
û
I
llafx

,:

t,
Bg T r av ls Br own and En c Luc er o

wlth help fr om Stnv e Collier,
Andr ew G eLttng, D avi d W illi ams,
andEnlrYaple

Based onthelegend of theFiveBings
Stvateglc Rules bg D avid W illiams -

Slraleqic Warlord is a rules yaria:nT set up
to allow playerc to simulate a war size con-
ïI1cT belween the factions of the Accordlands
using lhe exlslir.q Warlord Collectible Card
Game, by A).derac Enlerlainment Group
GEG). This qame is still in its infancy, so

expect inevilable situations which will force
ILte referees Io rnake a decision - that's what
ILte relerees are for.

Slralegic Warlord is desiqned to be played
with teams of. Iive players Ior each faction of
Warlord: Saga of the Storm."^ EacLt Team consists
oï an Overlord, a Messenger, and Tlree
Warlords. The Overlord slays nexT to TIte war
map watcLlinq llte movemenl of the armies,
discussinq ttealies with the other Overlords,
and qivinq orders for tLte movements of his
Warlords. The Messenger is the only person
allowed to be in IlteWar Room with llte map
as well as in the Battle Room to see ILte bat-
tles in progress. The Messenger will inform
the Overlord oT llte proqress ol the battles as

well as informing the Warlords of whom to
fighr and who the faction is currently allied

wlth. Warlords are in c|targe oI one of ILte
faction's armies and sTay in the Battle Room
with their decks as well as maklng Tl.le move-
ment orders eaclt |urn. Each Warlord must
have a prepared deck bpen formaD of lhe
faction lLtey represent for use inballles yeT

to come.

Setup
Sftaleqic Warlord needs above all else, a

lot of players. With a recommendation of five
players per factlon Leam a:nd aI leasT four (of

six) faction ileams, Iltal means you will need
al leasl 20 players, and Ihen of course a rcI-
ereë br two). The nexT h,ardesl thing to
acqvire is a suitable venue TltaT L]ras at leasï
lwo separaTe areas isolaled |tom eac|t olltet
yet easlly accesslble Io eacLt otLter. One area 

.

ls called the War Room, where al| lhe Over
lords plot lh,eir armiesi movements anà
conduct diplorr.acy with other factions.
The second area is calTed l]ne Battle Room,
where tJre Warlord players aclually play
games of Warlord Io delefinine ll:re ovlcome
of battles tLlat were orcltestraled by t}te
Overlords in the War Room. Once youltave
these two crucial elements you wIlI need
the lollowing malerials Io play Sftategic
Warlord:

A copy of the rules (preTerably for all
players)

A large map of the Accordlands designed
for Strategic Warlord play



and conqver ed territories
Smalter copies of'The mâin

Warlords' reference

Tokens to tepreserLl eacLtWarlotd's atmy ls responsible for ILte overall stra|egy of The

faction - an order lrom The Overlord should
noîbe iglnorcd by the Warlords.

ExtyaResourees
Overlords ltaye anotLter way to aIiect lhe

future of lL,:.eir faction. This is to distribute
exlta resoùrces On The form of manpower) to
Ihelt armtes. These resources are rcpresenled
by a level one characler with the following
stats: +IATK,,/ llAC / CIassless / /y'tay not play
action cards ot teceiye bonuses of any kind.
The Overlord Itas one tesovrce per Warlord.
He,/she can distribute tLlem evenly or in any
combination. These resources start inplay for
the Warlord who has them if they so deslre.
If a Warlord chooses nol Io play a resolxce, iI
cannot be playedlaTer Ot is not part of their
deck). bui nelTLtet canitbe lost. If aWarlord
is defeated inba|Tle, he must qive any
resôurces played, to the victor, wLto may tLten
use it in future battles. There is no limit to
The numbet of resources aWatlord may ltave
and play. Resources are not. exchanqed, if a

truce is called.
A Warlord who is not involved in aballle

may qive any tesources to the Messenqer.
The Messenqet may qive resovrces to any
Warlord who is not lnvolved in abatle. TLltis

is usually done by order of the Overlord.

Armies
A turn happens every flfleen minutes.

Durinq Tl'Lat l1me, tLte Oyerlords should dis-
cuss alliances, consider sIraIeW, andt}ten
send word to their Warlords (throuqh the
Messenger) wltere tLtey should move/aIlack.
Every 15 minutes, Warlords ThaI arc not cur-
rently in a baTlle with another army musT

submit a command 7o the releree for the turn
(these must be submitted by The person play-
irrq lJrat Warlord). Any comrnand thal lhe
referee carrrtol irilerpret fuom wLtal is written
is considered "too confusinq for his subordi-
naLes" - t]j.aI army autoinalically stands still
this turn. The Warlord cannot explain wItaT
"he meanl to say," so he should make very
clear instructions. As soon as 15 minutes have
passed, the turn ends and no more orders
can be accepled from the Warlords. If a
Warlord is late with his orders for the turn
for any reason, lltat army performs no
actions or rnoyemeytts for the turn - it is the
Warlord's responsibility To keep track of how
much time Tltey have remaininq.It is per-
ïectly acceptabl.e hnd advisablù to submit
your otderc to the Battle Room referee early.

Each atmy can move one space eaclt |utn.
The onTy reason an army is unable to move is

map for',
' {r'1ttq

A llmekeepinq device (preferably

walch)
u rroi-

Writing utensils for al7 players
Paper for sending notes a:nd. issuing

orders (3 x 5 notecards are tecommended)
A TeyeI one characTer catd (recçmmend

Tannet Trollson) Ior eacLt Warlord speclalTy

matked to identify him as an"extra
tesovtce."

Referees
While Strateqic Warlord has many e\e-

ments of a classic straTeqy board qame, it is
not as simple as a couple ofplayerc grouped
around a lable. Tlte referees are respolnslbTe

Ior mainlaining falr play in both the War
Room and Battle Room. Tttey are crucial for
keeping track of time for |urns. Tltey ate
responsible for collectinq orders from the
Warlords and makinq sure those orders
arc reflecled on the rrrap in the War Room.
Ideally aI least Iwo referees should run Ihe
event. Tk.e Battle Room releree will often
have h1s/her hands full keeping tirne and
collectinq orders in addition lo refereerng
The games in progress.

0verlords andsetup
At the beginning of the game, each

Overlord chooses wherc Ltls lhree armtes wlll
beqin - they must beqin at diflercrt terito-
ries within the factlon's lands. All of these
positions are submitted secrelly and revealed
simultaneously - each army should be noted
on the map with a clear marker of some sort
(token, mi:nralvre,lo clearly identify TLte fac-
tion and nurnber of IIte army). AIso, the
Overlord must identify which Warlord is
leadlng each arrny so that llte releree run-
ninq |he War Room can accuralely pair o|f
the Warlords based on their position on tlte
map. Once the startinq positions are deter-
mined, The Overlord distributes the resource
cards amongst his Warlords in any way lte
chooses. Then the gamebegins.

Only The Overlords know the actual posi-
tions of each army within the Accordlands,
and use thelr Messenqers Io communicate to
their Warlords wherc Their armies should
moye each turn. As lhe only member of their
Team allowed to talk with players from other
factions, lhe Overlord represenls the diplo-
ma| oÏ the factlon. In addition, beinq line
only rnember of their Ieam wlto looks at the
marn map with all of the units, the Overlord



il the Warlord ls currently in a fight in the
Battle Rooà. Otherwise, an arrny ca:n moye
ilrlo any adjacenT province èach 15 mlnute
turn. The posslble commands fot an army

"Stand" - don't move

2. "Move" - to move from one province to
an adjacenl province. If two armies both
move such thal They would switch
provinces, one oI lhe armies moves TirsT

and prevenls the other army |tom rnov-
ing. This is determined by }:.a.vtng players

roll for initiative. Otherwise, all moves

occur as Listed in the cornmands (includ-
inq if an arn), is lnovirl.gr into the
province arL arr.-\,is leavinq)

3. "CapIure and Stald' - seize control
of the current prol.ixce. If an army makes
a Capture comrnand- il can be canceTed

by any Overlord that has an army aT llte
lerrilory when the Cap-ture is allrernpled.
If Ihere are no oth,er arrnies in that terri-
Iory before moverr.ent {or if They do not
contest the control of the provincù, Tlten
lktal Overlord rnarks the territory
as under his factior'.'s control. TIte Caplure
command-/atten.pt is always rnade belore
any moyes are resolved for the turn.

4. "Cap|ure and Move' - seize control
of the current proùnce, Ilten move
10 an adiacer.l province. All of the same
rules for capfùte apply as ior
a Caplure and Stand order, but llne army
moves to an adjacenl province afler cap-

. . turing the current province. All normal
rules for movemertT apply, as weII.

5. "Return" - return a deslroyed army to
play in its Capltol. Any Overlord with
control of the Capitol may cancel lhe
Return command (simply by saytng "no")

and prevent the unit from returninq to
play Thal 1)rrt.

Warlords
There should be a copy of lhe map in the

BatTle Room Tor the Warlords' reference.ltul
Ihe armies' curent locations and province
control ate rroT marked on this map - it is
solely for the Warlords to use as a refetence
6t may make sense 7o Ilave The Warlords
each have a small version of the map).
The Warlords arc respor.slble for issuinq
the command.s fàr their armies eacLt tur:n.
If Ih.ey are enqaged tn a ba|lle, ll:rey can
obviously not issue a command. If armies
from two or mote lactions are moved i:nlo
|}re same province, TItere may be abaltlel

Battles
If two or more armies end up tn ILte same

provlnce; then those Warlords must face off
ar. aTable.ll all Warlords in the province

aqree lo a lrvce, then no garce is played and
lltose armies may moye out of the province
on future turns. If eyen a single Warlord
wants to f1ght, lhey play a (nearly) normal
game of Warlord, until the only re:maining
armies in that province agree Io a truce. II
Iherc is a lruce figItl away, neiT]Ier player
should even beqin playing. ïypically, the
Warlords will declare a trvce or baTIIe based
on their instructions received from thelr
Overlord via Ihetr Messenqer.

Eliminaled Warlords ltaye lkteir armies
tmmedialeTy removed from the map tn lhe
War Room for two turns (see above). Th,e

allted armtes (those involved tn a Truce)

stay in the Province. A destroyed army can
be re|urned To play with a Return command
in the second commands pltase afler it is
destroyed, which can be in as litt1e as 16

minutes.
Many qames will continue longer lïtan

15 minutes, so it is possible Io h,ave armies
move into a province where |ltete ts already
aftghl ln proqress. If Thathappens, the cur-
renl player finishes his order before they
are added. Then, Ihe e:nLeîing Warlords are
arranged randomly behind the last player
to perlorm an Order. Each of Tlte enlerinq
Warlords gels orLe "production turn" (in order
to ca|ch. up a biD - durinq this turn they
can only brlng cards into play, andlhey are
assumed Lo haye opponents wLto are continu-
ously passing. Any actions that directly or
indirectly affecl anoTher player's cards or
army are canceled. Alter the producTlon is
done (preferably simultaneously for all
enleril:.g arrnies 10 save time), Lhe game con-
tirrues normally with the first enTefi:ng



Warlord taking a normal order.
TLte referee for the Battle Room should be

aware of. two possible abuses of the rules:

I. Stalllng lor time in the hopes oT geTt\nq

reinlotcemenls.

2. AIIied Warlords buildinq forces
to have unstoppable armies in
case anoTltet army moves into the
province. In both of these instances, the
S|orm may be calIed upon to destroy the
off endin g army / armi e s.

Nlessengers

This can be the most lnteresting of the
roles within llne laclion leam. The Messenqer
doesn't ger 1o make any o|Ticial decisions,
but is the only person in the faction that has

complete knowledge of wh.at is happening
on both sides of The wall. An intelligent
Messenger who clearly and quickly describes
ILte scene in The olher room is always the dif-
fetence belween the successful faction and
t]ne facliorl that is destroyed.

0ptionalRules
Coup! - If all of the Warlords oI a faclton

agree, They can raise one of their number to
Ilre tank of Overlord of their faction, retur:n-
ing the original Overlord to the rank of
Warlord. The Warlords ouqht to keep in
mlnd thaT this is horribly damaqinq Io tL]'e

diplomacy that has been performed so far,

and the only two factions that have done it
so far ended up in last place...

Unique Warlords - If posslble, Slralegic
Warlord should be run with no |wo players
playirrq tLte sarne warlord (1.e. a Nothroq fac-
liolf team may consist of an Uthanak player, a

SceIh player, and a Taoth player, but couldn'T
contain two Uthanak players and one Taoth

player). This can be laken even furlb-er by
instituting Ihe rule that no ofher playerc may
brinq Ihe regislered startinq warlords into
play 3.e. Trom Lhe above example any player
could bring a Krun or Terror of Sharn Keep

inlo p1ay, since I.h.ey ate no| regislered for
the Nothrog faclion team).

Winningthe game
At the end of the IasT lurr., any army lhat

does not Ltave any armies |rom anolher fac-
tion in ltre same province clalms control of
the province iT is in. AT that lime, each. fac-
tion that stlll controls its Capitol counts the
IoIaT number of provinces it conTrols. The

faction with the most provinces is declared
IJre wirerler (tles broken by the number of
their own provinces they control). Other
players' Capitols are wotllr three provinces
towards their total number of provinces.
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