If the defending forces are eliminated, neutralized or forced to retreat and at least one attacking counter remains, the at​tacker captures the hex. He replaces the control marker with one of his own.
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(11.72) After the battle, check each fort, city, village, and other special income counter in the contested hex to see if it was damaged (regardless of whether it was used to absorb hits or even if no hits were inflicted in the battle). Roll one die for each counter. On a roll of 2 through 5 there is no damage. On a roll of 1 or 6, the city, village or special income counter is destroyed (return it to the cup) or the fort is reduced one level (castle to keep, keep to tower, tower eliminated).

Important:
Citadels are never reduced or destroyed.

(11.73) The reduction in value suffered by a special income counter or fort in the course of a battle lasts only as long as the battle (unless you roll a 1 or a 6; see Section 11.72); once the battle is over, flip all surviving neutralized counters back over and remove any gold pieces or dice you used to indicate hits.

(11.74) After you capture a hex, you may immediately place any counters from your rack on that hex (see Section 8).

(11.8) Multiple Combat

It is possible for the armies of more than two minor nobles to fight over the same hex. Talk about lots of fun. Multiple com​bat involves two or more players forces coming together in another player’s hex.

(11.81) During each round (not step) of such a battle, each player must declare which one player he will try to inflict his hits on. Each player must fight someone in every round.

* A player may change the target of his combat each round, but not while a round is in progress. If you fight Minor Noble C in your Magic Combat Step, you must continue fighting him until your next Magic Combat Step. Then you can declare another target. Declarations should be made simultaneously (or written down).

(11.82) Players may retreat individually, leaving the others to continue the battle (though this may illicit jeers from the other players). The attacking player to the left of the defender has first option to retreat, followed by each other attacker in player order. Then the defender may elect to retreat. The battle con​tinues until only one player is left alone in the hex.

(11.9) Fighting Over Explorations

What?! Your force of killer puffins and flying squirrels has entered a hex to explore it for your kingdom and - horrors!

- they’ve run into Minor Noble D’s army of dwarves and mountain men! This presents a problem. Read on.

If two or more competing armies occupy the same unowned hex, a battle ensues. It must be fully resolved before the sole remaining army may explore the hex. If all creatures are eliminated in the combat there is no exploration. When only one army remains in the hex, roll for defenders and conduct exploration as usual.

(11.91) In the case of multiple players fighting over the same unowned hex, the attacker is considered to be the player who initiates the combat.

(11.92) The defender in multiple combat over an unowned hex is the player to the right of the attacker. If he has no counters in the hex, then the next player to the right is the defender.

Towers, keeps, castles and citadels are collectively called forts. Unlike most other counters, forts are not drawn from the cup. They are instead built during a Construction Phase. A tower is the smallest level of fort and is the first piece you can build. It can subsequently be increased in size to a keep and then a castle. A castle then can be increased to a citadel.

A citadel may not be built until your income is 20 or more

(15 in a two- or three-player game). If you are the only minor noble with a citadel for one complete turn (Construction Phase to Construction Phase) or you own two citadels, you win the game (see Section 4).

(12.1) Building Forts

Forts are built during the Construction Phase. You may build forts in any or all of the hexes you own.

(12.11) If a hex has no fort in it you may spend 5 gold pieces and build a tower there.

(12.12) If a hex has a fort in it, you may spend 5 gold pieces to upgrade the fort to its next level: tower to keep, keep to castle, and (if you qualify) castle to citadel. You may never build more than one level of fort in a hex in one turn.

(12.13) A hex may never have more than one fort in it. It can contain both a fort and a special income counter, though.

(12.14) If there aren’t enough fort counters of a particular level, that level may not be built until counters become available.

(12.2) Forts and Income

Forts provide income for your kingdom each turn. You receive as many gold pieces as the total level of forts in all hexes you control. You may never sell forts.

(12.3) Forts In Battle

Yes, your forts can help your army of dinosaurs, buffalo, and elephants in battle!

A fort’s level is also its combat value. Forts roll to inflict hits as though they were creatures (and with all that magic floating around, they just might be!).

* Towers and keeps have combat values of 1 and 2 respec​tively. Castles have a ranged combat value of 3 (notice the R on the counter); citadels have a magic combat value of 4 (see Section 11). Even if a castle or citadel takes hits, it still attacks as an R or * unit, regardless of its current combat value.

(12.4) Forts Taking Losses

Forts, like cities and villages, have parenthesized combat values (that means they’re in brackets). This indicates that they can take multiple hits instead of being eliminated by a single hit the way creatures are.

