Wizard Kings Recruitment Variant

by Peter McCord (pmccord@rocketmail.com)

version 2.0 (contains changes to recruiting limits, scenario starting condtions, turn limits, henge study and regrouping)

Standard Game Rules: Except where noted, all standard game rules apply. The only exception is Building. The standard Building rules are not used.  The optional rule disspell is not used.  

Concepts

Recruiting: the act of gathering more strength to a single unit. Only possible when that piece does not move or fight (exception: winning a battle) and is in the proper terrain type. 

Learning: the act of a Wizard learning new spells. Occurs when a Wizard destroys a single enemy unit. A Wizard may only “learn” once per battle, and is increased in step value by one when it does so (occurs immediately, during battle). 

Cadre: Any non-wizard, non-castle unit at 1-step strength is called a “cadre.” 

Capital: each player chooses a 2 or 3 gold city to be his/her capital. Not used in the Small game. In the large game, choose 2 capitals each, one on each home map. 

Special Rules

1. Recruiting

Any non-wizard piece may gain one step by recruiting, subject to the following:

No Move: The unit must not move during its turn.

Hex Limit: Only 1 or 2 units may recruit per hex (the limit applies to hexes, not to hexsides).  Additionally, in the following cases, only 1 unit may recruit per hex:  Any chaos unit, any flyer, and any unit with no terrain type that is recruiting in a clear hex. The lower limit (1) applies to any hex where different types of units desire to recruit.

Terrain: The unit must be in a full terrain hex of its movement terrain type (exception: units with no terrain type must be in a clear terrain hex). Coastal hexes count as both full land and full sea hexes for this purpose, but the entire hex is still subject to the number limits above. Any hex that has two or more mountain hexsides may be used to recruit mountain units, and any hex that has two or more river hexsides may be used to recruit for amphibians.  

Summary:

Forest Folk: Full forest hex or two forest hexsides (limit 1 or 2 units).

Desert Folk: Full Desert hex (limit 1 or 2).

Amphibian: Full swamp hex or 2 river hexsides (limit 1 or 2).

Aquatic: Coastal or Full sea hex (limit 1 or 2).

Flyer: Any clear city hex (limit 1).

Chaos:  by terrain type (limit 1).

No Terrain Type:  clear hex (limit 1).

SPECIAL:  All units may recruit in the friendly capital hex, subject to the number limits above.


Add Steps: At the end of the player’s movement phase, immediately add one step to the qualifying unit (or 2 units) in that hex (yes, even before the other player can move if you are moving first). Add TWO steps to any unit whose base cost is exactly 1 gold.  Exceptions: Wizards and Castles never recruit. Werebeasts may not recruit during a new moon. Werebeasts may recruit one or two steps per unit, for 1 or 2 units per qualifying hex, during full moons.  

Regroup: You may also recruit in lieu of regrouping. If an entire winning army does not regroup, and stays in the battle hex, one or two units may recruit one step each, per the above (including Werebeast lunar exceptions). Yes, it is possible moving first to recruit twice, if you win a battle defensively after having already recruited once. “Winning” here means being the last side in hex. (play note: attacking just to retreat forward is no long such a good move!).  Note the implication of this rule for ocean hexes and fliers.  Your fliers will always have to regroup after winning an ocean battle, and thus aquatics units will not be able to recruit after winning a battle where friendly flyers regrouped.  Those Nessies are finicky.
Full Strength: Full strength units may not recruit (e.g., they do not recruit new cadres or some such).   

2. Wizards

Learning: Wizards do not recruit. They “learn” and gain one step by directly eliminating an enemy piece through attack spell action in battle. The gain is immediate.  They may not learn more than once per game turn. Spells that are not a direct Wizard attack cannot be used for learning (examples: Stone Bridge, the Horde, etc.) 

Henge Study: Alternatively, during the build phase, any wizard that did not move or fight and is in a henge hex may “learn” one step by rolling a 1-2 on one die.  There is truth in them there stones.
Spells (do not use disspell): Wizards DO NOT expend steps to cast spells in this game. A wizard may cast any one spell, per round, for free, as long as the spell cost is less than or equal to the current step strength of the wizard. Thus, a strength 3 or 4 wizard could cast any spell, a strength 2 only spells that are level 1 or 2, and at strength 1 only level 1 spells are allowed. Wizards may cast one spell per combat round, and never lose strength by doing so. They only lose strength through hits from combat or enemy spells. 

Special Spells Restrictions: spells that normally would last for an entire battle now only last for one round.  They need to be re-cast each round, or there effect is lost.  Example: Slash and Burn, Hammer of Stone.  A player may choose not to re-cast such a spell and switch to a new spell, but the effect is then lost.

Spell Fatigue:  Wizards roll 1d6 after casting each spell, instead of expending steps.  If you roll less than or equal to the level of the spell cast, your Wizard is fatigued.  He must retreat at the beginning of his next round, no matter what.  He can do no more during this battle!  He might still take combat or spell hits.  Note that a retreat due to fatigue could occur after winning a battle, in which case it is still mandatory, counts a regroup, and thus prevents recruiting by the victory.
3. Chaos

Chaos Units: Chaos units recruit like army units, as above, by terrain type, limited to 1 per hex. They cast spells normally, not like wizards (so they do lose a step for casting their spells). Chaos units may never expend their last step voluntarily to cast a spell.  They are far too selfish to serve your army in that way.

Werebeast Units: Werebeasts are Chaos units and may be added to the Chaos pool at start per player agreement, but keep the same total chaos limits above by scenario. All normal werebeast rules apply, and the following: Werebeasts recruit one OR two steps during a full moon, but none during no moon.  (allow Werebeasts with a base cost of 1 gold to recurit up to 3 steps during a full moon, since they could take 2 anyway). Werebeast Cadres may NOT be taken during a new moon!

4. Permanent Elimination

Wizard and Chaos Units: Wizard units and Chaos units that are eliminated by combat or spell action are eliminated permanently and may never return.  Recall that Chaos units may not expend their last step to cast a spell.

5. Building 

No Gold: Never count, total or expend gold in any way.  Neither player ever has gold (gold numbers only matter for victory purposes).

Place Cadres and Castle steps: During the build phase, each player receives either 1,2 or 3 Cadres OR Castle steps (note: there are never any castle steps at start).  Depending upon the scenario size (small 1, medium 2, large 3). These may be any army or chaos unit from their pool, per the scenario limits. They may NEVER be wizards, however. Wizards arrive only at start!

Example:  In a large scenario, a player may take two cadres and one castle step, or three castle steps, or three cadres, etc., subject to stacking rules and capital availability.

Cadres arrive off map in the small scenario.  They must enter immediately via the friendly edge. Cadres arrive in capitals only in the medium and large scenarios.

Occupation: If the enemy occupies your capital it may not take Cadres or Castle steps, but of course if you liberate your capital it may again resume taking cadres.

6. Castles

Placement: Castle steps may be placed on any friendly city on a home board that is unoccupied by the enemy, and/or on any enemy board city that is friendly controlled and garrisoned.  You may never add more than one step per castle.  Castles may be disbanded, but there is no benefit from doing so, other than making the castle available for use somewhere else during a subsequent build phase.

7. Regroup Rules

There are a ton of house rules out there, but do not use any of them.  Use the standard rules with only the following modification:  You may never retreat nor regroup into a city hex on an enemy board, unless a friendly unit controlled/garrisoned that city before the battle phase began.  In other words, you cannot regroup/retreat into an empty enemy city hex, but you could into a home map empty city hex.  In the small game, all empty cities, regardless of who last held them, block all retreats and regroups (most will be occupied after a few turns, but just in case).
Recruitment Game Scenarios: 

1. Small (Do not use capitals) 

Total Maps: 1. 

Wizards: 1 per player. 

Chaos Pool: nor more than 2 per player. 

Start: each player has one 1-Step Wizard and 6 total army units, all at Cadre strength (5 units total). No castles or Chaos at start.  

Special: Choose one home map edge for each player (use the long edges only). All at start units must enter via their friendly edge on turn one. New Cadres arrive off map, 1 per turn, during the build phase. They enter next turn. 

Sea Move:  if the friendly edge contains sea or partial sea hexes, you may assume off map ports exist adjacent to them, and you may sea move new cadres onto the map, subject to sea movement rules.

Game Length and Victory: 12 turns. Game ends immediately (exception: never before turn 5) when one player controls 7 or more gold cities (to control a city it must be garrisoned). At the end of 12 turns, high gold count wins. Ties are ties, unless one player has lost their Wizard, in which case they lose. 

2. Medium

Total Maps: 2. 

Wizards: 1 per player. 

Chaos Pool: 5-8 per player. 

Capital: Each player chooses 1 capital on his/her home map. 

Start: each player has one 1-Step Wizard, one Cadre Chaos unit, and 8 army units of any type, all at Cadre strength (10 units total). 

Setup: on your home map per standard game rules. New Cadres arrive at the capital, 2 per turn, during the build phase. 

Game Length and Victory: 20 turns. The game ends immediately (exception: never before turn 10) when one player controls cities totaling 15 Gold or more at the end of a turn (cities not on a friendly map must be garrisoned).  This is a strategic victory. At the end of the game the player with the most gold earns a marginal victory. Ties are ties, unless only one player has lost their Wizard, in which case they lose. 

3. Large

Total Maps: 4 

Wizards: 2 per player. (Optional: 3 per)

Chaos Pool: 7-12 per player. 

Capital: Each player chooses 1 capital on EACH of his/her home maps, 2 total. 

Start: each player has 2 1-Step Wizards, 2 Cadre Chaos unit, and 14 army units of any type, all at Cadre strength (18 units total). 

Setup on your home map per standard game rules. New Cadres arrive at either capital (or both), 3 per turn, during the build phase. 

Game Length and Victory: 30 turns. The game ends immediately (exception: never before turn 15) when either player control 30 or more gold (strategic), or at the end of the game the player with the most gold wins (marginal). Ties are ties, unless one player has lost more Wizards, in which case they lose. 

Design Notes

The main rationale for this variant is to replace building with recruiting.  It was inspired by the great game Titan.  Along the way, the wizard rules were added to solve huge problems that crept up in wizard recruiting, which was too easy to abuse.  The document before you is somewhat wordy but do not be put off by its length, the basic ideas above are very simple and easy to implement.  

Essentially what I strove for was a game that preserved WK entirely except for the economic aspects.  I wanted to do away with all the production computing and cost-benefit mentality that crept into the standard game, which seems oddly out of place in a fantasy game.  Recruiting not only provides a more compelling narrative to the game, it adds another dimension to the terrain and takes away the bean counting of gold production.

The scenarios are just guidelines, and good ideas. Feel free as always to make up your own or to tweak these that I have provided.  Please feel free to contact me via email with any comments or improvements.  All reasonable mail will be replied to.  I hope you enjoy the game and this variant!

Player’s Notes 

It is tempting to shoot for early, dramatic battles or even wins.  Be careful though with your Wizard, at level one he is highly susceptible to targeting spells from a defending Wizard or chaos unit.  Wizard elimination is permanent, so be careful.  It is probably wiser to pursue a strategy of partial recruiting and diversionary movements and attacks.  All-out attacks will leave you weak and vulnerable, since you are not recruiting as much.  All-out recruiting will leave you out of position.

Choose your boards and capitals wisely.  Remember, all of your cadres will arrive at capitals…the terrain in the capital hex is thus very important, as you may have to waste a movement phase or two reaching recruitment terrain.  Capitals too far forward are vulnerable.  If they are too far to the rear your cadres will forever be on the march.  

Castle placement is more important than it appears at first glance.  You may not even try to place castles early in the game.  But note that a single step castle is stronger in defense than most cadres.  Also, you can place castles in friendly controlled, garrisoned enemy-map cities.  This is key to winning.  You cannot win by taking only one or two cities usually.  And you cannot leave those cities to take new ones without a garrison, as you will then lose control.  New cadres are actually bad garrisons, since they arrive at capitals, you will rarely have the luxury of just pushing your weakest units around into the perfect garrison location.  Use castles as forward garrisons!  But save at least one each for your capital(s).

Chaos units are very tempting in this game, there is a tendency to emphasize them in cadre placement.  Note however that having too many weak cadre chaos is a dangerous liability, as elimination is permanent!  Do not over-build chaos units, and note that since army units are relatively expendable in this game, often times battle dynamics will change dramatically from the standard game.  Instead of maximizing gold damage inflicted and minimizing gold damage taken, players will often ruthlessly hunt down chaos and wizard units, losing two or more army units just to put away a dragon forever.  You will need to rethink your battle axioms to account for the inverted economics of this system, and the fact that army units can recruit in large numbers if you let them.

