WARRIOR KINGS IV

INTRODUCTION
Here we go again.  Welcome to the Fourth installment of the chronicles of the Warrior Kings.  Winning the game is determined by Victory Points.  After all, there can only be one.  Victory points are earned by capturing and holding supply centers.  2 points per major supply center, 1 point for each minor supply center.  An individual player needs 70 victory points to win.

THE PRIME DIRECTIVE AND THE FOG OF WAR
Often during the game, especially as the result of each turn is published, there will appear to happen various things that players may believe to be unfair, arbitrary, wrong, misinterpreted or just plan dumb. While the umpire will gladly look at any situation that a player thinks was not handled correctly, and fix any mistakes that are made, this will not always be the case. Often these aren't actually mistakes, just unintended consequences and are just part of the Fog of War. Remember, you as the player are taking the role of the Head of State. You can issue orders to your subordinates, including company commanders, but sometimes these guys aren't going to do what you wanted or intended. The Fog of War and human factor, both good and bad, are inevitable parts of life and combat and that is true even in a fantasy world.

TURN RESULTS AND CHALLENGES
Shortly after the Orders are all received by the Umpire, the results for the turn will be determined. These results will then be posted on the Webpage and an email announcement will be sent out that Preliminary Results have been posted. Any player may send an email to the Umpire questioning or challenging any of the results. However, any question or challenge must be received by the Umpire within 24-hours of announcing that the Preliminary Results have been posted. At the expiration of the 24-hour time period the results will be Official and not subject to challenge. 

GAME TURNS
The game is played in turns, each representing the Seasons of the year.  

OBJECTIVES & VICTORY

MAJOR SUPPLY CENTERS (23)  = 2 victory points each

MINOR SUPPLY CENTERS (110) = 1 victory point each

	Number of Players in Alliance
	Victory Points needed to win

	1
	79+

	2
	94+

	3
	110+

	4
	125+

	5
	141+

	6+
	156


DIPLOMACY

Players are free to wheel and deal amongst themselves.  In order to attack any player, you must first declare war against their nation.  You may declare war and attack in the same turn. 

In order for combat units to cooperate or for a player to allow another player’s combat units into its territory both players must be part of the same declared alliance.  Alliances may be made at anytime.  Any player may freely leave an alliance.  In order to do so, that player must include an instruction to leave the alliance in his orders.  That player’s entry or exit from the alliance will be posted with the turn results.

MAPBOARD


HEXES. The map is divided into hexes which govern the location and movement of units. The sides of the hexes may restrict movement.

SUPPLY CENTERS. Many spaces have supply centers designated with a circle or squares. These are supply centers.  Any force which is either in the space or in the space adjacent to a city is in supply.  Large circles/squares are major supply centers.  Small circles/squares are minor supply centers.  Squares are also ports.

 SEQ CHAPTER \h \r 1ORDER OF BATTLE / TURN SEQUENCE. 

1) Activate and Deploy Reserve Units

2) Movement (Initiative determined by Number of actions spent; Time and Date of submission of orders; Umpire determination) 

3) Combats are resolved

4) Post Combat Movement and secondary battles (retreat, breakthrough-exploitation or counterattack) determined by Umpire from battle results.  

LORDS  
Armies and Fleets are formed around LORDS. 

Armies And Fleets.   SEQ CHAPTER \h \r 1An ARMY is any combination of up to 12 Battle Groups under the command of one LORD.  A FLEET is any combination of up to 12 Ships under the command of one LORD.  The AP cost for movement and the maximum movement distance of any ARMY or FLEET is that of the slowest Battle Group or Ship in the ARMY or FLEET.

Each player starts the game with 10 LORDS.  Each LORD has a different characteristic which has some effect on the game.

NOBLE
CHARACTERISTIC

Great Leader
+1 Battle Modifier in all battles

Strategist
+1 battle modifier in Field Battles

Engineer
+1 battle modifier in Siege Battles

Navigator
+1 battle modifier in Naval Battles

Berserker
x2 Army Combat Value, but is a -1 Battle Modifier and takes double losses

Valorous
+10 to the Army Combat Value

Horseman
+1 combat value to all cavalry units

Charismatic
+1 morale to Army Morale

Plodder
doubles the AP cost to move any Army of Fleet

Fop

-1 to army morale

COMBAT UNITS

Combat Units.  Land Battle Groups.  Naval Units are individual ships.

Morale Rating.  Each combat unit has a morale rating of 1 to 6, 6 representing the best troops, 1 the worst.  The morale rating for an "army" is the average of all Battle Groups.

Unit Experience Rating.  All new units start as GREEN until they have engaged in combat at which time the Unit will go to VETERAN status.  Green troops suffer a -4 battle modifier.
MOVEMENT
All movement is simultaneous. However, when order of movement issues arise, the player with the highest numbered Actions has the initiative.  All Armies and Fleets may pass freely through friendly forces, but must stop and fight when they move into a hex containing enemy force.  Naval Forces may pass through the same sea hex occupied or passed through by either Friendly or Neutral countries.  All forces can move multiple times, up to their maximum movement allowance.

Land Movement Side Limits. The maximum number of Battle Groups each player can move from one space to another depends one the terrain making up the territory which the unit is either moving in to.

Clear or Desert: 9

Forest: 3  

Beach: 4 (only during an assault)

Mountains: 1

Swamp: 1

ARMIES crossing into Mountains or Swamps must stop all movement.

Once the maximums are met for any side, it is closed to movement by that player and his allies this Game Turn. Side limits are applied to each player or alliance, meaning more than one player (if they are enemies) may move nine BATTLEGROUPS across the same Clear Side in one Game turn.

Roads. There is no limit to the number of BATTLEGROUPS which may move along a road. Road movement ignores all other terrain side limitations.  Roads have no effect in WINTER.
Rivers: There is no limit to the number of BATTLEGROUPS which may move along a River. River movement ignores all other terrain side limitations.  Each ARMY may move the entire length of the river at a cost of 1 AP.  Each ARMY must start and end his movement in a river hex.  Rivers have no effect in WINTER.
Sea Movement.  Ships may move the limit of their movement from any Port or Beach to another Port or Beach. Ships must always end their move in a Port or Beach.  

There are no side limits to Sea Movement.  

 SEQ CHAPTER \h \r 1
Boarding a Fleet: All sea movement by LORDS is conducted by Transport Ship. A Transport Ship may move 1 LORD of any type. For one Action, a player can move, via Transport, from a friendly Port to another Port or Beach containing no enemy forces. If the Port or Beach is held by the enemy, an Amphibious Assault must take place (see below). A Unit must begin the turn in the same location/adjacent Port or Beach as the friendly Transport it is going to board. 

Amphibious Attacks. Amphibious attacks are sea moves by land and sea forces together to an enemy controlled Port or Beach hex. The land forces must be moved via Transport. If the target Hex contains enemy Naval Forces no attacking or defending land Units may fight until the enemy Naval Forces have been defeated. If the Attacker wins the naval combat, the land forces go ashore and initiate Land Combat using the SIEGE TABLE.  If the Defender wins the naval combat, the attacking transports abort the attack.

A victorious attacking force captures the Hex, but may not move further that turn.  If the Defender wins the landing combat each Attacking Land Unit is reduced 50% and the entire force retreats.  

Only infantry units may participate in an amphibious attack.  An  SEQ CHAPTER \h \r 1Amphibious Assault may consist of up to 3 regiments per beach.

 SEQ CHAPTER \h \r 1Air Movement: There are no side limits on Air Movement.  Air BATTLEGROUPS can only land in any friendly territories. They cannot end movement in hostile territories or in any territories you captured this turn.  If the designated landing zone is captured then the BATTLEGROUP will divert to the nearest friendly space that is reachable by its remaining movement as designated by the Umpire.  If no friendly land territory is accessible to the air BATTLEGROUP is eliminated.


Stacking. There is no hard stacking limit on the number of BATTLEGROUPS that may occupy one space.


Capturing territory. In order to capture an Objective you must have at least one BATTLEGROUP occupying it at the end of the turn. You cannot capture an Objective by moving through it.  An occupying force of at least one BATTLEGROUP must be in an Objective to retain control of it.

SUPPLY 

Check Supply. When your military units are in combat, they consume more supplies, ammunition and utilities than normal. It is therefore necessary that every unit be able maintain a source of supply line when in the field. Each ARMY or BATTLEGROUP not accompanied by a Baggage Train is considered out of supply if it is not located in a Supply Center.  Units Not in Supply suffer a -2 battle modifier.

ATTRITION

BATTLEGROUPS lose combat effectiveness due to attrition every turn based on the Season and Terrain they are located in.  A unit may not be destroyed due to attrition.

	Season
	Clear
	Mountain
	Desert
	Swamp

	Spring & Fall
	0
	-1
	-1
	-2

	Summer
	0
	-2
	-4
	-4

	Winter
	-1
	-4
	-4
	-2


WINTER QUARTERS:  All BATTLEGROUPS and SHIPS go into Winter Quarters in the Winter Turn.  BATTLEGROUPS can winter in Cities and Ports.  SHIPS must winter in Ports.  City or Port cannot quarter more BATTLEGROUPS or SHIPS than its Value as shown on the game map.  SHIPS must spend the Winter turn in port or are eliminated.  BATTLEGROUPS do not have to be in Winter Quarters but suffer Attrition.  All BATTLEGROUPS and SHIPS that spend the entire Winter Turn in Winter Quarters are returned to full strength at the end of the turn.
MANPOWER, MONEY AND REINFORCEMENTS

Manpower: Manpower represents the maximum number of available "men" for military service.  Manpower limits the number of BATTLEGROUPS each player may field each year.  Each player may only field as many BATTLEGROUPS as they have supply centers at the end of the FALL turn.

Money:  Taxes are collected at the end of every FALL turn.  Each City and Port generates income equal to its value printed on the game map.

Action Points.  Each player receives One (1) Action Point per controlled minor supply center and Five (5) Action Points per controlled major supply center at the end of the WINTER turn.


Reinforcements:  New BATTLEGROUPS and SHIPS are purchased in the Winter Turn and placed into your Reserve Pool.  BATTLEGROUPS and SHIPS may be activated from the Reserve Pool at any time thereafter.  New BATTLEGROUPS must be placed in a Home City or Port.  New SHIPS must be placed in Home Port.

The City Militia.  $0 cost, 0 mp.  But you are required to pay $3 per unit to maintain the militia.  Each city has 1 unit per mp.  CV2, Str1, M1, no movement.  Each turn you list which militias are funded and pay the upkeep.  So most cities have 1 or 2 MP, they will cost either $3 or $6 to maintain their militia.  Your Major Supply Centers which have as much as 12mp, i.e. Silvandros which can raise 12 militia units will cost $36 per turn to maintain.

Landsknekt Mercenaries:  May be purchased at any time and placed in any City or Port that you control.  Landsknekts do not count against your Manpower limit.

Mercenary Loyalty.  Mercenaries fight for pay, not king or country.  Therefore, it is possible to buy another player’s mercenaries.  At double cost to purchase, the mercenaries leave their employment.  At four times the cost to purchase the mercenaries switch sides and fight for you.  The mercenaries current employer can match your attempt to buy the mercenaries in which case they stay loyal.


Reinforcements. All reinforcements are in each player’s Reserve Pool.


Deployment of Land Forces. New BATTLEGROUPS may only be formed from forces recruited into the player’s Reinforcement pool. Reinforcements are not automatically entered into the game. Reinforcements may ONLY be deployed in a Home City or Port.

Deployment of Naval Forces.  New SHIPS may only be formed from forces recruited into the player’s Reinforcement pool during previous turns. Naval reinforcements may be deployed in any Home Port City. 

	NATION
	HOME CITY
	HOME PORT

	Almagora
	Almagora
	Barca

	Capetan
	Valois
	Terrebon

	Corona
	Corona
	San Pedro

	Dwaffenreik
	Alesund
	Trondheim

	Draakheeri Empire
	Draakheeros
	Mourngar

	Masovia
	Varsav, Karsk
	

	Feiland
	Berthierville
	Aacheen

	Jormundgaard
	Jormundar
	Ruthern

	Kalmar
	Thormodh
	Kalmar

	Magarhita
	Magarhita
	Las Flores

	Nazeria
	Kalaach, Nergal
	


BATTLES

When Battle Occurs. Battle occurs only when two or more enemy Armies or Fleets occupy the same space.  There are three types of Battles: Field Battles, Seiges and Naval Battles.

Battle mechanics.  Add Combat Value of all BATTLEGROUPS involved from each side and compare to get a battle ratio attacker:defender.  The ratio is shifted up or down based on the net battle modifiers.  Two six sided dice are rolled and compare the result on the appropriate chart.  The attacker occupies the space only if the defender retreats.  Losses are taken in Step Losses for each unit involved in the combat.  Result of 5% / 10%R means Defender inflicts 5% of its total Combat Value as step losses on the Attacker, and the Attacker inflicts 10% of its total Combat Value as step losses on the Defender and Defender Retreats.  The minimum damage inflicted is always 1 step loss unless the result is ( - ).


 Battle Modifiers:

+?
Army Morale average morale of all BGs, rounded up.
+?
General's modifier

+1  
Artillery Support

+1  
Reconnaissance/Light Cavalry Advantage

+1 
Skirmisher Advantage

+1   
Cavlary Advantage

-2    
Spent Troops (army has marched its maximum allowable distance)

-2   
Out of supply

Pursuit.  In Field Battles, the victorious army can pursue the defeated army and inflict additional losses.  Only Cavalry units may engage in Pursuit.
Retreats. Combat Units retreat only into Friendly or Neutral spaces free of enemy forces, and never into an existing Battle area. The Attacker can only retreat via the side(s) used to attack the space. The Defender may not retreat through sides that were used by the Attacker to enter the hex. If both players use the same side, neither may retreat via this side.

Death of a General.  Every NOBLE participating in the battle on the losing side rolls die.  On a roll of a "1" the General was killed in the battle.  If the ARMY was unable to retreat or was eliminated by casualties, any NOBLE that is not killed is captured.

FIELD BATTLES

Stage One:  Artillery Bombardment and Skirmishers

	Die

Roll
	Total (x) Combat Value

	
	1-7
	8-15
	16-31
	32-47
	48-63
	64-95
	96-127
	128-255
	256+

	1
	1
	1
	1
	1
	2
	3
	4
	6
	12

	2
	1
	1
	1
	1
	2
	3
	4
	6
	12

	3
	1
	1
	1
	3
	4
	6
	9
	12
	25

	4
	1
	1
	2
	4
	6
	9
	13
	18
	37

	5
	1
	1
	3
	6
	8
	12
	18
	24
	50

	6
	1
	2
	4
	8
	10
	16
	24
	32
	64


Stage Two:  The Main Battle (Shift one column to the right if in Mountain or Forest terrain)
	Die Roll
	5:1
	4:1
	3:1
	2:1
	1:1
	1:2
	1:3
	1:4
	1:5
	Die Roll

	2
	- / 60R
	- / 50R
	- / 40R
	- / 30R
	- / 20R
	5 / 15R
	10 / 10R
	10 / 5R
	20 / 5R
	2

	3
	- / 55R
	- / 45R
	- / 35R
	- / 25R
	5 / 20R
	10 / 15R
	15 / 10R
	15 / 5R
	20R / 5
	3

	4
	- / 50R
	- / 40R
	- / 30R
	- / 20R
	5 / 15R
	10 / 10R
	15 / 5R
	15R / 5
	20R / -
	4

	5
	- / 45R
	- / 35R
	- / 25R
	5 / 20R
	10 / 15R
	15 / 10R
	15R / 10
	20R / 5
	25R / -
	5

	6
	- / 40R
	- / 30R
	- / 20R
	5 / 15R
	10 / 10R
	10R / 10
	15R / 5
	20R / -
	30R / -
	6

	7
	- / 35R
	- / 25R
	5 / 20R
	10 / 15R
	15 / 10R
	15R / 10
	20R / 5
	25R / -
	35R / -
	7

	8
	- / 30R
	- / 20R
	5 / 15R
	10 / 10R
	10R / 10
	15R / 5
	20R / -
	30R / -
	40R / -
	8

	9
	- / 25R
	5 / 20R
	10 / 15R
	15 / 10R
	15R / 10
	20R / 5
	25R / -
	35R / -
	45R / -
	9

	10
	- / 20R
	5 / 15R
	10 / 10R
	10R / 10
	15R / 5
	20R / -
	30R / -
	40R / -
	50R / -
	10

	11
	5 / 20R
	10 / 15R
	10R / 15
	15R / 10
	20R / 5
	25R / -
	35R / -
	45R / -
	55R / -
	11

	12
	5 / 15R
	10R / 15
	10R / 10
	15R / 5
	20R / -
	30R / -
	40R / -
	50R / -
	60R / -
	12


Stage Three:  The Pursuit
	Die

Roll
	Total Cavalry, Flyer and Warbeast Combat Value

	
	1
	2-3
	4-7
	8-15
	16-31
	32-63
	64-127
	128-255
	256+

	1
	1
	1
	1
	1
	1
	3
	6
	12
	25

	2
	1
	1
	1
	1
	1
	3
	6
	12
	25

	3
	1
	1
	1
	1
	2
	4
	9
	19
	38

	4
	1
	1
	1
	3
	7
	14
	28
	57
	115

	5
	1
	1
	2
	4
	9
	19
	38
	76
	153

	6
	1
	2
	2
	6
	12
	24
	48
	96
	192


SIEGE BATTLE (Shift one column to the left for each successive round of the siege.)
	Die Roll
	7:1
	6:1
	5:1
	4:1
	3:1
	2:1
	1:1
	1:2
	1:3
	Die Roll

	2
	- / 60R
	5 / 50R
	5 / 40R
	10 / 30R
	10 / 20R
	15 / 15R
	20 / 10R
	20 / 5R
	30 / 5R
	2

	3
	- / 55R
	5 / 45R
	5 / 35R
	10 / 25R
	15 / 20R
	20 / 15R
	25 / 10R
	25 / 5R
	30R / 5
	3

	4
	- / 50R
	5 / 40R
	5 / 30R
	10 / 20R
	15 / 15R
	20 / 10R
	25 / 5R
	25R / 5
	30R / -
	4

	5
	- / 45R
	5 / 35R
	5 / 25R
	15 / 20R
	20 / 15R
	25 / 10R
	25R / 10
	30R / 5
	35R / -
	5

	6
	- / 40R
	5 / 30R
	10 / 20R
	15 / 15R
	20 / 10R
	20R / 10
	25R / 5
	30R / -
	30R / -
	6

	7
	5 / 35R
	5 / 25R
	15 / 20R
	20 / 15R
	20R / 10
	25R / 10
	30R / 5
	35R / -
	45R / -
	7

	8
	5 / 30R
	5 / 20R
	15 / 15R
	20 / 10R
	25R / 10
	25R / 5
	30R / -
	40R / -
	50R / -
	8

	9
	5 / 25R
	10 / 20R
	20 / 15R
	20R / 10
	30R / 10
	30R / 5
	35R / -
	45R / -
	55R / -
	9

	10
	5 / 20R
	10 / 15R
	20 / 10R
	25R / 10
	30R / 5
	30R / -
	40R / -
	50R / -
	60R / -
	10

	11
	10 / 20R
	15 / 15R
	20R / 15
	30R / 10
	35R / 5
	35R / -
	45R / -
	55R / -
	65R / -
	11

	12
	10 / 15R
	15R / 15
	20R / 10
	30R / 5
	35R / -
	40R / -
	50R / -
	60R / -
	70R / -
	12


	- Table designed for use with 2d6

	- Top row represents ratio of combat power: attacker to defender

	- Read result as % loss for each side, attacker / defender.  This is for the battle only, evacuation losses are extra

	- The R indicates which side loses and must retreat

	- If the defender loses and must evacuate the fortifications, the escape loss percentage is 5% times a 1d10 roll.


NAVAL BATTLE
	Die Roll
	5:1
	4:1
	3:1
	2:1
	1:1
	1:2
	1:3
	1:4
	1:5
	Die Roll

	2
	10 / 70R
	10 / 60R
	10 / 50R
	10 / 40R
	10 / 30R
	15 / 25R
	20 / 20R
	20 / 15R
	30 / 15R
	2

	3
	10 / 65R
	10 / 55R
	10 / 45R
	10 / 35R
	15 / 30R
	20 / 25R
	25 / 20R
	25 / 15R
	30R / 15
	3

	4
	10 / 60R
	10 / 50R
	10 / 40R
	10 / 30R
	15 / 25R
	20 / 20R
	25 / 15R
	25R / 15
	30R / 10
	4

	5
	10 / 55R
	10 / 45R
	10 / 35R
	15 / 30R
	20 / 25R
	25 / 20R
	25R / 20
	30R / 15
	35R / 10
	5

	6
	10 / 50R
	10 / 40R
	10 / 30R
	15 / 25R
	20 / 20R
	20R / 20
	25R / 15
	30R / 10
	40R / 10
	6

	7
	10 / 45R
	10 / 35R
	15 / 30R
	20 / 25R
	25 / 20R
	25R / 20
	30R / 15
	35R / 10
	45R / 10
	7

	8
	10 / 40R
	10 / 30R
	15 / 25R
	20 / 20R
	20R / 20
	25R / 15
	30R / 10
	40R / 10
	50R / 10
	8

	9
	10 / 35R
	15 / 30R
	20 / 25R
	25 / 20R
	25R / 20
	30R / 15
	35R / 10
	45R / 10
	55R / 10
	9

	10
	10 / 30R
	15 / 25R
	20 / 20R
	20R / 20
	25R /1 5
	30R / 10
	40R / 10
	50R / 10
	60R / 10
	10

	11
	15 / 30R
	20 / 25R
	20R / 25
	25R / 20
	30R / 15
	35R / 10
	45R / 10
	55R / 10
	65R / 10
	11

	12
	15 / 25R
	20R / 25
	20R / 20
	25R /1 5
	30R / 10
	40R / 10
	50R / 10
	60R / 10
	70R / 10
	12


	- Table designed for use with 2d6

	- Top row represents ratio of combat power: attacker to defender

	- Read result as % loss for each side, attacker / defender.  

	- The R indicates which side loses and must retreat


