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In a world of magic, the old kingdoms of the mortal races found themselves unable to control the spiraling chaotic races that sprung up from the edges of the lands. The Greenskin armies began amassing under powerful leaders in the mountains, pushing the Dwarves out of their underground cities in their wake of slaughter. The Undead begin to rise from the deserts under the ancient tombs at the call of upcoming battles. They are manned by ancient kings and are looking to claim powerful beings to add to their legions. The Demons and their hold on the northern forests have finally corrupted enough of the land to amass full assaults on their adversaries, leaving the Elven nations are without a home. Their lust for conquest will only be sated by full domination for the lands. The Dwarves and elves have fled to the last standing human nations, forming the final Resistance against these chaotic forces.

We have no use for words or diplomacy,

We will grant no mercy and there will be no quarter,

Only one can Reign Supreme.

Clayton Hayles

tm119@sonic.net

www.claytonhayles.com

Rules

Reign Supreme is a fairly sophisticated game and takes time to learn but is very fun and involving once the rules are learned. The best part about this game is that the rules can be elaborated and changed by the players should they wish to, but only after all players have a clear understanding of how the rules work. Once the rules are understood, the game progresses much faster.

Objective

The point of the game is to defeat the other players, which is usually through attrition. The victory conditions can be set and altered by the players. The winner usually is the last player to survive.

Game Materials

· Battlefield: The board in which the game is played on. This consists of Kingdoms and Midfield. A played can make new boards to play on if they wish. It is suggested that hexagonal boards are used.

· Units:  Each player controls units pieces which represent formations of armies. They contain stats which signify the capabilities of the unit. They have slots in the side to put pins into to keep track of hit points and abilities.

· Pins: Pins are used to keep track of hit points and cooldowns. They are inserted into the action board and the units.

· Actions Board: This small card helps you keep track of cooldowns with the help of pins.

· Cards: Cards are an optional aspect of the game. Reign Supreme can be played without them, but they add a random aspect to the game which can make it more diverse. Player should avoid using cards until they are comfortable with the rules.

Starting the Game

Decide who goes first. Each player takes turns in order. Turns work in phases and every phase gives all players opportunities to engage in the game. During the turn, each player must declare when a new phase is starting so that all other players can act accordingly.

Each player sets up all the units they will play with on their side of the board where they want them (unless it's a  game that has a deployment phase, then you should pick 5 units of your choice). Shuffle the Tactics and Spell Cards and set them aside. Each player draws two Spell Cards and two Tactic Cards. These are held by the player and not shown to other players until they are played. Put a Spell Pin in all Packed units or units with Spells. If you are playing with cards, put two pins in the Durations Counter, one at 5 (Spells) and one at 10 (Tactics). Add a Reenforcement pin at 10 if the game has a Deployment Phase.

The Turn

Decide randomly who goes first. Each player takes turns in order. Turns work in phases and every phase gives all players opportunities to engage in the game. During the turn, each player must declare when a new phase is starting so that all other players can act accordingly.

· Cooldown Phase: During this phase, all players (regardless of who's turn it is) move all their action board pins one space over. Control of Ruins or Mines may alter this.

· Deployment Phase: This phase only takes place if you are deploying units. During this phase, you may place troops on your side of the board if the perquisites for deployment are met.

· Combat Phase: During this phase, the player may move all of their units on the board once. Players must move and then attack before switching units (unless stated otherwise). Any player can play cards only this phase.

Cooldown Phase

Each turn, regardless of who's turn it is, causes each player to move all their pins over one space. If the player controls Mines or Ruins, move the Supply Pin for each Mine or Magic Pin for each Ruin over one more slot. If the player has units in an enemy Kingdom, move the Supply Pin over one additional notch. Packed unit cooldowns can be moved in either direction, toward packed or unpacked. The player decides this.

Deployment Phase

In games where players choose to deploy units gradually through the game, this phase is used to put more troops on the board. You can keep track of your deployment with a Deployment Pin on the Action Board under Duration Counter. Control over Mines and Ruins allow players to move the Deployment Pin an extra notch for every one controlled, or when you deal the killing blow to an enemy unit. If an enemy is in your Kingdom or Deployment Zone, you cannot deploy and must wait until the unit is killed or has moved out.

Combat Phase

During a players turn, he controls his units. The units are controlled once a turn and have a specific order in what they do.

· Movement: The first thing most units do is move. If they are not afflicted with Ensnare, move your unit up to as many spaces as it has movement indicated on the unit itself. A player does not have to move a unit if they do not wish to. Units with Flanking do not have to move first, and may attack anything within range during any part of their move. Packed units that wish to pack or unpack simply take the Packing Pin out of the unit and placing it on the Action Board. Teleport is not considered to be movement. Some Cards and units with Construction can cause other units to move. These abilities are not considered movement and do not prevent Shooting. A unit can use his ability as another unit moves by it to make him take another move. A unit in Melee cannot move to another space and still be in Melee. See Special Rule Terminology for elaboration of this rule.

· Attack: There are three types of attacks: Melee, Shooting and Combat Spells. A unit can only do one type of attack per turn. When a unit takes damage, put that amount of Pins into the side of the unit to keep track of how much damage he takes.

· Melee attacks can be performed by anyone except Siege units. Enchanters can increase the Melee range of other units by 1, allowing you to attack with Melee at 2 spaces (also giving the player the option to shoot at 2 spaces as well, allowing Shooting units to do damage at range even if they've moved). 

· Shooting attacks can only be performed if the unit has not moved that turn. These attacks cannot be used against adjacent units. Teleport or other abilities that move the unit without the unit itself moving does not prevent it from Shooting.

· Combat Field Spells are unit attacks that can be effected by Counterspell. See Special Rule Terminology for elaboration of this rule and Field Spells for the different types of combat spells. 

Gameplay

Battlefield

The battlefield is also, for convenience sake, known as the 'Board'. There's certainly no point it giving it some spiffy name while reinventing the wheel when everyone knows full well that from here on after, pieces will be moved on the 'Board'. For authenticity, let's all roleplay for a second and pretend it's called the 'Battlefield'. The Battlefield is broken up into several sections.

Kingdom

The detachable sections are known as the Kingdom. Each player gets a Kingdom. Place the section up against the Midfield at the beginning of the game. The Kingdom has a Castle in it, but you do not have to play with the Castle. Castles consist of 7 spaces with a Throne in the middle. There's a Gate at the front which is explained in the Units section. Any units adjacent to the gate, so long as the gate exists, have Stealth (on either side). Area of Effect spells cannot be cast from the outside into the Castle, but can be cast from the inside out. Any unit in the Castle receives +1 to Defense, including enemy units should they get inside. Any unit on the Throne gets +1 to Attack. If you are using the Castle in your game, should an enemy unit move onto another players Throne, the player who lost their Throne immediately loses, removes their units from the board and hands all Cards and control of all their Mines and Ruins to the player that captured them. The capturer can deploy 3 free units during their next Deployment Phase in any Deployment Zone they have full control over.

A Deployment Zone is where you put fresh troops when prerequisites are met. The Deployment Zone can be anything the players agree on, but usually it's the Castle. If the Castle happens to be the Deployment Zone, also note that you cannot deploy to that Castle if enemies are in your Kingdom, so it is crucial to prevent other players from reaching it. Freshly deployed units cannot make a move that turn. If something is preventing a player from deploying, they can still deploy all the units in waiting during the next Deployment Phase if the obstacle is removed.

Midfield

If all players play correctly, the Midfield is where the majority of the fighting will take place. The Midfield has some specific strategic points where players can accumulate resources to help themselves increase their chances of winning. Mines, in purple and Ruins in cyan are scattered throughout the midfield. At the beginning of the game, no one owns these points, but when a player moves a unit over the space, they gain and maintain control of it until another player claims it by moving over the space.

Action Board

The Action Board is a little board each player has to help him keep track of their unit cooldowns, as well as any other cooldowns such as when you'll draw your next Spell and Tactics Cards. This is done by using Pins and moving them across the board from left to right. During each Cooldown Phase (regardless who's Cooldown Phase it is) the player moves all his pins one notch over.

Some Cards, Abilities or special spaces such as a Mine or Ruin can speed up a cooldown. Packed units have a special cooldown that can be worked both ways to represent progress in being packed or unpacked.

Some Field Spells and abilities use the same cooldown counters on the Action Board. Each player must keep track of which of their Pins apply to which units and trust the other players not to cheat. You wouldn't think about cheating now, would you? If you cheat too often, it is likely you'll find fewer and fewer people willing to play Reign Supreme with you (amongst other games).

Spell Cooldowns

These Cooldowns keep track of your Field Spells. When a Field Spell is cast, pull the Pin from the unit and place it on the Action Board. When is has completed it's cooldown, return the Pin to the unit.

	· Teleport: 5

· Healing: 2

· Counterspell: 5
	· Blast: 4

· Cone: 4

· Arc: 4


Global Cooldowns

These Cooldowns keep track of events that pass on the battlefield. They each serve very different functions.

· Packing: Packed units are managed here with 5 notches. When a Packed unit is moved to the desired spot, the player puts the Packing Pin (inserted into the side of unit at the beginning of the game) into the Action Board on the notch next to the P. When an Unpacked unit wants to start moving, the player puts the Packing Pin into the Action Board on the notch next to the U. During the Cooldown Phase the player may choose which direction he moves the Packing Pin. Units with Construction can also use their turn to move the Packing Pin one space.

· Effects: Cards and other abilities may have durations on them which can be managed under Effects.       

· Duration Control: At the beginning of the game, players put a Pin in the 5th and 10th notch. The 5th is the Spell Pin and the 10th is the Tactics Pin. When these Pins reach 0, they are reset to 10 and the player draw a Spell or Tactics Card (depending on which one reached 0). For every Mine a player controls, their Cooldown Phase causes their Tactic Pin to move one more notch. For every Ruin a player controls, their Cooldown Phase causes their Spell Pin to move one more notch. If the game include Deployment Phase, players will also have a Reinforcement Pin. This Pin is moved one notch every time you deal the killing blow to an enemy unit. During your Cooldown Phase, move it one plus 1 more for every Ruin or Mine the player controls.

Units

· Infantry: This is the basis of any large army. Infantry usually have one fundamental job and that's to hold the line. With sword, pike and shield, the infantry of all the armies are slow moving but dig in and hold like no other unit. If players want to establish a position on the battlefield, they will probably need move their infantry into place. Their high hit points, plate armor and Counterattack ability makes them perfect for this job, allowing them to withstand assault. Siege and magic users which will quickly cause player's front lines to falter.

· Footman: These particularly effective units are similar to Infantry in function but are more aggressive in their application. The Footmen of an army are more specialized and mobile that their counterparts, and can lock down troops that they engage with their Ensnare ability. All the armies have extremely diverse types of footmen. The Resistance and Greenskin armies employ mace-wielders and, while the Demon and Undead races uses nimble but brutal horrors that don't need weapons to fight, such as mutants and ghouls.

· Knight: Knights are fast moving assault units that are meant to  plow into enemy formations at full speed. They are effective at filling gaps in battle lines, chasing down lone units and punching holes in defenses. Their Charge ability makes them most effective when they first move into combat, making them perfect for reaching many parts of the battles as they are needed.

· Cavalry: Light Cavalry are just as effective at pursuing stragglers as knights are but have an distinctly different purpose. They lack strong armor, making them inappropriate for front line combat but making them the most mobile unit in the game. Their Flanking ability let's them run effortlessly around enemy troops, allowing them to run past a fight, attack back-line units and avoid pursuit at the same time. The best way to counter them is by ensnaring, making Footmen a very dangerous foe.

· Skirmisher (Shooting): Skirmishers are weak but very mobile and easy to train. They usually consist of slingers using fist-size rocks. They are poorly armored, but can move fast and are the only unit that can shoot while moving due to their Flanking ability.

· Archer (Shooting): The Archer is a much more capable range unit than the skirmisher and never has the issue of being silenced that a wizard has to worry about. They're not as mobile as either, but their long range compensates for that. They can shoot twice due to their Double Attack ability, but don't get any bonus if they're attacked by melee. Their armor will not save them for more than a few turns.

· Wizard (Shooting): The Wizard is a frail but very powerful long-range unit. It will tear through Infantry much more effectively than Archers will. They have a Teleport spell that allows them to get out of bad situations quickly, but are prone to silencing and will quickly crumple if attacked.

· Battlemage: A much hardier version of the Wizard that is trained for front-line fighting. Their good armor and magic attack makes them ideal for punching through Infantry lines the 'manual' way. Their Blast spell will create a column of elemental force that rips through enemy troops.

· Priest: The Priest is your basic healer. They have access to their healing consistently and can mean the difference between a win and a loss in an attrition war. They are one of the few ways you can benefit armies other than your own. Protect them because they are very fragile and weak.

· Provisioner: The Provisioner is a logistics expert. The provisioner's job is to feed and supply the troops so they can solidly secure their position of the battlefield with their Supply aura. The armies have different ways of going about it, which are often grotesque in nature, but effective to that particular race. In the case where the provisioner is attacked, he can Counterattack and inflict some damage, making a direct melee confrontation with it a costly endeavor.

· General: Every army needs a driving leader to be effective. Often brutal but always compelling, the army general commands respect and focus to his troop, driving them to fight harder and smarter with his Command aura. In a dire situation, he can force enemy troops back to create holes in battle lines, position enemies for attacks or to defend himself.

· Enchanter: The enchanter is unique in his role in warfare. He is a poor warrior and is equipped meagerly, but his strength comes in his ability to Imbue all weapons around him, including his own, to have magical properties that allow them to increase their range!  It is a truly crippling disadvantage to have a line of infantry swing their swords and kill second-line soldiers, or have siege weapons fling their stones from a half a mile away. Be careful, for enchanters are very fragile.

· Trebuchet (Shooting): The ultimate long range unit is a ponderous and ingenious contraption. It comes in many forms over the races, from cannons to rock flinger, plague spreaders and ballistae. Its Packing mechanism makes it a bit cumbersome, but it will get to the fight faster than a Mangonel.

· Mangonel (Shooting): The mangonel is a catapult on wheels that hurls piles of heavy debris on it's adversaries. It's range and damage is not that of a trebuchet, but it can hit a wide group of people at once (including your own) with it's Volley mechanism. It is the most effective way to take out large groups of units and, if played right, can quickly turn the whole game in your favor.

· Assassin: The use of assassins in warfare is as old as the politics of war itself. The effect of a single person efficiently killing an effective individual can have devastating effects on the opposing army. This unit is the only unit that comes equipped with with Stealth, making it immune to battle effects and is very difficult to track down and kill until it has struck first.

· Assault: The assault unit is a huge plated beast. These Massive creatures  such as dragons and Giants are pushed into battle with devastating results. They are of medium speed but have a charge ability, knockback ability and a breath spell Cone that does damage to a unit and the units behind it. It has good armor and  good hit points and is one of the most powerful units in the game. You only get one. Use it wisely.

· Shock Trooper: The Shock trooper is a constructed unit, such as a golem. It is well armored, tough and can Double Attack, as well as cast the elemental cleaving spell: Arc. It is a the fastest way to kill a specific target, assuming it can reach. It is Mechanical and requires repairs to heal.

· Engineer: These units are skilled builders and repairers. They are terrible fighters, but if they get to a fight first, they can build wooden Palisade walls to cover a battalion's flanks. They can also repair castle Walls, Mechanical units and Siege units.

· Warder: The Warder is an enigma of magic. Special beings in worlds of magic can become focal points of magical anomalies. If trained right, these beings can null out all magic around it within range, as well as reach out and snatch spells away from very distant opponents. The Warder wears heavy armor and is prone only to artillery, but has little in the way of offensive. This is a very reasonable trade-off for being able to effectively cripple every spellcaster in the vicinity.

Other Units

This game has a few other makeshift 'units' in them, such as Gates and Palisades. These units are considered Walls. Should the player wish to add more walls into the game, they can go by these guidelines. Depending on what type of game you're playing, these may or may not be included in the list. There also can be player-made units should you wish to incorporate them in your games.

· Gates: Should you decide to play a game with Castles, you can have predetermined Gates. Enemy units cannot move past gates unit they are destroyed, but a player can move freely past his own gate. Units directly next to Gates have Stealth. Gates have 20 hit points and receive no modifiers when taking damage except for +1 damage from Artillery. Units with Construction can repair Gates. Gates are not considered to take up spaces, but instead are between spaces (on the line). When attacking, at a range of 1, you must be directly next to it. At a range of 2 and up, you only have to hit one of the space adjacent to a Gate.

· Palisades: Units with Construction can build and repair Palisade. They work just like Gates. They are considered to be Siege and are built and repaired the same way, only instead of 3 HP per repair, they get 4. Palisades have a max HP of 6. if a unit attacks a Palisade and destroys it, they can have the remaining damage reach through and damage the an enemy unit on the other side if they wish (This does not happen with Gates). Each player may have a maximum of 10 Palisades on the board at one time. Other players may repair and destroy all Palisades as they see fit, but the creator of the wall is considered the owner and counts it towards their maximum.

· Custom Units: You want to add a new type of unit? Want to make your own rules or abilities for this unit? Demolitionists? Axe Throwers? Horse Archers? Phalanx? Rangers? Spiked walls that counterattack? Space marines? Have at it! Just keep in mind: Games should be balanced. Only change the rules of the game if you are sure the other players understand and know about the changes and get the same opportunities as you.

Special Rules

Each unit has a special ability that can be used to the players discretion. Player must declare when an ability is being used. The terminology used to classify these abilities should clear up any rule conflicts.

Special Rule Terminology

· Melee: Melee (Pronounced may-lay) is a term for hand-to-hand fight without regard for organization or tactics. If two units of opposing sides are adjacent to each other, they are considered to be in melee. Unit in Melee may not move to another space and still be in melee unless it has the Move Freely ability.

· to Offense: This is a modifier than signifies +1 or more damage when attacking.

· to Defense: This is a modifier than signifies -1 or more damage when attacked.

· Offensive Ability: These abilities can only be used during your combat phase.

· Defensive Ability: These abilities can only be used during opponent combat phases.

· Aura: This ability is considered on all the time unless otherwise altered through Cards. Auras are not considered magical effects and may not be counterspelled. It may (and often does) effect more than one unit. The aura is consistent; in a unit moves out of the aura at any time, they lose the bonus .

· Shooting: Shooting units may not use range attack on enemy units adjacent to them. They also may not use ranged attacks at all if they are in melee (unless the unit is Siege). Shooting units may not move and shoot in the same turn unless they have Flanking. Shooting units with the Imbue aura can still melee attack at range, but cannot gain shot bonuses next to an enemy unit.

· Shot: These abilities can only be use in conjunction with shooting.

· Move Freely: This ability allows the unit freedom of movement, exempting them from the movement restrictions of Melee. Flanking and Stealth units automatically receive Move Freely.

· Area of Effect: These damage effects are both magical and physical. All Area of Effect abilities have a single target, but may effect other squares depending on that ability. These extra spaces, for purposes of Counterspell and other preventions, are considered Area of Effect and cannot be targeted or prevented unless the original spell target itself is targeted.

· Pins: Pins are place in the side of the unit and on the Action Board to keep track of damage and cooldowns.

Special Abilities

· Counterattack (Defensive Ability): If a unit with Counterattack is attacked, it may immediately attack back if the attacker is in range. This rule applies to Melee only and cannot be activated by shooting whatsoever. A unit can only Counterattack once per turn, but the player may choose what unit is counterattacked. The Counterattack is worked out before the initial attack, and no damage is done by the original attacker if the unit is killed. Packed units cannot Counterattack unless unpacked.

· Ensnare (Offensive Ability): A unit with Ensnare may immobilize a unit it attacks for their next turn, preventing them from moving. Ensnare effect is removed if the afflicted unit is somehow moved manually by other forces other than base movement, such as Knockback or Teleport.

· Charging (Offensive Ability): A unit with Charging Unit Gets +1 to attack if it moves up to and attacks an enemy unit. This bonus is not applied if the unit did not move before it attacked or if it was in melee to an enemy unit when it started moving.

· Flanking: A unit with Flanking can Move Freely and attack any unit in range while moving. Attacking while moving causes unit to inflict -1 damage. 

· Double Attack (Offensive Ability): A unit with Double Attack can add an attack of the same type. Attacks can target different units. Counterattack does not stack with Double Attack.

· Knockback (Offensive Ability): When a unit with Knockback attacks, the player may choose to push an enemy unit back one space if there is room. This may only be one once per turn per unit. If a player counterattacks and kills the unit knocking back, Knockback will be canceled. Knockback does not move Siege or Mechanical units, but instead deals 2 additional damage. If there is no room to be knocked back to and the unit is not Siege or Mechanical, nothing happens.

· Command (Aura): Unit and all adjacent allied units get +1 to offense.

· Supply (Aura): Unit and all adjacent allied units take +1 to defense.

· Enchant (Aura): Unit and all adjacent allied units get +1 to range. This aura does not change the effect of spells.

· Silence (Aura): No enemy spells can be cast within 3 space of the unit. If two or more units with Silence are within 3 spaces of each other, their effect cancel and the aura is lost until they are no longer overlapping. No enemy magical attacks can be performed inside the aura, but can be dealt from the outside into the aura.

· Stealth (Aura):  Stealth Units can Move Freely and gets a +1 Attack Charging bonus. Unit may not be directly attacked unless previously engaged in Melee. Stealth units cannot be be hit with Knockback, Flanking, Charge, Ensnare or Counterattack. Areas of Effect can still damage the unit, but it cannot specifically target stealthed unit. Enemy units that have moved into Melee range of a stealthed unit cannot attack it unless it was engaged in and remained engaged in Melee since the beginning of the turn. If the stealth unit is not in Melee that turn, enemy units can move around it without the Melee restrictions.

· Siege:  Siege units have no Melee attack whatsoever, and may not shoot if in Melee (two enemy Siege units next to each other do not stop each other from firing). Siege units have no armor modifications and are calculated as is every time. Siege units do gain bonuses from auras. If a Siege unit is hit with Knockback, it takes 3 damage but is not moved. Siege units cannot be healed with spells, but can be repaired by units with Construction or with cards.

· Volley (Shot): If declared, Shooting causes all adjacent units to the target to take damage as well, including allies. The Flaming Oil card does not stack with the mangonel ability.

· Packed: Packing/unpacking cool downs are managed on the action board. Packing/unpacking may not be canceled, but can be reversed during the cooldown phase. The player can either move and unpack or attack and pack in the same turn. The pin is moved to the action board from the unit, in which it loses both movement and attack capabilities. The pin moves over the action board during the Cooldown Phase like normal, but in the direction of the players choosing. When the pin has complete it's movement through the board, it retains it's ability to either attack or move (depending on whether it is packed or unpacked) after the next cooldown.

· Construction: A unit with Construction can construct Palisades and repair Walls, Gates, Mechanical and Siege units. If a unit with Construction is adjacent to a Siege unit, Mechanical unit or Wall, it may use it's turn to repair it for 3 HP. Construction units may also build Palisades, which are makeshift wooden walls. The unit it may use it's turn to build a Palisade on adjacent space edges, between two spaces with 4 HP or add 4 HP to an existing Palisade. Please see Units for information on Gates and Palisades. Construction units can also spend their turn to give a Mechanical or Siege (but not an unpacked Trebuchet) another movement point for the turn. Construction units may also spend their turn to move a pin on the action board of an adjacent Packing unit.

· Mechanical: A Mechanic unit cannot be healed,  but can be repaired by units with Construction or with cards. If a Mechanical unit is hit with Knockback, it takes 2 damage but is not moved.

Spells

Field Spells

Field Spells are Special Abilities that have cooldowns. These cooldowns are managed on the Action Board. Each spell has a target range of how far it can be cast from the caster, but may have other spaces that are effected as well. Spells cannot be cast from or into a silence aura, but the Area of Effect damage of such spells can reach into their aura without deterrence. A unit can cast a Field Spell during any Combat Phase, but Combat Field Spells (Blast/Cone/Arc) can only be cast during the casting unit's move.

Teleport:

Range – 4

Cooldown – 5 Turns

When a unit casts Teleport, it immediately moves itself up to 4 spaces in any direction not occupied by another unit. If used as a defensive ability, this spell always takes place after another ability or attack has been declared against him (causing the ability to be used), but before the attack of ability can affect the unit (causing no damage or effect). Silence will prevent the spell altogether. Teleporting does not stop the unit from Shooting or moving that turn.

Healing:

Range – 1

Cooldown – 1 Turns

Units with Healing can heal themselves or any adjacent, non mechanical unit for 2 hit points. The unit does not have to be any ally. Healing can also be used remove an Affliction Spell, but does not heal at the same time.

Counterspell:

Range – 4

Cooldown – 5 Turns

Counterspell can be cast at any direct spell cast in range of the caster, or the caster itself. This includes global spells. It works like Teleport in the aspect that it stops the action from happening, but acting as though the spell was cast (meaning the player must eat the cooldown). Because of that rule of Silence auras canceling each other, it can still be cast in the vicinity of another Warder. A player can counterspell a counterspell. Counterspell must target the target of the spell, not the Area of Effect

Blast: Offensive Ability

Range – 1 [image: image1.png]Blast




Cooldown – 4 Turns

Target an adjacent space. Blast does 5 Slashing damage to all units within 3 spaces of caster in a strait line.

Cone: Offensive Ability

[image: image2.png]


Range – 1

Cooldown – 4 Turns

Target an adjacent space. Cone does 4 Magic damage to all units in target space and all units in the 3 adjacent spaces behind it.

Arc: Offensive Ability

Range – 1

Cooldown – 4 Turns[image: image3.png]



Target an adjacent space. Arc does 4 Blunt damage to any unit in that space and Area of Effect in the spaces both next to it and adjacent to the caster.

Card Spells

Card Spells are played from the players hand and are defined on the Card. This is explained in the Cards section.

Victory Conditions

Victory conditions can be agreed on by the players. If there is a Castle, usually the Victory Condition is to capture the Throne which normally removes the player from the game (If there is more than two opponents, a player assumes control over all remaining units of the opponent they have defeated). It could be to control all the Ruins and/or Mines. It could be total destruction of another player. Because this is a strategy game with few random factors, it's usually clear who will win. Just like in chess, it is acceptable for a player to concede defeat to another player (as they do in chess). Remember, losing in battle isn't a bad thing: it means you'll play better next time. Dragging out a game is not fun. If you're beaten and you know it, admit defeat rather than dragging out a game (like great generals do in war).

Reign Supreme is a very versatile game. The rules are not set and stone. Countless scenarios are possible. If you tire of the normal rules, switch them up. Make new units and cards. Make new victory conditions. Make campaigns and multiple-stage fights. Make 3-D boards and elaborate dungeons. Your imagination is the limit. You've been supplied with the base rules, make a world from them.

