, letting players learn the basics of flight and speed as well as
the core concepts of the strategy game. It uses a flattened turn structure, and players can set order of play on their

Simple Rules

Simple rules is for players who are familiar with flight and speed, and want to take on the challenge of strategy mode.
While it still uses a flattened turn structure, the order of play goes from highest initiative to lowest initiative.

Advanced Rules

Advanced rules offers the most challenge for players who've mastered flight and are confident of their strategy — each
step in the turn order is a complete phase and initiative is now fluid.




An Avertigo is nothing without their Ship —and to make the best Ships, you need to know how hulls
differ and modules work.

In Avertigos, a Ship’s stats and status are recorded on
the Ship’s Pilot Board. As the core element of the ship,
it's integral to understand it.

‘ Ship Type '
e

‘ Speed Throttle

& Discard an AP to draw
extra card

Ship ability and
Damage Penalty

© Penalty -2HP

Altimeter
Denotes which ship

hullis being used.

Action Point Bank

The throttle is where the player sets the
speed of the ship, which will affect how many
cards a player can play, if a ship is docked to
capture an island, or if a ship has gone into
Over Speed(which is when players play more
cards than the max speed of the ship).

The altimeter shows what
height a ship is currently at,
and also displays the corre-
sponding initiative for that
height, which is necessary
for Skirmishes.

Ship ability and Damage Penalty

The Action Point (AP)
Bank is where ships store
their accumulated AP.

The HP (box? Bank?) shows a
hull's total HP value, and lets
players keep track of a ship's
health as it takes damage.

Al ships have the ability to discard an AP to
draw an extra card. The penalty is the
amount of damage a ship will take for each
card played Over Speed. For example, a

Patrol Boat has a maximum speed of 3. If 4

cards are played, then it takes 2 damage for o .

that extra card. If 6 cards are played, then the & . P——“—mEREN
ship takes 6 damage for the 3 extra cards.

This is what a fully set up
Pilot’s Board will look like.

s | N€ Ship can store 4 Action
/ Points and it currently has 2.
This Ship must have 2 modules attached
= when it enters the game.

its maximum 8 Hit-Points intact.

card an AP to draw
tra card

3 Penalty ~2HP
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ldentifying I'actiens en Ship Pilet Bear
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PATROL |

SPEED

{} Discard an AP to draw E- ] i} Discard an AP to draw
extra card | A | | extra card

3 Penalty -2HP . SO BN © Penalty -2HP
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A ship’s hull is important, but it's nothing without modules. The modules you choose will determine
you ship’s abilities, and the tactics you will adopt.

The Module Card is made up of the following elements:

Module Name and Type

Module Position

i

% Coin Value ]

4 Action Point Bank )

J

" Attack Dice Bank
| Arc of Fire "

Module Type Module Position

|

The coin value of a Module is given on the top
right-hand corner of the Module card, next to the
Character Portrait.

The coin value is used to calculate the value of a
ship by tallying up the total value of all the modules
that it launches with.

The type of the module
being used . This also lets
the player know which range
finder to use while firing.

The module position advises players on which
part of the ship the model belongs too. This
helps players to plan their module layout and
ship load out. Player must place the modules
in the correct section of their ship.

The coin value of modules is important in Strategy
Mode, and crucial in the Gambler's Skirmish.

Hit Points

The HP (box? Bank?)
shows a hull's total HP
value, and lets players
keep track of a ship's
health as it takes
damage.

Action Point Bank

The Action Point (AP) Bank is
where ships store their accu-
mulated AP. Represented by

Weapon Bank

The Weapon Bank is where ships store their attack
dice after spending AP to load their weapons. Repre-

sented by @
, each square can hold 1 dice. Some modules have

red squares — these represent aimed weapons. Unlike
regular weapons, the damage for aimed weapons can
be assigned to specific targets by the attacker.

Shows what the firing arc of the
module is, whether it shoots up
or down, and how many height
levels higher or lower. Also
shows the range of the weapon.

, each square can hold 1 AP.

%
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This is what a fully set up
Module Card will look like: r——

The name of the This Module has

Module. This module ; Some
will use the Gun & comnalue of 0 Weapons
range finder. i 7 ¢ have one
X s or more
special red
This is a Bow Module. The Module can slots in their
store 2 AP, and dice bank.
currently has 2.
These slots
This module’s signify aimed
firing arc is the weapons.
same level, one The Module has 4
height up and out of its
one height down. > = : maximum 4 HP, ) =
S 8 NG



Faction Modules may be identified by the color code on the top of the card.

Singasari League Dynasty i Mercenary

i MASTER BOSUN

Repair + III’/uI m.h \l’
e 7




A ship is made up of its hull and modules, and its pilot board and module cards. Module cards are be
placed adjacent to the Ship’s pilot board to increase its stats, and give the ship new features or abilities.

The number of modules a ship depends on the hull chosen;

Patrol Boat
2 Modules

Frigate
3 Modules

Destroyer
4 Modules

= s e ¥ Sl 4 X
Patrol Boat Pilot Board Bow Module Hull Module Hull Module Hull or Stern Module

N A Player may not choose two ‘Master’ modules for one ship. Masters are jealous about
OtE€: their rank and don't usually work well with other masters in the closed confines of a ship.

o T T

Glling a Ship

A ship does not die easily. Even when modules have lost all HP, the ship can limp along, and modules can be
repaired if the player manages to recover HP. But when a ship’s hull reaches OHP, there is nothing left of the
ship and the ship is destroyed along with all modules. So pay attention to how your opponent is distributing
damage! If they've assigned a lot of damage to their hull to preserve their modules, you can used this to your
advantage by aiming at the hull and finishing your opponent off!

Destroyed ships and their modules are removed from the play area, but can be bought again the next round.

e — G zr’:h

I*miohmg Lp ‘7 @LI‘ g‘np

Once Pilot Boards have been setup, players take the requisite plastic
ship hulls and modules and assemble their ships. A player’s ship can be
identified by the pennant on the mast of the Ship.

Ships are attached to the height widgets and adjusted to the desired
starting height.

A player may choose any height and speed at the start of the round.
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{amplete Avertices Pilet Beard Lis

Discard an AP to draw 3 Discard an AP to draw
extra card /| extra card

 Penalty -6HP e ; - - d  {} Penalty -4HP

¥ Discard an AP to draw | ¥ Discard an AP to draw
extra card — 7 4 7 extra card

¥ Penalty -2HP S W & Penalty -2HP

=} Discard an AP to draw
extra card

¥ Penalty -1HP




Complete list in Avertigos Version 1.0 release.

Base Set modules underlined With s







