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Income is determined as follows. You receive:

*
one gold piece for each land hex you control, plus

*
as many gold pieces as the combat value of each fort you control, plus
*
as many gold pieces as the printed value of each special in​come counter you control on the board (see below), plus

*
one gold piece for each special character you control.

This Players income is 11


3 Control
=
3

1 Village
=
1

3 from mine
=
3

3 from castle
=
3

1 from special character
=
1


----

(5.2) Gold Counters
11

When you gain gold pieces, take gold counters from the bank and place them in front of you. You can’t hide your gold from the other players - keep them in full view at all times. Note that some gold counters are backprinted with different values - don’t accidentally flip them. Important: Gold counters are never put in the cup, on your rack or on the board.

(5.3) Treasure Counters

Treasures include such things as pearls, diamonds, and treasure chests. Treasure counters can be drawn from the cup or cap​tured during exploration (see 10). Place them on your rack and play them when you need additional gold pieces.

To play a treasure counter, display it and take the printed number of gold pieces from the bank. The treasure counter is returned to the cup. A treasure counter may be turned in at any time. Important: Once taken from the cup or captured during exploration, treasure counters are never placed on the board.

* Treasure counters are useful because they disguise your true wealth and are harder to lose than gold. However, since you may not have more than 10 counters on your rack (see 7.4), you may not be able to hold them as long as you wish.

(5.4) Special Income Counters

There are ten special income counters keyed to specific ter​rain (see 2.17). In addition, there are twelve city/village special income counters which can be played in any land hex.

Special characters are the amazing and adventurous heroes of Kings & Things*. They’re pretty powerful, too. Two different special characters are printed on opposite sides of the same counter, but only one is used at any given time (see the pull​out). Each turn you may try to add one new special character to your army.

(6.1) Obtaining a Special Character

How do you go about getting such august personalities as Deerhunter, the Grand Duke and Ice Lord to join your cause and lead your armies?

During the Recruiting Special Characters Phase, choose one unowned face-up special character from near the bank and roll two dice (see the pull-out for a list of the special characters).

Double the character’s combat number and compare this number to your die-roll. If you roll greater than or equal to the number, you gain the special character. Otherwise he re​mains unowned unless you spend gold (see 6.2).

(6.2) Using Gold to Modify the Roll

Money talks in this game! Before or after rolling the dice, you can spend gold pieces to modify the die-roll.

* For every 5 gold pieces spent before rolling, you can add

one to the roll.

* For every 10 pieces spent after rolling, you add one to the

die-roll.

Example: You want to add the Dwarf King (combat value of 5) to your army. You need to roll a 10 (twice 5) on two dice. You spend 10 gold pieces to add 2 to your roll. The dice fall and the result is 7. You add the 2 for the gold spent, making the total 9. You’re still 1 short. You can end your phase or spend 10 more gold, adding 1 to get to the King.

