


House Rules (and comments) for the Arabian Nights boardgame


with Multi-Status optional rules:





(1) Certain statuses will cancel each other out; that is, if a player ever has two contradictory


statuses (or gains one while he has the other), he will instantly lose both statuses. Statuses which cancel 


each other out are: Accursed and Blessed, Respected and Scorned, Sex-Changed and Sex-Changed. 


Note that this provides characters who have no Destiny points an easier way to get rid of Scorned.





(2) Married, Outlaw, and Vizier all give the player a new Origin City. While it might seem


strange that a man's wife will move to the city where he is outlawed, that seems to be what happens,


and no additional rule is needed here.





(3) Note that a Vizier might not choose to use this status to become a Sultan if he needs the


skills that Vizier provides while having enough D and S points to win already.





(4) Sex-Changed will play havoc with relationships. Since it is assumed that the character's lover


is not also being sexchanged, gaining or losing Sex-Changed will cause a player to lose all of


the following: Married, Beloved, and Lovestruck (not likely to matter). Note the oddness that


one can often lose Sex-Changed by Courting an efreet, who falls for the (perhaps currently


female) Sex-Changed player, and changes her back to her former self, because the efreet loves


her so much that he wants her to be a man again.





(5) Some encounters have passages describing what will happen in the encounter if the player


has the Lovestruck status. This is typically not possible, since the next "normal" encounter


will resolve the Lovestruck status. However, it is possible to gain an encounter during the


Cards and Dice phase after gaining the Lovestruck status, so it *could* happen.





(6) Insane and Imprisoned is a powerful combination. In fact a little too powerful, especially in 


conjunction with either Fated or Outlaw. (Regarding Outlaw: Note that unless one avoids the hunchback 


encounter, an Outlaw imprisoned in his Origin City will regain the Imprisoned status at the end of the 


encounter, even if he had just gotten a Q:S result which would remove the Imprisoned status that he already 


had.)





Here are my guidelines:


(a) A player with the Insane status may never be forced to "Avoid" an encounter on


tables A, B, C, D, H, or J (ie, encounters with people), unless the Avoid result does not


give an "NE" result.


(b) Any player who is both Insane and Imprisoned will lose both statuses after one of the following


two things occur: either gaining 10 Story points or if the Deck Marker advances (or has the potential


to advance, even if it can't currently go higher) TWICE. 





(7) A new Married status removes the earlier one; ie, gaining Married after being Married


means that the player has a new Origin City, but is still Married (to a different person now...


or else, his "favored spouse" is the one in the new city, while still being married to the other).





(8) Romance with other player-characters. When one player uses Appearance or Seduction


to give a second player the Lovestruck status, it can be assumed that the second player


is enamored of the first. Therefore, the following extra conditions might apply: if 


"Court Handsome" on table A is the result, use a base  number of 301 instead of 302,


to avoid having a childless man make his lover marry his son. Furthermore, a successful


courting could result in a Married (or Beloved, resulting in Married) player, in which case


it is assumed that the two players have married each other. See below.





(9) If two players are Married to each other (could happen as in (8) or as a deliberate choice


when using Major Magic to give another character the Married status), then the character


who "gains" the Married status will determine (as usual) the new origin City. The other


player should also now gain the Married status. However, there is an extra complication,


since it would be hard for two players to have children when they never meet, and it is possible


that the two players might never encounter each other again, despite returning to the Origin


City. Therefore...





(10) I recommend allowing players to start with one Mastered skill (and one T skill). This enables a little 


more control. Furthermore, the "draw 2, choose 1" method for drawing cards from the Two Player


game might also work well with more than two players. (If you've ever gotten worthless Fate


cards 3 times in a row, you know what I mean.) This is mainly useful because...





(11) City Fate cards suck. Badly. Why spend your time running halfway across the board


just so that you might *lose* a skill? WTF? Some cards have benefits worth the potential


risk (like lose all statuses, or take 1 status from another player, or gain 1 Treasure), but many


don't, and often the benefits only apply under certain conditions. Reccommendation:


instead of rolling on the City card, a player may choose instead to use one skill for free on


any other player. This would make City cards somewhat more useful. Note: I like the *idea*


of the City cards, since they give players a reason to move around the board, but the


execution seems poor.





------------------------------------------------------------------


Comments on the Skills:


Minor Magic: crucial to have in the endgame, since one can Ensorcell a potential winner and delay him or


one can (when about to win) prevent the competition from foiling your attempt to win. Being


Ensorcelled is one of the few ways to be delayed from winning and/or to be prevented from


preventing someone else from winning. (Imprisoned is useful too; see Major Magic)


Minor Magic is one of the skills that just might be TOO powerful, especially since you


can start with it, unlike Major Magic.





Major Magic: useful, but it spoils a lot of fun since the competition can pay you to remove 


certain statuses that you might rather they keep. Best statuses to give with Major Magic:


Ensorcelled, Envious (if they don't have tons of Destiny points), Outlaw (times two!) or 


Imprisoned (especially in combination with other statuses).


Giving someone the Sex-Changed status is effectively useless, since they can pay to have


it removed. However, if they don't have much Wealth and you have lots of D, go for it. Or,


if you have a "1 use" Major Magic, Sex-Changed might be ideal.





Piety: another fairly crucial skill that can be easily gained via On Pilgrimage (or a status that


lets you change to going on a pilgrimage, like Scorned). Can also be used in the endgame to


lower an opponent's D points. Can also be useful if the opponent is Married, since they will


have several cities to visit. Caution though, since during the game, a failed attempt to pray


will often make you lose Piety.





Weapon Use: not useful against other players unless they are Insane, since Wounded will allow


a player to summon a Healer Sage who will remove all of his unwanted statuses.. Moderately useful


in the game itself, but not reliably.





Appearance/Seduction: useful during the game in reliable ways. Not as useful in the endgame,


but can give Envious (can be removed with D points) or Enslaved, neither of which are big


problems.





Stealth and Stealing/Acting and Disguise/Beguiling: These three skills go together and can


make a good con man character who can reliably Trick and Rob opponents. Can also have


uses when stealing Treasures if the opponents have any. Caution with Beguiling: nobody


trusts a used-car salesman, and the same is often true for characters who meet a beguiler.





Bargaining: less useful than the above skills, but in similar ways. Must try to Hire and Bargain


instead of Tricking and Robbing though.





Quick Thinking and Luck: often useful, but not reliably. Also not useful in the endgame.





Wilderness Lore: can be all-important (when Lost, etc) or pointless. Useless in the endgame.





Seamanship: can be incredibly useful in sea spaces. Useless in endgame.





Wisdom: like Quick Thinking and Luck, except that Wisdom often prevents the player


from doing anything dangerous (ie, interesting).





Evaluation: useful only once in a blue moon. Needed only in the Merchant subgame.





Courtly Graces: quite useful against the table A and J people (and B too). However,


I've rarely had a character with it since it is useless in the endgame.





Storytelling: often important, but you'll get it eventually anyway, so don't start with it.


Not too useful in endgame, unless several players are ganging up on another.





Enduring Hardship: often quite useful when you don't have a real skill. Can help where


Wilderness Lore or Seamanship are required...but not as reliably as either one. Useless


in endgame.





Scholarship: like QT and Luck. More useful outdoors than in.














