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Example: You lose your Desert Master. All desert creatures in his stack are now bluffs (unless you own a desert hex somewhere).

(8.4) Removing Counters from the Board

(8.41) Creatures may never be taken off the board volun​tarily. Once played, they remain on the board. Creatures are only removed if they are discovered to be bluffs, as a result of combat, or due to random events.

(8.42) Special income counters may be voluntarily removed by the owner. (You might want to do this to make room for a more valuable counter or to deny resources to an in​vading army.) This may be done anytime except during the Combat Phase.  Removed counters are put back into the cup not back onto your rack.

This is the way creatures get from place to place in Kings & Things*. During the Movement Phase, all creature and special character counters in your army may move. Forts, special income counters, and control markers (except those marking your army stacks) never move

(9.1) Movement Speed

Each creature and special character in your army may move up to four hexes each turn.

(9.11) Each swamp, mountain, forest and jungle hex counts as two hexes when moving. All other hexes count as one hex.

Example: A creature can move through two ‘2’ hexes, one ‘2’ hex and two normal hexes, or four normal hexes in a turn.

(9.12) Don’t count the hex where your creature starts when moving, but do count the hex in which it ends its move.

(9.13) Creatures may move individually or in stacks, drop​ping off and picking up counters anywhere along their movement range.

(9.2) Movement Restrictions

(9.21) You may only move your counters during your part of the Movement Phase (exception: retreats, see 11.6).

(9.22) No more than 10 of your creatures can end move​ment in the same hex. Control markers, special income counters, and forts do not count towards this limit. Special characters do.

* This restriction doesn’t limit a hex to 10 creatures. It limits it to 10 friendly creatures. There could be four stacks of 10 creatures in a single hex, each controlled by a dif​ferent player.

* This restriction does not apply to a citadel hex. You can attack or defend a citadel with any number of creatures and special characters.

(9.23) If your creatures begin a Movement Phase in the same hex as enemy counters (all other players are con​sidered your enemy), they are pinned, and may not leave the hex. Also, your creatures must stop moving as soon as they enter a hex occupied by face-down enemy counters, or by face-up enemy counters which have a combat value. A combat value is the number Things need to roll to inflict hits upon the enemy. It is the number located in the lower right-hand corner of the counters. Special income counters (other than cities and villages) don’t have a combat value and do not participate in combat.

* Your armies cannot be pinned by bluffs. At the beginn​ing of your move, you may ask the player whose counters are pinning you to reveal at least one supported creature. If he refuses (or can’t), your army may move normally

*
Bluffs can force your creatures to stop moving.

(9.24) Each counter or stack of counters must finish mov​ing before any other counter or stack may move.

(9.25) Only flying creatures may move onto a sea hex, and they are not allowed to end their movement on one. If, for any reason, a creature or stack of creatures ends its move on a sea hex, they are immediately returned to the cup. (Ex​ception: see magic explanations the Balloon and the Fan. in the pull-out).

(9.3) Flying Creatures

Not all creatures in Kings & Things* are land-bound.

While walking may be a fine way for walruses, elves and

the Marksman to get around, vampire bats, pixies and

Ghaog II will stick to the skies, thank you!

Flying creatures can fly over enemy-occupied hexes. These creatures are marked with the ( symbol

(9.31) When a stack of creatures moves into, or wishes to leave, a hex that contains face down enemy counters or face up enemy counters with a combat value, your flying creatures may continue moving, provided there are no enemy flying creatures in the hex.

*   You must reveal all flying creatures you wish to continue moving (bluff creatures could be removed if discovered at this time).

*   The enemy player has the option of revealing any or all of his flying creatures in the hex (bluffs could be removed).

*
You must leave behind as many of your flying creatures as the number of flying creatures your enemy reveals. Others may continue on their way. This procedure must be repeated for each enemy-occupied hex your flyers enter.

*
You may not enter or pass through a hex that contains the maximum number of friendly creatures because the mo​ment you enter the hex to fly through, the limit of 10 is exceeded.

