Playing pieces and setup:  
27 Artifacts, 18 Spells, 1 centre board piece, 8 side board pieces, 1 Fortune of War deck for each player or team containing 24 cards each, 7 Mine (M) tokens for each player, 1 Fortress (F) token for each player, 1 Gold (G) token for each player, and 16 units for each player which consist of two each of Dwarf, Elf, Ogre, Wizard, Centaur, Worg, Unicorn and Dragon.  
The board is constructed by placing the centre board piece on the table and then drawing a random side board piece.  The side board piece is then placed with its black dot adjacent to the black dot on the centre piece.  Next 5 more side pieces are drawn and are placed around the centre going clockwise until the board is full.  All units start the game off the board but are considered to be inside their owner’s Fortress space for purposes of movement.
There are two ways of determining starting position and army composition, Basic and Advanced.  The Basic Game is described below and the Advanced Game is described at the end of the rules.
Setup with 2 Players:  
Both players take 1 Dwarf, 1 Worg, 1 Ogre, 1 Unicorn, 1 Centaur, 1 Elf and 1 Dragon.  Players determine randomly who is Player A.
Player A chooses a Fortress space and places their Fortress token there.  Player B places their Fortress token on the opposite Fortress space.  Both players place Mine tokens on the two Mines closest to them and on the unclaimed Mine to their left.  Player A goes first and may only move 2 units on their first turn.  Players alternate turns from there.
The player who reaches 45 Gold first wins.
Setup with 3 Players:
All players take 1 Worg, 1 Ogre, 1 Unicorn, 1 Centaur and 1 Elf.  Players determine randomly who is Player A, B and C.  
Player A chooses a Fortress space and places their Fortress token there.  Player B takes the Fortress space two sides clockwise from Player A and Player C takes the Fortress space two counterclockwise from Player A.  Each player claims the two Mines in front of them.  Player A goes first and may only move 1 unit on their first turn.  Player B goes second and may only move 3 units on their first turn.  Play continues clockwise from there.
In the 3 player game any Artifact with a “Use:” effect that occurs during an opponent’s turn may only be used once between each of your turns; it may not be used on each opponent’s turn.  In addition any Spell or Artifact that targets an enemy unit must do so during its owners turn and may not do so on the other opponent’s turn.
The first player who reaches 30 Gold wins.
Setup with 4 Players:
In the 4 player game the players are divided into two teams of two.  One player on each team takes Unicorn, Wizard, Worg, Elf and the other takes Dragon, Ogre, Centaur, Dwarf.  Players determine randomly which team is team A.
Team A chooses two adjacent Fortresses and their opponents take the opposite Fortress spaces.  Each team claims the 3 Mines closest to their Fortresses; either player may claim them.  Team A goes first and may only move 1 unit for each player on their first turn.  Teams alternate turns from there.
Each team shares a Production phase and a Spell phase and must designate one person to draw a Spell as normal and one to take Artifacts.  The team member that draws Artifacts makes all decisions regarding Artifacts and the same occurs for their partner with regards to Spells.  They use all of their Spells and effects first during the Spell phase before the opponents may respond.  Each team member has their own Combat phase and controls their own units – teams can decide which member takes their Combat phase first.  
The first team who reaches 45 Gold wins.
Setups with 5 or 6 players and alternate setups:
With 5 or 6 players the game is played just as it would be with 4 players but the additional players are added on to the existing two teams.  The 3rd player on a given team does not control any units or own a Fortress but instead controls all the Artifacts and Spells for the team.  
An alternate setup for a 3 player game is to use the 4 player setup but have 1 player control an entire team while the other two players share control of the opposing team.
Turn Order:
Production:  At the start of your turn you gain Gold equal to the number of Mines you control.  Move your token up the scoring track to reflect your new Gold total.  Draw a Spell from the Spell deck.  Lastly you take an Artifact from the Artifact deck and place it face down in front of you without looking at it.  In the 4 player version one player on your team will draw a Spell and the other will take an Artifact.
If you have at least 3 Artifacts in front of you face down you pick them up, choose one and play it in front of you face up.  Place the other two Artifacts on the bottom of the Artifact deck.  If an Artifact has a “Use: “ ability on it that ability may only be used once each turn.  If the Artifact pile runs out it is not refilled.
Spells are kept hidden from your opponent.  Each Spell describes its effect and when it can be played.  After being played the Spell goes to the discard pile.  If the Spell pile is used up then shuffle the discard pile to make a new Spell pile.
Spell Phase:  In this phase players may use Spells or Artifacts.  First the active player uses Spells or Artifacts that are played during their own Spell phase.  When they declare that they have no more to play their opponent(s) may use any Spells or Artifacts that are played during opponent’s Spell phase.
Combat Phase:  You may select your units to take their turn in any order you desire.  Units may only be selected to go if they have not taken an action this turn and if they were not Stunned during the opponent’s turn.  After a unit is done its turn it is turned sideways to show that it has taken its action.
End Turn:  All units on your side are turned to face the front and any stuns on them are ended.  If any of your units occupy a Mine that you do not currently control you gain control of that Mine.  Mark the Mine with your Mine token and remove the previous token.  
Combat and Movement:
Movement:  White spaces are Plains, blue spaces are Water spaces, green spaces are Hills and orange spaces are Mountains.  Spaces with M on them are Mines and spaces with F on them are Fortress spaces.  Each unit has movement points equal to its Speed score.  Moving from one space to another costs 1 movement point.  Moving from Plains onto a Hill space costs 1 additional movement point as does moving from a Hill space to a Mountain space.  Water spaces count as Plains except that moving out of a Water space costs 1 additional movement point.  Units may not move into or through a space containing a Fortress token or any other unit.  Units also may not move from Plains directly onto a Mountain.  
Attacking:  Each unit may make 1 attack on its turn.  The attack costs 1 movement point and the unit may not continue to move after the attack is made.  All melee units (Dwarf, Worg, Ogre, Unicorn) may attack units directly adjacent to themselves only.  All ranged units (Elf, Centaur, Wizard, Dragon) may attack units up to 3 spaces away from themselves.  Ranged attacks may go through units or terrain without penalty.  The attack is resolved by drawing a card from the Fortune of War deck belonging to the player making the attack.  Apply the number on the card drawn to the Strength of the unit attacking.  If the unit’s modified Strength is greater than the Strength of the defending unit the attack is a hit.  If the Fortune of War deck runs out then it is reshuffled and used again.
Example:  A Dwarf (Strength 1) attacks an Elf (Strength 1).  The Dwarf’s player draws a +0.  The Dwarf’s modified Strength is 1, so the attack misses.
Example:  An Ogre (Strength 2) attacks a Centaur (Strength 1).  The Ogre’s player draws a +2.  The Ogre’s modified Strength is 4, so the attack is a Hit. 
Example:  An Elf (Strength 1) attacks a Wizard (Strength 2) while the Elf is affected by Flaming Swords (+3 Strength).  The Elf’s player draws a -1.  The Elf’s Strength is modified to 3, so the attack is a Hit.
If the result is a Hit then the attacking player has 2 options:
1.  Stun.  If the defending unit is not currently Stunned, Stun it.  This unit is turned sideways and does not act during its owner’s next turn.  If the unit is already Stunned then it is Destroyed.  Take the unit off the board – it is considered to be inside its owner’s Fortress.  It is still Stunned on its next turn.  The player making the attack gains 1 Gold.
2. Push.  This option is only available to melee units (Dwarf, Worg, Ogre, Unicorn).  The defending unit is moved out of its space to any unoccupied, adjacent space.  The attacking unit may choose to Follow Up which moves the attacking unit into the space formerly occupied by the defending unit.  No unit may be Pushed if the movement they are taking would normally cost additional movement points.  No unit may Follow Up if the movement they are taking would normally cost additional movement points unless they have sufficient movement points remaining.
Ending the Game:
The first player or team to reach the 45 Gold Space on the scoring track wins the game.  In the 3 player version the game is won at 30 Gold instead.
Advanced Game:
Instead of taking the armies described in the Basic Game players customize their own armies.  Players must choose armies that have exactly the number of units and point totals shown in the chart below.  
In the 2 and 4 player games players bid to be Player/Team A instead of determining randomly.  Each bid must be between 4 and 0 inclusive and must be lower than the previous bid.  Whoever bids the lowest is Player/Team A and on their first turn they may only move as many units as they bid instead of the usual 2.  In the 4 player version which player moves those units is up to the team to decide.
Table of Army sizes and point totals for Advanced games:
	Game Size
	Army Size
	Point Total

	2 Player
	7
	28

	3 Player
	5
	20

	4 Player
	4
	16



Table of Unit costs and stats:
	Unit
	Strength
	Speed
	Type
	Point cost

	Dwarf
	1
	3
	Melee
	2

	Elf
	1
	3
	Ranged
	2

	Worg
	1
	5
	Melee
	4

	Centaur
	1
	5
	Ranged
	4

	Ogre
	2
	3
	Melee
	4

	Wizard
	2
	3
	Ranged
	4

	Unicorn
	2
	5
	Melee
	6

	Dragon
	2
	5
	Ranged
	6



Miscellaneous Rulings and Information: 
You may not attack your own units.
Units in a Fortress can neither make attacks nor be attacked.  They also cannot be affected by harmful Spells or Artifacts.
Units may not be Pushed if there is no legal space for them to be Pushed to.
All bonuses add together unless otherwise specified.  
Your opponent may always know which Artifacts you have and how many Spells you hold. 
Any time an Artifact has an ability that is used during your Production phase you may use that ability on the turn the Artifact comes into play.
Players may not look through the Spell discard pile and the discard piles for the Fortune of War decks.  Only the last card played on top of the discard piles should be visible to players. 
In 4 player games if an Artifact causes a team to draw or use Spells the team member who is responsible for Spells draws those Spells.
