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Player A’s force of 4 flying creatures enters B’s hex. A announces (and reveals) his four flyers and states he wishes to continue movement. B chooses to reveal both (he could have chosen to reveal one or none) of his fly​ing creatures.

2 of A’s flyers must remain in the forest hex, but the other two may continue onto the frozen waste hex.

(9.4) Movement into Enemy or Unexplored Territory

Important: Whenever a stack of your creatures enters enemy or unexplored territory, mark it by placing one of your con​trol markers on top of the stack.

(9.41) Remember that enemy controlled hexes do not halt your army’s movement. Only enemy units with combat values do (creatures, special characters, forts, cities, or villages).

(9.42) Counters that move into unexplored territory (unown​ed hexes, see 10) must stop moving.

(9.43) You can conquer any enemy hex without a battle if any of your counters end the Movement Phase there and the hex contains no enemy counters with combat values. Just replace the control marker with one of your own.

(10.12) If you roll anything but a 1 or 6, the hex you are ex​ploring is defended. The player to your right draws as many counters from the cup as the number you rolled and places them in the hex. He controls the defending creatures during the up-coming combat. Defending creatures do not require sup​port; swamp creatures could defend a desert hex.

* If a special income counter is drawn, it is returned to the cup unless it is keyed to the hex terrain, or is a city or a village.

* If more than one playable special income counter is drawn, the counter(s) with the lowest income value is returned to the cup. The player to your right makes the decision in the case of equal values.

* If a treasure is drawn and the exploring player captures the hex, he may take the treasure and place it on his rack.

* If a magic item is drawn and there are no defending creatures with combat value in the hex, the explorer may take the magic item and place it on his rack. If there are defending creatures, cities, and/or villages, the defending forces may, at the option of the player who controls them, use the magic item(s) (see Section 15).

* Random events are immediately returned to the cup.

Example: You have moved your Arch Cleric, troll, elk herd, and witch doctor into an unexplored swamp hex. You roll a five and the player to your right (who will serve as the defender) draws that many things from the cup. The draw in​cludes an oil field special income counter, a diamond treasure counter, the magic sword, a white dragon, and a giant ape. The oil field is not keyed to the swamp, so it is immediately returned to the cup and the defender decides to let the ape use the sword. Next you may try to bribe (see 10.2) the defenders or go on with the battle.

(10.2) Bribery

You may bribe defending creatures.

(10.21) You may bribe a defending creature, city or village by paying as many gold pieces as its combat value. Bribed creatures return to the cup without putting up a fight. A bribed city or village is ‘neutralized’ (see Section 11). You may, if you wish, bribe some but not all of the hex’s defenders.

Important: If the defending force contains treasure, magic and/or special income counters, then the cost to bribe any counter in the force is doubled.

Who knows what vile monsters lurk in the wilds of Kadab? Or what treasures there are to be discovered? What magic items to be found? There’s only one way to find the answers to these all-important questions. Send your rag-tag army out to explore!

When one of your armies enters an uncontrolled hex, it must end movement there. During the Combat Phase it explores the hex and finds out what strange and wonderful (and possibly dangerous) things it has encountered. It is possible to conquer a hex without a fight, but you could meet creatures you have to bribe or battle.

(10.1) Determining the Defence

(10.11) When you explore a hex, roll one die. If you roll a 1 or 6, the hex is undefended and captured without a fight. Place a control marker (the one on top of your stack will do nicely) to show that the hex is now part of your growing kingdom. Counters used to explore an undefended hex are not flipped over - so bluff creatures can be used for exploration.
This player rolled a “4” for his exploration, and the player to his right drew the following force. The exploring player could bribe this entire force for 18 gold pieces, or, for instance, just pay 4 gold pieces to bribe the Bears. Costs are doubled because of the active special income counter.

