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Counter "A” (the slime beast) is a supported
counter, because it s in the same hex as the
Swamp King. (The Swamp King does not rc
quire support ) Both counters marked "B” (the
Skeleton and the Camel Corps) are supported.

 owns at least one hex of
type. Only counter "C" is a bluff. as the
+ owns no mountains, and the Mountain
King is in the wrong hex.
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The Elephants Graveyard may never be phayed in
mountain, despite the presence of the Jungle Lord





in the terrain hex indicated on the counter. Special income counters are not affected by the Terrain Lords (see Section 6 and the pull-out).

Example:
Oil fields may only be placed in a frozen waste hex, farmland in plains, and diamond fields in deserts. Having the Ice Lord will not allow you to place the oil fields in the mountains.

(8.24) Creatures: Each creature in the land of Kadab has cer​tain basic needs - special food, letters from home, the knowledge that it is fighting for home and thinglings - things which only the right terrain or a Lord who understands the creature can give. That’s why you must own a hex of the right terrain or have the right Lord to use a creature properly Oh, you can recruit a creature without this, but it will pine for its own homeland, and its allegiance will be fragile indeed.

Creatures may be played face down in any hex you control. A creature is a bluff if you don’t own a hex of its terrain type, and is real otherwise.

To survive and be real, a creature needs support. Support is the basic stuff that every creature must have to thrive, lead meaningful lives, and build strong bodies eight ways. Creatures can be supported two ways: by hexes, and by Terrain Lords.

A hex supports all creatures of its terrain type, anywhere in your kingdom. So, for example, if you own a swamp hex, all of your swamp creatures are supported, wherever they may be.

Terrain Lords are special characters (see 6 and the pull-out). Each is printed with the name of the terrain type. If you have a Terrain Lord, any creatures of his terrain in the same hex as he is are supported. For example, if you had the Swamp Lord, any swamp creatures in his hex would be supported - but swamp creatures elsewhere would not.

(8.3) Bluff Creatures

Bluff creatures (those creatures which aren’t supported by a terrain hex of their type or the appropriate Terrain Lord), can move, explore, initiate combat, and so on. just like supported creatures. A bluff creature remains in play until it is flipped face up. (This usually happens when combat is about to begin.) At the instant this happens, any of the other players can de​mand its removal.

But if no one notices that the creature is a bluff it stays in play and can still fight. When someone finally notices that it’s a bluff, it is removed - unless it has already been flipped face down.

If you have a bluff creature on the board and acquire a hex of its terrain type (Or the right Terrain Lord), it’s no longer a bluff - it is now supported, and isn’t removed if flipped face up. Conversely, supported creatures can become bluffs if you lose a hex or Terrain Lord.

Example: One stack of counters in your army is made up of dervishes, nomads and old dragons - all desert creatures. You don’t own a desert hex or the Desert Master, so they are all bluffs. If you capture a desert hex during the first battle of a Combat Phase, the creatures are supported for all subsequent battles.

Example: During a battle you lose your last desert hex. All of your desert creatures are now bluffs.

