
KNIGHT ‘S NAME Physical 
Force 
D(4,6,8,10,12) 

Physical 
Defence 
/10 

Magical 
Force 
D(4,6,8,10,12) 

Magical 
Defence 
/10 

Social 
Capacity 
/100 

Social 
Resistance 
/100 

Life 
Point 
/20 

Sanity 
State 
/20 

Movement 
Speed 
/6 

Hollow 1d8 4 1d8 2 10 30 10 5 6 

Shovel 1d6 5 1d4 3 50 60 18 15 4 

Shield 1d4 8 1d6 5 40 50 20 10 3 

Tank 1d8 10 1d4 8 10 80 40 15 2 

Demoman 1d6 4 1d6 4 50 70 17 10 4 

Doom 1d12 9 1d4 5 40 90 40 5 6 

Cannibal 1d10 3 1d10 7 10 50 15 2 5 

Kamen 1d12 8 1d8 5 50 50 10 10 4 

Imperium 1d10 6 1d4 8 10 90 17 5 2 

Evo-1PC4 1d4 5 1d4 5 30 50 15 10 3 

King 1d8 7 1d4 3 90 100 11 20 2 

Dragon 1d10 5 1d8 8 40 90 25 17 6 

Turbine 1d8 4 1d4 6 30 70 20 14 5 

Summoner 1d4 2 1d12 10 60 70 10 20 3 

Fa/tg/guy 1d4 1 1d12 10 100 100 10 20 6 

Persona 1d4 5 1d10 7 70 30 16 13 4 

Cultist 1d6 3 1d12 9 80 20 14 2 6 

Meta 1d4 8 1d8 8 20 80 18 18 6 

Robot 1d12 5 1d6 7 - - 25 0 4 

Psyker 1d4 2 1d12 9 30 30 12 10 3 

Half Monster 1d10 8 1d4 2 80 30 26 19 5 

Blue Hedgehog 1d8 6 1d4 3 60 60 19 13 6 

Painter 1d4 2 1d10 7 70 80 13 20 2 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

 

 

WELCOME!  

 

Voilà my table top role play game!  

Strategy, team, Deathmatch, scenario or even campaign will be proposed over time. 

ENJOY! 

 

HOW TO PLAY A.K.Q.L: 

.Initiative. 
Each player throw a 1d100 to determine who goes first then place their knight(s) on the bordure of 

the square they chosen. 

 

.Actions. 

Each turn each player can spend 3 actions per knight they control. 

 

 To attack an enemy knight: 

If your knight and an opponent are in contact (not diagonally) you can throw your 

<<Physical Force Damage Dice>> (cf. up table) for an action! The result is then 

subtracted from the enemy armour. The rest reduce the enemy life points!  

Ex: Hollow knight is in A1 and Shovel knight is in A2. 

The two of them are now in contact, Hollow knight declare his attack. If the two of them 

are still in contact (cf. see reactions) the attack resolve. Hollow K. throw his PFDD of 

1d8, the score is 7. 

The armour of Shovel K. is 5, Shovel Knight takes 7-5=2 points of damage to his life 

points, which are now of 18-2= 16. 

Ps: No you can’t attack three time in a row. You can only spend 2 action to attack in the same turn for 

one knight. 

 

 To move: Each turn, for an action, your knight(s) can move up to their movement speed!  

Ex: Shovel Knight needs to go toward his objective. In order to do that he decide to 

move onward from A2 to A6 and not farther because he doesn’t have more 

<<Movement Speed>> to travel further!  

Ps: No you can’t move three time in a row. You can only spend 2 action to move in the same turn for 

one knight. You can’t move DIAGONALY.  

 

 

 

 

 

 

 



 To engage a discussion: For an action you can politely or aggressively talk to another 

knight to debate with him to decrease his <<Social Resistance>>. 

You can target any knight who are in your Line Of Sight (explained in a further chapter). 

If in LOS, You throw your <<Social Capacity Difficulty Dice>> if you have less or equal your 

Social Capacity you succeed your test then the enemy need to throw his <<Social 

Resistance Difficulty Dice>> and if he fails, you subtract your and his result, then you 

subtract this result to the Social Resistance of the opponent knight.  

You can choose to either threaten your opponent so he gets terrified, 

 to damage his Sanity Point to a point he gets crazy and left the game, 

 or to conquer his will so that you take his control till the end of the game (or till an            

opponent takes it. ) 

PS: YOU CAN ENGAGE ONLY ONCE IN CONVERTATION PER TURN, PER KNIGHT PER 

ENEMY’S KNIGHT.  

 

Ex:  

1] Cultist knight want to threaten Hollow Knight. 

He throw his<<SCDD>> He did 52 and succeed, the opponent did 99 he fails. 99-52 = 47. 

You subtract 47 to his Social Resilience which is 10 so 10-47 = -37. 

And because he succeed Hollow Knight his now Terrified 1(he can’t use actions except to 

move in the opposite direction of the fear source. The state ends at the next end of turn of 

Hollow knight.) 

If Hollow knight gets more threatened he got Terrified 1+ the number of time he gets threated. 

(Maximum of 3, each end of the turn of the feared knight Terrified X-1.) 

 

2] Cultist knight want to damage Hollow Knight’s sanity state in his line of sight.  

He throw his<<SCDD>> He did 52 and succeed, the opponent did 99 he fails. 99-52 = 47. 

You subtract 47 to his Social Resilience which is 10 so 10-47 = -37. 

And because he succeed he can throw his <<Magic Force Damage Dice>> to damage his will. 

He did 7 on his dice and Hollow magic defence is 2 so he takes 5 points to his Sanity State 

and fall to 0! Hollow Knight is considered crazy so he is retired from the game.  

 

3] King Knight want to conquer Hollow Knight’s will, who is in his line of sight. 

He throw his<<SCDD>> He did 52 and succeed, the opponent did 99 he fails. 99-52 = 47. 

You subtract 47 to his Social Resilience which is 10 so 10-47 = -37. 

And because of that Hollow Knight now join force with King Knight Party and can already 

move. He is now considered in the team of King Knight. 

 

 To use a skill/competence : 

You can spend a certain number of action point to use one of the skill of your knight.  

Ps: You can use any number of skill per turn! But only in the limit of your 3 actions. 

 

 To interact with the objective : 

 To break walls:  

Walls have 40 Life Points. 

 

 

 

 



.Reactions. 

You can keep some action points for your knight(s) to act during your opponents turn. 

Like Move if the opponent tries to attack you or attack the opponent if he move past you or use a skill if an 

opponent pass in your LOS 

 

.Death (not really). 

You can’t die in the game. 

The Knights doesn’t kill each other’s during those games.  

When a Knight have no remaining life points you have to throw 3d20. 

For each result which is 10 or superior count for a success, a 9 or lower is a fail. 

A 20 is an automatic success, and a 1 is an automatic fail. 

If it happen to have a 20 and a 1 the 20 prevail. 

If the test succeed the Knight come back in course and gain 1 life point. 

Otherwise it is retired from the field. 

 

A crazy Knight is retired from the field. 

 

.Win conditions. 

Or all enemy knight are retired from the field, or all knight are in your team, or all knight 

are terrified, or specified by the objective of the scenario. 

 

.Where to fight?. 

You fight on 5x5 “squares” with constitute the “field”. They are X squares in total where X is the 

number of player^2. 

You place X piece of “Labyrinth”, where X is the number of player^3. 

The piece of “Labyrinth” are tetrominoes and pentaminoes, select as the will of the player. 

You can’t place piece side by side. You can’t separate an entire piece of the field. As such they will 

always be at least a way to the enemy’s side. 

 

 

The square are placed one at a time, once per team then repeat.  

 

You can choose any square to start but it need to be one of the extremum of the entire field. You can 

only place your knight on one of the extreme line of the square. 

 

 
 

 

 

Team 1 position 

Team 2 position 


