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(6.3) Special Character Abilities

Many special characters have individual powers, their counters are marked with an asterisk. Swordsman and Marksman also have special abilities and ought to have asterisks after their com​bat values. These are described in the pull-out section of these rules.

(6.4) Discharging Special Characters

Before rolling in the Recruiting Special Characters Phase, you may discharge (return to the unowned pool) any or all special characters in your army. This is one way to make other special characters (the ones on the face-down side) available. You may also want to discharge a Terrain Lord to make room for another one in your rag-tag army. (Only one Terrain Lord may serve in your army at any given time). Just flip it over when you return it to the pool.

(6.5) When Special Characters Flee

When a special character is eliminated, he flees back to the pool of unowned special characters next to the bank. He can be recruited by any player, starting with the next Special Character Recruitment Phase. The player who lost the special character may turn the counter over before returning it, mak​ing a different hero available.

During the Recruiting Things Phase, you add new creatures to your army by drawing counters from the cup. There are three ways to acquire new creatures: free recruits, paid recruits, and trade-ins.

Note: Three methods are used during this phase. Figure your free recruits, paid recruits (a maximum of five), and your trade-ins (a maximum of five) and take them all from the cup at once, remembering to pay your gold and discard traded counters. This ends the phase.
(7.1) Free Recruits

You get one free recruit for every two land hexes you control, rounding up (so, for example, you will get two free recruits on the first turn of the game). Simply draw this many counters from the cup.

(7.2) Paid Recruits

At the same time, you may pay gold pieces to the bank to buy recruits for your army. For every 5 gold pieces you spend, you may draw one additional counter. No more than 25 gold pieces may be spent to buy recruits in any one turn.

(7.3) Trades

Also at this time, you may exchange unused counters from your rack for new recruits and Things. For every two counters you return to the cup, you may draw one additional counter.

*
Display all counters you wish to trade in. Draw the full

number of Things you are allowed for the phase. Then return

the traded counters to the cup.

*
You may trade in any unplayed Things on your rack, regardless of type.

Example: Your kingdom consists of five hexes, you have 40 gold pieces, and you have five counters on your rack. You

receive three free recruits for your land holdings. you can spend 25 gold pieces for five additional recruits, and you can trade four of the counters on your rack for two additional recruits. making a total of 10.

Note: The Exchanging Things portion of the initial set-up (on a one-for-one basis) can only be done at the start of the game (see 2.18). After the game has begun, the only time you may trade in Thing counters is during the Recruiting Things Phase (according to the rules above).

(7.4) Rack Limit

There is a limit to what your racks can hold. After drawing

all recruits and placing creatures on the board (see Section

8), you may not have more than 10 counters on your two racks.  This limit is always in effect.
Example: If you use the Thief to steal another player’s counter when you already have 10 counters on your rack, you must immediately play or discard one counter.

If you are ever discovered to have 11 or more counters on your racks, you must immediately return the excess to the cup. (The player to your right chooses - without looking at your counters -
which ones you must return).
(7.5) Emptying the Cup

If the last Thing is drawn from the cup, the special true elimination rule is invoked. From that point on, magic items, treasures, and events are not returned to the cup when used. Instead, they are set aside and out of play for the rest of the game.

You may not examine the number of counters in the cup prior to announcing how many recruits you wish to buy or trade for.

The total force of all your creatures and special characters on the board is known as your rag-tag army (don’t ask us why - Kadab’s a funny place).

(8.1) Special Characters

As soon as you recruit a special character, you must place it in a hex you control. Special characters cannot be placed on your rack and are always played face up. (After all, heroes are too important to be kept out of the action and too brave to languish in hiding).

(8.2) Things
(8.21) Magic, Events, and Treasure: Once taken from the cup or captured during exploration, magic, event, and treasure counters are never placed on the board. Instead they remain on your rack until you wish to use them (see Sections 5, 14 and 15).

(8.22) Cities and Villages: City and village special income counters may be placed face up in any hex you control which does not already contain another special income counter.

(8.23) Other Special Income Counters: Other special in​come counters include Oil Fields, Farmlands, and Diamond Fields, among others. They add wealth to your coffers and in​crease your level of income. They can only be placed (face up)

