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(10.22) If you bribe all creatures, cities and villages in the hex, you get any treasure and unused magic items they were guarding.

(10.3) Fighting the Defenders

If there are still defenders in the hex, combat is resolved (see Section 11). All attaeking creatures (yours, silly) are turned face-up, and bluff creatures are removed if noticed.

If you retreat from combat, surviving defenders remain face​up in the hex, ready to fight the next minor noble who comes along. Once the defenders have fought for at least one com​bat round, they cannot be bribed, even if a different players army attacks. They may never retreat, and will instead fight to the last.., urn.., man.

(10.4) Replenishing Defenders

If you attempt to explore a hex already occupied by defenders (ie, some other player tried to conquer the hex and failed) you must fight those defenders. You may not bribe them, and no die is rolled as in 10.1.

If both the defending and attacking forces are eliminated in combat, the hex remains unexplored. Any player who later ex​plores the hex must roll for defenders as described in 10.1.

The player who finally emerges as Emperor of the lands of Kings & Things* is more than just brilliant, well loved, and devoted to the good things in life. The victorious minor no​ble also has a strong army of creatures at his side, willing to battle to the end to uphold Truth, Justice, and a Good Time. Where better to prove such ideals than on the field of combat?

When counters of more than one player come together in a hex, a battle must be fought to determine ownership of the hex. Each battle is resolved in a series of rounds, and continues until all but one side has been vanquished or retreats.

(11.1) The Combat Phase

All battles are resolved during the Combat Phase - including ones triggered by exploration.

(11.2) The Player Segment

Each Combat Phase is divided into Player Segments. Each player (in player order) announces and resolves any one bat​tle. He may announce a battle in any one hex where he and another player have counters, or he may announce that he is exploring any one unexplored hex where he has counters. In the latter case any battle with defending creatures is resolved in the same segment.

(11.21) The owner of the hex where combat takes place is call​ed the defender. If the hex is an unexplored one, the defen​sive creatures are the defender. The other player(s) are called attackers.

(11.22) If you have no battles to resolve or hexes to explore, your segment is skipped.

(11.23) If your units are involved in more than one battle or exploration, you may only resolve one per Player Segment.

(11.24) You must resolve one battle or exploration during each

Player Segment that you are eligible to do so, You may not voluntarily pass.

(11.25) Player Segments continue, one battle at a time, until all players have run out of battles to fight and hexes to explore. Then the phase is over (phew!).

(11.3) Battle Rounds

Historical Note: The creatures and Things of Kadab have an interesting view of the afterlife. It is their firm conviction that if eliminated in battle, they will go to a mysterious place called The Cup. There they will await their glorious call back to Kadab to once again fight for the minor noble of their choice.

In order to keep things from getting confused, we offer the following guidelines for conducting battle.

* When a battle begins, take the counters involved from their hex and place them off to the side of the board. Place a battle marker in the contested hex.

* In battle creatures use magic, missile and melee to attack the opposing forces. In Kings & Things* there is no blood​shed - all defeated creatures wander back to the cup, to be call​ed into service again during the Recruitment Phase. Such creatures are called eliminated.

(11.31) Battles are fought in a series of rounds, each of which consists of the following steps:

1) Magic: You and your opponent(s) roll for all creatures

printed with the * symbol.

2) Ranged: You and your opponent(s) roll for all creatures with the R symbol.

3) Melee: You and your opponent(s) roll for all other creatures.

4) Retreat: First the attacker and then the defender has the opportunity to withdraw from the hex, ending the battle. If both attacker and defender decide to stay, go back to the first step. Otherwise, read below. (For multiple combat, see 11.8.

5) Post-Combat: The player who wins the battle makes sure his control marker is in the hex, then checks to determine whether forts and special income counters are damaged or lost (see 11.72).

(11.4) Rolling for Hits

In each of the three combat steps (Magic, Ranged and Melee), different types of creatures roll dice to inflict hits on the enemy army. The basic procedure is the same for each type.

(11.41) You roll one die for each creature except those with a C printed on their counters. C signifies a Charging creature which uses two dice. If the number rolled for a creature is equal to or less than its combat value, one hit is inflicted on the enemy army. C creatures can inflict two hits, since they roll two dice.

Example: Your walrus and white knight meet a mountain man and a nomad on the field of battle. You roll one die for the walrus, two dice for the knight (a C creature). You need to roll less than or equal to 4 for the walrus (that’s it’s combat value) and 3 for the knight. The knight gets two die rolls. If the knight rolls 3 or less on each die, he inflicts two hits on the enemy.

