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S | of fantasy RPGs in terms of
o | domains. The idea that the

i world is divided into spheres

| of influence and power, with
m=————=x=] of those things. Even as a
teenager, I played in lots of different fantasy worlds,
and I judged them all based on one thing: the map.
I used maps as the keys that unlocked the different
domains in a world.

specific people in charge

Maps are one of the GM’s most powerful tools.
The map of the local area, the map of the region,
the map of the city, the map of the world. Because
maps invite exploration. A map explicitly asks the
players to pore over it, point to something evocative
or mysterious, and ask: “What’s this?”

In the ’80s and early *90s, there was an explo-
sion of new, official campaign settings. New fan-
tasy worlds for RPGs. And my friends and I were
excited to try them. But whenever I saw the map

=== have always viewed the worlds

of a new world, I always wondered the same thing:
“Who’s in charge here?” I don’t know why that was
important to me. Probably, I was just looking for
some kind of organizing principle. Some kind of
lens to view all this new information through.

I didn’t literally think, “Whose domain is this?”

I wouldn’t have used that language. And I never
thought exclusively about barons and dukes and
queens. If I pointed to a great forest, I wouldn’t
expect it to belong to a feudal noble. I know how
fantasy works: it’s a big forest, so it probably
belongs to the elves!

But which elves? Surely a forest this big is an
important asset, and some elven court considers it
their realm. Their domain. And if not, that’s prob-
ably because it’s contested! A hot or cold war over
ancient elven boundaries! Drama!

Or maybe the forest belongs to an order of
powerful druids. Maybe they keep it deliberately

wild and pool their resources to ensure no single

' Well, I judged them by a lot of things, but the map was usually the first one. The first impression.




civilization takes it over! Well, those druids would
be just another domain.

That’s how my mind worked then, and how it still
works. It’s okay if some places aren’t controlled by
anyone. But then, as now, when I see a map of a
fantasy world and there are no political boundaries,
no answers, no information to tell me, “Who’s in
charge?” anywhere, I get disappointed. I feel
like ... there’s a layer of information missing.

To date, there’s never been an edition of the
world’s most popular roleplaying game whose core
rules took the idea of different domains—whether
those are counts and dukes and queens, or druid
enclaves, wizard circles, or knightly orders—and gave
them mechanical features. Not just, “Oh, you get this
one feature if you join this organization,” but rules
for letting different organizations engage in planning,
conspiracy, and conflict the way people do.

That’s what this book tries to do. I wanted to give
you the tools to add organizations and warfare to
your games and make doing so fun. When players
think about their own party of heroes, even without
changing anything about their characters, I hope
they’ll recognize at least one of the organizations or
specializations in here as fitting their group.”? When
GMs see all the different NPC realms in the book,

I hope they’ll want to run new adventures with a
hag coven as the villain, building a secret army in
the swamp. Or an evil empire run by an immortal
dragon. A draconic tyranny!

When players choose an organization and a
specialization, their characters gain new mechani-
cal features—but they’ll also feel more like a formal
group. They’ll have to communicate more to use
their new domain powers, and will argue about how
best to use domain features during a new phase of
the game, called intrigue. Everyone will communi-
cate, argue, and compromise—just like the members
of a real organization.

This book will give the heroes and villains in your
games more influence, more impact. Their reach
will extend beyond the end of their swords or the
range of their spells. The party’s agents can go out
and spy, research, build, and negotiate, all while the
heroes are dungeon delving. And of course, when
those heroes discover that another domain is build-
ing an army to march against the people who look
to them for leadership, they can build their own
army and prepare for war!

This book might not be for everyone. But if any of
the above sounds cool to you, we think you’ll like it.

—Matt Colville
Orange County, CA
2021
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Roduction

7] here’s a lot in this book, but
| what’s here ultimately boils
| down to two systems: intrigue
and warfare.
Intrigue is conflict

between two domains. A holy

- church versus a mystic circle.
The Knights Templar against a dragon tyrant. A
bunch of disorganized misfit adventurers against

a nation of undead!

A domain is a pretty simple thing as a game
concept. It’s got four skills. It uses actions and
reactions and bonus actions, just like characters and
monsters. It has three defenses, but no hit points.
The only way to “kill” a domain is to neutralize its
officers—although some might escape and start a
new domain for the sequel campaign! A domain
could be a kingdom, thieves’ guild, or druid circle!

An intrigue only ever takes place between two
domains. That makes the system simple and easy
to keep track of. Other domains might get involved,
but purely as allies, lending aid. Of course, depend-
ing on the adventure, it’s possible that a particular
intrigue 1s just a prelude to another larger intrigue
as the characters discover the villainous realm
they just defeated was only a pawn in an even
larger game....

Alongside the intrigue system, the book presents
eight different heroic organizations (each of which
can be customized with three specializations) and
sixteen different NPC realms to use as allies, neutral
observers, or enemies.

Warfare is conflict between units of soldiers and
monsters. Along with rules for warfare, you'll find
seventy-eight special units in this book and another
sixty-four in the special unit deck available on our

So while it might look like an enormous amount
of stuff'in here at first glance, it’s really just two
systems, each relatively straightforward, and then
a ton of options for those systems.

The book also contains a handful of new items
that can affect intrigue or warfare. And because
they were popular in Strongholds & Followers, you
get some new legendary artifacts called the codices.
(Warning! They will unravel the fabric of reality!)

Strongholds & Followers presented six courts of
extraplanar creatures that the gods might send
to aid characters in battle if their faith is strong
enough. Those were so popular that we expanded
them with three additional courts—devils, demons,
and undead. New monsters! Some of these crea-
tures use the action-oriented design philosophy
mentioned in “Running the Game #83,” designed
to make it easier for a GM to use a single monster
to challenge an entire party.

Finally, there’s an adventure designed to help you
use and understand these rules. It’s basically a big,
detailed example of how the intrigue and warfare
systems can work.

How 1O USE THIS BOOK

First, you should check out the Glossary of Terms
section, which covers all the new terms the book

uses. Don’t worry about reading the whole thing,

but just skimming it to familiarize yourself with the
concepts will help a lot. And you can always refer
back to the glossary if you’re looking for a quick
definition.

One of the design goals of this book was to make
as few assumptions as possible about your game.
You can start using these rules right now, with your
existing characters in the middle of your current
campaign—or even right in the middle of an adven-
ture. In fact, we hope these rules take your group
and your adventures and elevate them, granting
everything a broader scope and a feeling of raising
the stakes. In a world where the forces of powerful
domains vie for control of ancient artifacts and
forgotten lore, every adventuring party and their
enemies can now be listed among those domains.
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The easiest way to adopt these rules is to imagine
that the heroes in your game are already an orga-
nization, with the players picking the specific type
of organization from the eight in this book. Then
set up the villains of the adventure as a villainous
realm, which the GM picks from among the sixteen
in the book.

You can stop there if you like. Domains have
options that give their officers—both characters and
NPCs—more things to do during an adventure or
between adventures. But an organization is more
than just its officers. There are followers, agents,
and employees all ready to carry out the charac-
ters’ and NPCs’ orders. As such, leading a domain
means players can have their organization conduct
research or espionage while the characters continue
exploring dungeons or fighting dragons.

Domains grant their officers access to domain
features that become usable during intrigue. The
GM will use the rules for intrigue to make the
campaign more memorable as it moves toward one
or more warfare battles that mark the intrigue’s
conclusion, with the heroes plotting and schem-
ing against a villain as their organization uses its
domain features and domain skills to prepare for
battle—even as the villain does the same!

Domains also grant their officers access to
domain powers. These are new special features
that allow characters to work together during any
combat that takes place during intrigue against the
officers of an opposed domain—just as the villain
and their lieutenants will be working together on
that opposing side. This includes the combat that
runs alongside the potential climactic final battle
at the end of intrigue. (Though not all adventures
need to have a final battle, it’s great fun!)

The warfare rules in this book are robust
enough to be used as their own game. This can be
a fun way to play out small skirmishes or major
battles, and it works fine without using the rules
for intrigue.

But finally—and most ambitiously—all these rules
work together as a whole. The heroes become an
organization as they plot and scheme against the
villain’s realm, making allies and raising an army.
Time and again, they confront enemy leaders in
combat using their new domain powers while their

loyal forces clash around them! And though they
might not be something that ends up a part of every
session, battles between the armies of domains can
lend an epic feel to any adventure. It’s a little more
work, certainly, but that work pays off in the kind
of conflict that pushes players and GMs toward the
biggest possible adventure finale.

There might be other things you wish this system
did. If we’ve done a good job, it'll be easy for you to
design your own optional rules that expand on this
framework. We look forward to seeing what you do
with the content that follows!

COMBAT AN

To keep clear the differences between warfare

and characters engaging in combat, this book
uses "combat” to refer to characters and monsters
skirmishing using the game’s normal rules. “Battle”
is used to refer to armies clashing using the war-
fare rules.

SCALE

Another thing this book makes no assumptions
about is the scale of your game—specifically, the
units of distance you use on your campaign map.
How much territory a domain controls is some-
thing left to the GM—if it ever comes up at all.
Domains can come into conflict all on their own as
villains try to blow up the world or some small part
of it, and the heroes trying to stop them likely don’t
need to know, “Exactly how many square miles do
they control?”

In addition to helping keep these rules flexible
and easy to adopt, worrying about the literal area
of a territory likely isn’t something most people
will find exciting in a game about pretending to be
an elf who fights dragons. So in the end, the rules
simply assume it takes about a week (however this
1s defined in your world) for a domain to carry out
a single domain action. And even that can be easily
tweaked to any length of time, as it’s deliberately
abstract. For a particular game, it might work to
have a domain turn be a week at the beginning of
an intrigue, but then only a single day at the end as
the pace quickens and the stakes rise.




e sell it back to them,” Narco
said. “Hang on ... then
| what are you gonna put on
your bolts?”

Aurex nodded her head in

agreement. “Need I remind

you,” the half-devil assassin
said, “before your mind of chemicals and formulae
overheats from its own cleverness, it took our peo-
ple three weeks to steal those vials of dreamtime. And
they managed to get in, get it, and get out without
anyone noticing. Those resources could have been
put to better use if that drug doesn’t end up on a
bolt in Castagan.”

Loroyan Thel, the drow brains of the Operation,
peered at Narco from across the corner table of the
quiet tavern. “We can handle the paladin with or
without magic poison, demidevil,” he said, almost
under his breath.

“And get him to talk?” Aurex said. “Under dream-
time, he’ll talk while he sleeps—and we’ll know it’s
the truth.”

Thel sighed. “I'm aware of that.”

“I thought the sleep juice was for your bolts,”
Zarek said. Not unusually, the half-orc enforcer felt
two steps behind the conversation.

“Forget the bolts, Zarek,” Aurex said. “I want
to hear what our alchemist director of narcotics
has in mind.”

Narco turned to the half-devil. “Aurex, don’t you
see?” He smiled riotously, tossed a small vial into
the air, then snatched it back again. “It’s exactly as
you said. Our agents got into the Tower of the Lens,
got the drug, got out with no alarms. No searching,
no deaths, no guards alerted. No trace.”

No one spoke.

“No trace ... of us. So we take this back to the
Lens, and we tell them we lifted it off someone who
tried to sell it to us.”

“Ah...” Zarek said.

“No good.” Thel shook his head. “They’ll rumble
that. Wizards are reliably clueless, but they’re
not stupid.”
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“Hey, what if we kill someone?” Zarek said.
Everyone frowned at him, as this was his solution
to everything. It would be on his family crest if fate
ever conspired to make a noble of him.

Still, the half-orc had a point, so they let him
continue. “Okay, check this out, yeah? If it’s just
us, sure, they’ll rumble that like Thel says. But if
we give them a body? And we say, yeah this piece
of piss tried to sell us this juice, but we didn’t even
know what it was! We asked him where he got it,
he got defensive. Says he stole it from you wizards,
right? And we said, ‘Oh, you trying to offload your
scrab on us so you can go back to the Lens and
frame us? Pull the other one.” Then he got pissy and
tried something, and we sorta had to kill him or
whatever!”

Everyone was looking at Zarek.

“Right? So they see this body and they start won-
dering, ‘Who’s this, right?” And if they’re wondering
that, they’re not wondering ... about us.”

Thel slowly smiled and looked at Narco, who
smiled back and waggled his eyebrows.

Then they turned to look at Aurex, whose visage
was inscrutable. Slowly, she spoke.

“It might work.”

“Good enough for me,” Thel said. “Let’s give it a
shot. Well done, Zarek.”

“Oh, thanks, boss,” the enforcer said, beaming
with pride.

“You people done scheming?” A small, snarling
voice piped up as Garrote, the Operation’s chief
negotiator and resident goblin officer, hopped up
onto a chair.

Thel explained the plan.

The goblin was impressed. “Hey, you came up
with that all on your own?” he asked Narco.

Vel R

“Not bad for a drug addict.”

“Garrote,” Thel warned. Narco looked hurt.
Unlike the rest of the officers of the Operation, he
wasn’t a killer by trade.

The goblin looked around the table. “That it?”
he said. “That all you got?”

Aurex took out her sin-metal blade and began
polishing it again, looking meaningfully at
the goblin.

“Oh yes, you're all very clever,” Garrote said.
“But unless you've forgotten...” He stabbed a dag-
ger into the map of the temple the group intended
to infiltrate, there to confront and combat the order
of paladins who were, of late, bent on the destruc-
tion of the Operation. “We still got this shit to
deal with.”

“With all the intel Aurex ferreted out?” Thel
said. “Their wizard’s true name? The guards you
blackmailed?”

“Thel, they have an army. They know we’re
coming for ’em. They’re gonna surround this place
so tight a mouse couldn’t get in.” Garrote pointed to
Narco. “And don’t get any ideas. I'm not gonna be
a mouse again, so put those filthy potions away.”

“Yeah, that is a pisser,” Zarek said. “We gonna
fight our way in, boss?”

“Well, it’s been a month. I was hoping a solution
to that would have presented itself.” Thel frowned.
“It’s not too late to seek special assistance. We could
call up the Crew.”

“Don’t you get it?” The goblin smiled, chuckling.
“Narco here got halfway there, but it’s up to the
charming goblin to seal the deal.”

“Get it over with,” Aurex said. She held out her
blade to see the dim light of the tavern glint off the
shining gray metal before being absorbed.

Garrote’s face fell. Aurex and her blade. “Yeah.
Anyway. We take the dreamtime back to the Tower
of the Lens, we give ’em some corpse they can pin
all their suspicion on, just like Narco and Zarek say.
Then we say ‘Goodness, would you like this back?
Seems expensive.” But then we say, “We don’t want
paying.” Maybe Aurex’s people dig up some dirt
on the Lens? Should they even have this stuff? It’s
illegal as shit. So, you know, we embarrass ’em, lie
to ’em, give ’em someone else to be suspicious of, a
little blackmail thrown in for good measure. Then
we just offer to give it back to ’em. Free.”

“To what end, Garrote?”

The goblin grinned. “So they volunteer to take
care of our little military problem for us.”

No one spoke. The officers of the Operation were
all uniformly stunned. Thel looked at Aurex and
Narco. “They could do it,” he said.

Narco nodded. “Lend us a unit of elementals,

show how grateful they are.”
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Aurex frowned, hating to admit the goblin was comes after us, and I intend to go after them first.
right. “You got it in you to brace a quaesitor of So ... work your magics, and let’s see if we can’t
the Lens?” convince the Lens they owe us a favor.”

Garrote made a “psh” noise. “Wizards are easy. “Blackmail, intel, drugs.” Garrote nodded at
You just gotta flatter ’em before you threaten ’em.” the three vials of dreamtime. “Just a day’s work for
He smiled. “By the time I'm done with ’em, they’ll us, boss.”
think it was their idea.” Zarek finally caught up. “Heh. This is good, you

“I can try and dig up something on their quaesi- guys. Oh yeah, this is gonna be fun. This is real
tor,” Aurex said. “Give Garrote some ammo.” thieves’ guild shit.”

Thel put his hands flat on the table. “Intel says we
got a week before the Order of the Black Pegasus

Blossary of Terms
smmmm————==m his section collects the Development Point: Spent by the officers in a
e | terminology underlying domain to customize its stats.

the domains, intrigue, and Diplomacy: One of a domain’s four skills, used
| warfare systems at the heart to negotiate with other domains.
of the book. As you read the Domain: A group of characters or creatures
rules for the first time, you working together to further some long-term goal.
might want to refer back here The term “domain” encompasses the leaders of
to check unfamiliar terms—or to flip forward to the domain, the agents and followers who work for
the Heroic Organizations and NPC Realms them, and the territory they influence.
sections, and to the Warfare chapter, to see how Domain Feature: A special benefit or action
these terms play out in the rules. used during an intrigue on behalf of a domain by

one of its officers.

D OMAINS & I NTRIGUE Domain Power: A special benefit or feature

The following terms are used in domains available to officers of a domain during combat

and intrigue against officers of an opposed domain.

Attitude: The disposition of another domain Domain Turn: The time in which each domain

toward yours. Used to establish alliances through in an intrigue conducts one domain action. Often

a week, but could be any span of time determined
by the GM.
Espionage: One of a domain’s four skills, used

diplomacy.
Combat: The normal round-by-round conflict

between characters in the game, including the offi-

B eR domains. to spy on or sabotage other domains.

Found: To create or establish, in regard to

Communications: One of a domain’s three

defenses. Communications represents how well domains founding strongholds.

agents and followers understand the goals and Intrigue: Conflict between two domains in

orders of the domain’s leaders, and can relay the which each takes domain actions, using domain

i hihe dornain back to them features and domain skills to affect the defenses of

e rease the number on the opposing side and prepare for battles. Also the 18
e period of time covering this conflict. I '
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Leader: The NPC officer who runs a Test: To resolve a skill roll for a domain. Used in
villainous realm. place of “check” to make it clearer when the rules

Lieutenants: The NPC officers of a are talking about interactions between domains
villainous realm who obey the realm’s leader. rather than between characters and other creatures.

Lore: One of a domain’s four skills, used to Title: A special feature an officer gains as a result
research obscure knowledge. of commanding a domain.

Muster: To raise new warfare units for a domain. Villianous Realm: An NPC realm in direct

Officer: One of the player characters or NPCs in conflict with the players’ organization.

charge of a domain.

Operations: One of a domain’s four skills. WARFARE

Operations is used to muster new units and to take The following terms are used in warfare

actions not covered by any other domain skill. Activation: The act of selecting a unit, determin-

Organization: A player-controlled domain. ing its movement and actions, and resolving them.

. 1 1 9 . . . . . . .
Party Sheet: The record of an organization’s A unit’s activation in battle is effectively equivalent

stats, defenses, and features. L I g o e

Power Die: A die that an officer can roll at the Adjacent: Spaces and units are adjacent if one 1s

start of a battle. The die is placed with its result above, below, left, or right of the other. Spaces and

facing up in a domain’s power pool. units that are diagonal to each other are not adjacent.
Aerial: Units that can fly.

Allied Units: All units that are part of an army

Power Pool: The shared group of power dice all
officers in a domain access when using their powers.

Realm: An NPC-controlled domain.

: or are friendly to that army.
Resolve: One of a domain’s three defenses, rep-

Artillery: Siege engines and archers.

resenting how committed a domain’s followers are Attack: The bonus to a d20 roll representing a

to the cause of the domain’s leaders. unit’s ability to successfully execute an attack order

Resources: One of a domain’s three defenses. and engage an opposed unit. Opposed by Defense.

Resources covers both wealth and the availability of R o e iy Sy

anything a domain needs to operate. Battle Magic: Magic items crafted by officers

Stronghold: A domain’s headquarters, whatever and given to units in an army.

form that might take. Bringing the Siege: The test that determines

which domain marches on the other at the start of a

battle. This determines which side defends a strong-
hold and which side attacks.

Broken: A broken unit is removed from the bat-
tlefield, usually because it suffered its last casualty.
Broken units can be reformed by rallying.

Casualty Die: The die placed on each unit card
that tracks how many casualties the unit has remain-
ing. A unit’s casualty die is initially equal to its size.

Cavalry: Highly mobile ground troops, usu-
ally mounted.

Center: The most protected rank on the bat-
tlefield. Archers begin battle in their army’s
center rank.

Combat: The normal round-by-round conflict
between characters in the game, including the offi-
cers of domains.
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Command: The bonus to a d20 roll representing
a unit’s ability to correctly interpret complex orders
and execute them successfully.

Commander: The character or NPC who con-
trols a unit.

Decrement: To decrease the number on
a die by 1.

Defense: A numerical value representing a
unit’s ability to maneuver in such a way as to avoid
an opposed unit’s attack. Used as the DC for an
opposed unit’s Attack test.

Defenseless: Lacking an army in a battle.

Deployment: The placing of units in legal spaces
on the battlefield. Usually the first thing that hap-
pens in a battle.

Diminished: A unit is diminished when its
current casualties are half or less than its starting
casualties.

Disband: A unit that disbands is gone forever
and cannot be rallied.

Exposed: A unit that is vulnerable to enemy
cavalry because it is not properly protected by
other units.

Fortification: A construction in one or more
spaces on the battlefield, which grants units various
bonuses during the battle.

Front: The vanguard rank of an army plus all of
an opposed side’s ranks.

Increment: To increase the number on
a die by 1.

Infantry: Basic ground troops, trained to fight in
melee and hard to kill.

Levies: Laborers who briefly put down their
pitchforks and ploughshares and pick up sword and
pike to serve their domain.

Maneuver: A special action a unit can take,
many of which require a Command test.

Martial Advantages: Special features that units
gain based on the character class of the officer com-
manding those units.

Morale: A bonus to a d20 roll representing
a unit’s ability to maintain discipline in the face
of overwhelming odds, magic, exotic enemies,
and impending destruction.

Opposed Units: All units that are part of the
army of the other side, or which are friendly to
that army.

Order of Battle: The rules that describe which
units can attack which other units.

Power: A bonus to a d20 roll representing a
unit’s physical strength and its ability to inflict casu-
alties on an opposed unit. Opposed by Toughness.

Rank: A row on the battlefield.

Rear: The last rank on the battlefield, whose
units defend the center rank from enemy cavalry.
Usually populated by levies. (Wish them luck!)

Reserve: A well-protected rank on the battlefield
where units can be stacked until needed.

Special Unit: A warfare unit that cannot be
mustered through a normal Operations check,
or that is unique to a specific domain.

Tier: A measure of how powerful a unit is.
Higher-tier units are more effective in combat,
and harder to muster.

Toughness: A numerical value representing a
unit’s physical hardiness and its soldiers’ ability to
withstand attacks and keep fighting. Used as the
DC for an opposed unit’s Power test.

Unit: A group of soldiers, civilians, or monsters
who make up an army.

Unit Dependency: The rule governing how
many units of each tier can be fielded.

Vanguard: The first rank of an army, which faces
the opposing army. Usually populated by infantry.

(¥
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7 very fantasy RPG campaign
contains domains. The local
| church is one. The baron,

| their court, and the people
of the barony are another.
The thieves’ guild. The
secret society of rangers and

druids. Whatever your choice of fantasy subgenre,
your campaign contains many different domains
feeding a network of alliances, allegiances, suspi-
cions, and grudges.

The rules in this book give you a straightforward
way to represent those domains with game mechan-
ics, and to allow the player characters to step up
onto a larger stage and translate their influence
from adventuring into political power. Player-run
domains are called organizations. NPC-run
domains are called realms. This book presents
eight different player organizations, each with three
specialties, and another sixteen NPC realms.

When two domains come into direct conflict, this
1s called an intrigue. The purpose of intrigue is to
move toward a climactic confrontation involving
combat between the officers of opposed domains
and battles between their armies. Some adventures
might end with just a final warfare battle at the
end of intrigue, while others will feature numerous
smaller battles leading up to a final battle along-
side a final combat between the characters and the
officers of an opposed domain. A domain can be
destroyed only by neutralizing its officers. As such,
once an intrigue starts, it continues until initia-
tive 1s called for the final showdown between the

domains’ officers.

THE CORE ASSUMPTIONS

Running nations and guilds and churches and spy
networks can be incredibly complex. It’s easy to
imagine a highly detailed game system that can
model a world at this level. Tracking a barony’s
food supply, determining how much iron is available
to a duchy, mapping out a spy network’s elaborate
web of agents, or even maintaining a list of a local
religion’s temples and shrines—it’s all a complicated
process. Games like that already exist, and are typi-
cally complex grand-strategy simulations that might
even require a computer to run them.

This book takes a different approach.

First off, these rules understand that you’re
already playing a complex fantasy RPG. We all
know that just managing a single character or a
world of NPCs can be a lot of work. So ideally, any
domain management system has to be something
that sits lightly on top of the game that players and
GMs are already enjoying.

Furthermore, the game almost always has a
heavy focus on fighting monsters. Most monsters
are defined by their combat prowess, and many of
a character’s best class features revolve around mak-
ing them a better monster fighter. By assuming that
training followers makes characters better at the
stuff they’re already good at—whether that means
research, study, or fighting—running a domain
provides another way to improve the effectiveness of
player characters and NPCs in combat.

Finally, almost every adventure involves some
villain plotting and scheming while the heroes try
to stop them. This system assumes that the villain
runs their own villainous realm, that the player
characters’ organization is actively trying to stop
them, and that this conflict will eventually come to
a head in an all-out battle—or perhaps more than
one. This is the same way things would pan out if
you weren’t using the new rules in this book. But
with these rules, every officer in a domain has new

special features called domain powers. These pow-
ers require communication and cooperation to use,

even as armies clash in warfare to all sides.

In simplest terms, the rules in this book assume
that characters continue adventuring as they nor-
mally do. While the characters are adventuring,
slowly working their way toward a final confron-
tation with the villain, their domain is looking for
allies to lend aid, investigating the villain and their
licutenants to learn their secrets, and disrupting
the workings of the villain’s realm to weaken that
realm’s forces in a final showdown. Even for a
campaign that’s in the middle of an adventure right
now, players and GMs can adopt the new rules in
this book to provide a framework for the campaign’s
existing plots and intrigue—then raise the stakes for
both heroes and enemies in a warfare battle!

The adventure included with this book—“The
Regent of Bedegar”—serves as an example of how
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a straightforward adventure can include rewards
such as military units or resistance to an opposing
realm’s features based on a domain’s actions during
the adventure.

CHARACTERS
AND OFFICERS

Kingdoms & Warfare assumes that all the player
characters in a campaign will be officers in a
domain organization. These rules introduce a new
dice pool (described below) shared by all the officers
of an organization, which grants characters access
to domain powers. Those new features are based on
what type of organization the players choose, and
require the players to communicate and cooperate
as a team. (A villainous realm has its own dice pool
that the leader and their lieutenants gain access to
for their own domain powers.)

A character can be an officer in more than one
organization, but they can be involved only in one
intrigue at a time and can benefit only from the

effects of one party sheet at a time. (That’s the record
of a domain’s stats, defenses, and features.) A wizard
might be a member of the party’s noble court orga-
nization and run their own arcane order on the side.
But during an intrigue involving the noble court, the
character is focused on that organization while their
arcane order tends to its own affairs.

WHAT IS AN
ORGANIZATION?

An organization is a domain built around the
officers who founded it—the player characters.
The players decide what their characters’ organi-
zation does, and who its initial allies and enemies
are. Among those allies, an organization also
includes the NPC followers, retainers, and lieu-
tenants the characters attract as a result of rising
fame or infamy earned through adventuring. For
example, if the party’s organization is an under-
world syndicate, that organization includes all the
members of the syndicate down to the lowest-level
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agents keeping their ears to the ground and feeding
the characters information. Likewise, an organi-
zation set up as a noble court might include large
numbers of farmers and laborers who rely on the
heroes for protection, and who are ready to serve to
show their thanks.

Using the rules in this book, an adventuring party
becomes an organization when it founds a strong-
hold, typically by buying, building, discovering, or
inheriting it. Founding a stronghold announces to
the world that the adventurers are more than just
mercenaries, and are ready to get involved with
local affairs in one way or another.

DESCRIBING A DOMAIN

Each fully detailed domain (whether a player
character organization or a villainous realm) is
described by its collection of skills, defenses, domain
powers, and domain features, as well as its size.

A domain has four skills: Diplomacy, Espionage,
Lore, and Operations, each of which has a modifier.
A domain’s officers use these skills during intrigue.

A domain has three defenses: Communica-
tions, Resolve, and Resources. Fach defense has a
numerical value that provides a target number for
tests made with domain skills during an intrigue.
Each defense also has a level that can be raised or
lowered. Any domains can gain bonuses or take
penalties during battle or combat based on their
domain defense levels.

Each domain also grants its officers access to spe-
cial domain powers they can use in combat. Each
officer gets a power die that they roll at the begin-
ning of any combat against one or more officers of
an opposed domain. The roll goes into a power
pool shared by all the officers of a domain, with
these dice fueling each character’s domain powers.

Every domain also provides a number of unique
domain features that officers can make use of
during intrigue, allowing the domain to affect the
opposed domain’s defenses and units, to muster spe-
cial units, and make other preparations for battle.

Finally, each domain has a size that determines
how many turns it can take during intrigue, how
large its officers’ power dice are, and the scope of
certain benefits available to the domain’s army (as
detailed in the Warfare chapter).

INTRIGUE

Conflict between domains is called intrigue, and
serves as the backdrop to the warfare battles that
can play out between the heroes and the villains.
The characters can use their organization’s skills
outside of intrigue, making use of Diplomacy to
forge alliances, Espionage to gather intelligence,
and so forth. But once the heroes decide it’s time to
act and stop the villain (or once the villain decides
to stop the heroes), the GM announces that intrigue
has begun as its own special phase of the game.
Intrigue occurs between two domains—by
default, the heroes’ organization and the villain’s
enemy realm. NPC realms might also be involved,
but they don’t act on their own during intrigue.
Rather, they lend aid to one side or the other.
Intrigue 1s divided up into domain turns, during
which the players and the GM make use of the
domain features and special actions available to
them. Intrigue ends once both sides have completed
all their domain turns, at which point the GM
will set up a final showdown between domains—
mvolving combat between the characters and their
enemies, a climactic battle between the armies of
powerful domains, or both!

FOUNDING AN
ORGANIZATION

The players create an organization when their
characters acquire a stronghold. They might do

so by spending time and money to buy or build a
stronghold, or through other means such as discov-
ering an old ruin, clearing it out, and fixing it up.
Some campaigns might even begin with the heroes
inheriting a stronghold!

The game’s core rules note prices for different
strongholds of different sizes, but there’s also an
entire book dedicated to this—Strongholds & Follow-
ers. (You don’t need that book to use the rules in this
book, but it might be fun.)

Once the characters gain a stronghold, they nat-
urally start to attract followers. Folks hear about the
deeds they’ve done, notice the new headquarters,

and volunteer to help or serve the characters. That
stronghold and those followers are the foundation of
the player characters’ organization.

el
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Of course, the GM can waive any of these
requirements if doing so is a better fit for the cam-
paign. The only thing that’s really necessary is to
have people working for the characters. But without
some kind of headquarters, even if it’s just the local
tavern (an establishment according to the Strong-
holds & Followers rules), there’s no physical structure
to defend and nothing for an enemy to attack—and
these things are important to the new rules in this

book, as you will see.

CHOOSING AN
ORGANIZATION TYPE

Eight different types of organizations for player
character domains are presented in this book, and
each of those has three specializations. Two of those
organizations—the noble court and the adventuring

party—are good for existing campaigns in which

the players don’t want to make new characters

to use these rules, or for campaigns with a wide
range of character types. The rest are themed more
narrowly, and are best for new characters built
around a specific organization type—and for parties
where characters are focused on similar or even

the same classes. (See Granting Titles below for
more information.)

That said, even the most strongly themed orga-
nizations don’t make any assumptions about what
classes officers can or should be. With only a few
exceptions, none of the domain powers that officers
can take make reference to class features. Any
group of characters could decide to be a thieves’
guild or a knightly order. After all, every criminal
enterprise needs wizards and clerics, and you don’t
have to be a heavily armored and chivalrous pala-

din to follow a knight’s creed.
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DEVELOPMENT POINTS

Each organization is set up with a party sheet that
defines the organization’s starting skills, its defenses,
its domain powers, and its domain features. The

sheet even has a place for the characters’ pool
of power dice.

When characters found an organization, they
begin with 8 development points, which are
available to spend on skills and defenses. The
players take turns passing the party sheet around,
with each player spending 1 point and checking off
the appropriate blank box on the party sheet (see
below) until all points have been spent.

Players can make choices for spending develop-
ment points as a group, or each player can do what
they like individually. The GM can also weigh in if
necessary, depending on the circumstances of the
campaign. For example, in a campaign where one
character has inherited a barony from their par-
ent and the other characters are the new baron’s
lieutenants, it might make sense for the new baron’s
player to spend most of the organization’s initial
development points. (That’s less fun, though!)

Every time a domain levels up, the officers gain
an additional 8 development points to spend on
improving their organization. The players once
more pass the sheet around, with each player
spending 1 point until all points are spent.

Each development point spent lets a player mark
off a box on the party sheet, moving to the right.
When a box is marked off, the box on its right is

POINTS, BOXES, AND BONUSES

marked off next. When a box with a value in it is
marked off, the organization’s skills or defenses
become that number. For example, if an organi-
zation has +2 marked off in Diplomacy and the
players mark off the next two boxes to reach +3,
the organization’s Diplomacy modifier increases to
+3. If Resolve is marked as 14 and the players mark
off the next four boxes, the organization’s Resolve
increases to 16.

Each organization starts with its skills and
defenses at specific values, representing what the
organization is naturally good at based on its type.
(See the Heroic Organizations section on page 31
for details.) If that value 1s anything above the low-
est level, mark off the boxes up to and including that
point. Then players spending development points
continue marking off boxes to the right.

Any time an effect changes a domain’s skills or
defenses, the effect always refers to the modifier,
not the number of boxes. If a domain specialization
grants an organization a +1 to Diplomacy, that
means the domain’s Diplomacy modifier increases
by 1. Only development points are applied

one box at a time.

RAISING AN ARMY

As a setup for using the warfare rules, when the

characters found an organization, the players
immediately muster four Tier I units of their choice
to start up their army, from any ancestry the GM
agrees the organization has access to. Each unit
must be controlled by an officer of the organization,

Skills Bonus
Diplomacy | -1 | +0 | +1 | +2 +3 +4
Espionage| -1 [ +0 [ +1 [ +2 +3 +4
Lore| -1 | +0 | +1 | +2 +3 +4
Operations| -1 | +0 | +1 | +2 +3 +4
Defenses Score
Communications | 10 | 11 12 | 13 | 14 15 16 17 18
Resolve| 10 | 11 | 12 | 13 | 14 15 16 17 18
Resources| 10 | 11 | 12 | 13 | 14 15 16 17 18 ’J
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and each officer can command a number of units
equal to their proficiency bonus. (The Warfare
chapter has more information on all these things.)

During intrigue, players can muster more units
for their organization’s army. Rules for this are
covered under the Operations domain skill in this
chapter (page 23) and Building an Army in the
Warfare chapter (page 100).

An army obeys the commands of an organization’s
officers, and can be deployed outside of intrigue or
warfare for narrative purposes. As a rule, an army
can perform any activity that an organization’s ofhi-
cers could perform but which the characters are too
high a level to bother with, from escorting a diplomat
to quelling an uprising of cultists.

The Operations domain skill can be used to
resolve tasks an army performs outside of battle.

GRANTING TITLES

Each organization grants its officers access to five

titles that are distinct to each type of organization.
Each character claims a different title within an
organization, with that title granting new features
and proficiencies. A character can have more than
one title, but they can benefit from only one at a
time, switching titles during a long rest. If a party
includes more than five player characters, the GM
can allow specific titles in an organization to be
duplicated or allow a character to take a title from a
different type of organization.

Most organizations’ titles are designed to sup-
port playing an organization whose officers are all
of the same class, by giving those officers a wider
range of features. For example, in a normal game,
a party consisting of all rogues will deal formidable
damage and be very stealthy indeed! At the same
time, though, the lack of a tank and a healer makes
such a group more fragile and less versatile than a
typical group of adventurers. But in a thieves’ guild
organization whose officers are all rogues, titles help
shore up these deficiencies.

As an optional rule, the GM might consider
allowing titles only when the players create a
single-class party. This isn’t a strict requirement,
but players and GMs should all be aware that some
titles might become overpowered if stacked with

similar benefits from class features or feats.

ORGANIZATIONS
AND WARFARE

This book is built around the iconic idea of the
heroes fighting an adventure’s villain in one or
more epic bouts of combat, while outside the
characters’ or the villain’s sanctum, a battle rages
between the armies controlled by both sides. If the
characters run an arcane order or a druid circle,
their army might be composed of elementals or
treants. A thieves’ guild might hire mercenaries or
field units of elite scouts, harriers, and sappers. But
regardless of which organization the players choose,
the rules assume they have an army. The battle
that rages alongside the combat has a mechanical
impact on the characters. When the army of one
domain or the other wins a battle, the officers of the
victorious domain gain a morale surge that offers a
one-time benefit in combat.

For some players, this idea fits the fantasy concept
just fine. But for others, the idea of their characters’
thieves’ guild or arcane order fielding an army might
seem strange, and out of line with their ambitions or
style of play, or the way they imagine their organiza-
tion. If this is ever the case, the players and the GM
should feel free to ignore the warfare system in this
book altogether. You can still use the intrigue system,
and these rules will still work and be fun. Or you
might try ignoring both warfare and intrigue to just
use an organization’s skills and powers! The power
dice mechanic works well on its own, and will be fun
even if the characters never raise an army.

Even so, the GM is encouraged to describe the
villain’s realm as still having an army! But those
forces will just be off doing something terrible in
grand cinematic fashion (and possibly creating the
reason the heroes need to stop the villain in the
first place). Some sort of final combat still happens,
with the heroes fighting the Scion of Orcus or Lord
Saxton or what have you. But the villain’s armies
are busy wreaking havoc elsewhere.

BEFORE INTRIGUE

Domain-level play works the same way the skir-
mish-level game works. Just as each character has
skills they can use outside of and during combat,
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an organization has skills it can use before and
during intrigue. In the same way that characters
decide to draw steel and initiate combat, an orga-
nization can decide to deploy its agents and begin
intrigue. Likewise, the GM can decide, “You've
pushed this NPC far enough! It’s time for intrigue!”
Or, “This villainous realm has decided the party is
an active threat, and they initiate intrigue!”

In any event, the GM determines when intrigue
begins, regardless of which side initiates it.

Before intrigue begins, the characters’ organi-
zation can probe and test their enemy, but they
can’t use their skills directly against a vil-
lainous realm. That kind of action is what begins
intrigue. This is a fine line, and it’s up to the GM to
adjudicate it. But in general, if the characters can
make use of their organization’s skills to deal with
everyday people (for example, learning something
about a villainous realm by making general inqui-
ries using Diplomacy) or known information (for
example, researching a villain’s history using Lore),
then those activities can remain part of the regular
game. (See below for more information on these
domain skills and their use.)

A Diplomacy test made against one of Lord
Saxton’s allies might provide some idea what kind
of army he’s preparing without starting intrigue.
But an Espionage test to spy on Lord Saxton would
initiate intrigue. Likewise, a Lore test to learn what
Lord Saxton can do in combat might be allowable
outside of intrigue if the GM decides Lord Saxton
has shown off his combat skills often enough that
there are people outside his domain who know that
information. But any domain skill that requires
targeting a villainous realm (including its agents,
libraries, and lands) should start intrigue.

DOMAIN SKILL TESTS

A domain skill test works exactly like a character or
creature making an ability check. A d20 is rolled,
modifiers are added, and the total is compared to
the test’s Difficulty Class, determined by the GM.
If the total is equal to or higher than the DC, the
test succeeds. Tests can likewise be made with

advantage and disadvantage, just like ability checks.
The rules use the word test instead of check to help
differentiate domain skills from the abilities and
skills used by the characters.

USING DOMAIN SKILLS
OUTSIDE OF INTRIGUE

Players don’t have to wait until intrigue begins to
use the skills of their characters’ domain. A domain
and its agents are always standing by, waiting for
orders. For example, a Diplomacy test—along with
some good roleplaying and effort on the charac-
ters’ part—could change the attitude of a clan of
clves toward an organization, so that once intrigue
begins, the DC to convince the elves to aid the
organization is lower.

Outside of their place in intrigue, there are no
hard and fast rules describing how domain skills
can be used. Players can suggest ideas, and if the
GM agrees that an idea makes sense, they can try it!
The goal with skills outside of intrigue is to keep the
rules purposefully broad, so each table can develop
their own standards.

How long it takes to resolve a domain skill test
outside of intrigue is also up to the GM. A good
rule of thumb is one domain skill test per week, but
this is entirely dependent on the timeframe of the
game and the campaign. If you don’t track the pas-
sage of time closely in your game, it might be easier
to tie domain skill tests to major narrative events,
such as the awarding of XP to characters, the end
of a session, or even the end of a major encounter.
(See Time and Domain Turns below for more
guidance in this area.)

Regardless of how the GM rules, characters use
their domain’s skills by giving orders to the organi-
zation’s followers and waiting, sometimes for days
or even weeks of campaign time. During that time,
those followers work to carry out those orders.
Making an Espionage test to determine what mili-
tary units a villainous realm has mustered can take
an enormous amount of effort to pull off, including
long days spent in research and networking.

Aﬁs
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RUNNING INTRIGUE

A villainous realm is defeated only when its leader
is defeated in combat, whether that means death,
or surrender, or stranding them in another part of
the multiverse. The defeated realm’s agents and
followers might organize under a different leader
later, but that will be a different domain with its
own stats and features.

Before the final showdown between the char-
acters (in their roles of officers of their domain
organization) and the officers of the villain’s realm,
the characters’ organization conducts an intrigue
against that realm. During intrigue, the players
can use their organization’s skills to put their
army together, or sabotage certain elements of
the opposed domain’s power structure to impose
penalties on its skills or defenses. At the same time,
agents of the villainous realm are making their own
attempts to weaken the characters’ organization.

Much like deciding when to call for initiative rolls
in combat, the GM decides when intrigue starts.
This usually happens once the heroes encounter
one or more agents of the villainous realm, or the
effects of those agents’ villainy. This might occur
at a different point in each adventure, but once the
characters have direct evidence of the existence and

operation of a villainous realm, intrigue can begin.
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As a rule, the heroes’ organization can’t research
or confront a villainous realm they don’t know
about, or which is beyond the reach of their influ-
ence. The characters can’t use their friendly neigh-
borhood thieves’ guild to sabotage another domain
on the other side of the planet.

An intrigue is focused on one boss villain. A short
adventure with only one main villain will likely
have only one intrigue, which begins as soon as
the heroes encounter the agents of that villain (and
recognize them for what they are) or the results of
their villainy. For complex campaigns in which the
characters will face off against increasingly pow-
erful sub-bosses before getting to the main boss,
it’s a good rule of thumb to plan for additional
intrigues—perhaps even one per sub-boss. Each
sub-boss fight can mark the end of a chapter or act,
and will have its own intrigue leading up to it. As
such, each sub-boss should be treated as the leader
of their own villainous realm, in service to the
end-boss’s realm.

DOMAIN TURNS
AND ACTIONS

During an intrigue, each domain can act a
number of times equal to 4 + the domain’s
size. Each time a domain acts during an intrigue
1s called a domain turn. This is true for the heroes’
organization as well as the villain’s realm.

CHOOSING ACTIONS

During a domain turn, the characters’ organiza-
tion and the villainous realm act at the same time.
The GM chooses a domain action for the villain-
ous realm and keeps it secret. Then the characters
choose a domain action for their organization.
After the players declare the organization’s domain
action, the GM reveals the action of the villainous
realm. Once actions are declared, the players roll
any necessary skill tests for their characters’ organi-
zation’s domain action while the GM does the same
for the villainous realm. Then the players share the
results of their organization’s actions followed by the
GM sharing the villainous realm’s results.
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WHO KNOWS WHAT?

Spies from both domains monitor each other, so

almost all actions a domain takes and the results

of those actions are public knowledge. The exception
1s mustering units and using domain skills to improve
a domain’s stats (its domain skills and defenses).
Enemies know when units are mustered or when

a domain’s stats are improved, but knowing which
units a domain has or what the domain’s current
stats are requires a successful Espionage test. See
Domain Skills on page 18 for more information.

TAKING DOMAIN TURNS

Sometimes one domain in an intrigue has a greater

domain size and can take more turns than the
other. If the larger domain initiated the intrigue,
those extra domain turns are taken at the start of
the intrigue before the other domain can act. If the
larger domain didn’t initiate the intrigue, the extra
domain turns are taken at the end of intrigue, after
the other domain can no longer act.

DOMAIN FEATURES

When a domain takes a turn, one of'its player
character or NPC officers runs the domain turn,
directing the domain to make use of'its domain
features, or to use domain skills as a domain action.
Many features also involve the use of domain skills.
When using a domain skill, if the officer is proficient
with any of the domain skill’s associated character
skills, they can add their proficiency bonus to the
skill test roll. However, this can be done only once
per officer per intrigue.

There are three domain action types: domain
action, domain bonus action, and domain reaction.
An officer can make one domain bonus action in
addition to a domain action during a domain turn.
Each officer can take only one domain reaction
during an intrigue. Any domain reactions that an
officer can make have specific triggers noted in
their descriptions.

Because domain features are used during
intrigue, many of them relate directly to the warfare
rules as they set up battles featuring the army of
the characters’ domain. The Warfare chapter
(page 92) has more information on the rules and
terminology referenced in those domain features.

WHOSE TURN Is IT?

There is no limit to the number of rolls an officer
can make during intrigue—only on the number of
domain turns each domain can take. Each officer
1ssues orders to the domain’s agents and followers,
which can easily require multiple domain turns.
However, because only one of that officer’s skill tests
can gain the officer’s proficiency bonus during an
intrigue, it’s best to have different characters and
NPCs take domain turns. The more one character
must spread their attention between different activi-
ties, the less effective their leadership.

TIME AND DOMAIN TURNS
As noted above, the GM decides how often domains
can take domain turns during regular adventur-
ing. Intrigue begins when one domain threatens
another; continues through periods of campaigning,
battles, or both; and lasts until a final confrontation
when the characters, the villains, and their armies
face off for the last time. During the intrigue, an
entire adventure might play out, featuring several
encounters and multiple days or weeks of game
time. One intrigue might last just a short period of
time while another lasts a month or more, simply
because of the different scope of the adventure.

The GM should feel free to use any of the follow-
ing options when deciding when and how often to
call for new domain turns:

* One domain turn per week.
* One domain turn per day.
* One domain turn after each combat encounter.
* One domain turn per short rest, as the officers
dash off orders to their agents.
¢ Two domain turns every time experi-
ence 1s awarded.

The GM should also feel free to change these
milestones on a per-adventure basis depending on
how much time is passing. Or even to change them
within an adventure to represent the changing pace
of action! This might mean calling for two domain
turns per day at the start, and then calling for a
domain turn after every encounter as the end of
mtrigue gets closer. The final domain turn usually
occurs just before the climactic confrontation begins!
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Ultimately, there’s no wrong way to do this, and
the GM should feel free to adapt how and when
they call for domain turns to suit the adventure
they’re running and the ways in which they track

time in their game.

DOMAIN SKILLS

Each domain has four skills: Diplomacy, Espionage,
Lore, and Operations. These skills define how an
organization or realm interacts with the world and
with other domains. Skills can be used before and
during intrigue. During intrigue, making a domain
skill test 1s a domain action.

Each domain skill represents an entire depart-
ment inside a domain, including followers and
retainers who are experts in their fields. Those
NPCs can mount operations on their own with

just the direction of a domain’s officers, with those

operations not requiring any direct involvement

of the heroes or the villain. As such, not only do
domain skills allow a domain to do things while the
characters are adventuring, they allow the domain

o, from

to do things outside the scope of adventuring,

research to sabotage to negotiation.

Players are encouraged to be creative with their
domain’s skills, the same way players can impro-
vise how they use a character’s abilities and skills.
Don’t worry about “doing it right.” Each group
will develop their own standards for which skills are
best and what the appropriate defense or DC is,
in much the same way each table develops its own
sense of when Dexterity (Acrobatics) is preferable to
Strength (Athletics).

During intrigue, each skill can be used to
improve a domain’s defense levels or to target the
opposed domain and reduce its defense levels.
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But it’s up to the players and the GM to imagine
how this plays out, by translating skill tests and their
effects into game terms.

ADJUSTING DEFENSE LEVELS

Once intrigue begins, each domain involved in the

intrigue prepares for some sort of final confronta-
tion between their officers—the player character
heroes versus the GM’s villain and their lieuten-
ants. Each side can use domain actions to make
use of their domain skills, with the goal of either
improving a domain’s defense levels, or of target-
ing the opposed side’s defenses to make them less
prepared for the warfare battles that take place
during intrigue.

IMPROVING A DOMAIN'S DEFENSES
Each domain has three defenses—Communica-
tions, Resolve, and Resources—cach of which is
rated at a level from 3 to —3 (as described in detail
under Domain Defenses on page 24). The DC to
improve one of a domain’s defense levels is 13
+ the defense’s current level. So a domain skill
test to take its Resolve level from normal (level 0) to
loyal (level 1) has a DC of 13. Improving Resolve
level from loyal (level 1) to fanatic (level 2) is a DC
14 check, and going from revolt (level =3) to rebel-
lious (level =2) is DC 10. The level of any defense
cannot be increased above 3.

When the players want to affect one of their orga-
nization’s defense levels using a domain skill, an act-
ing officer chooses the intended defense level, a skill,
and sets out how that skill is to be used. For exam-
ple, Anna (playing a character named Judge) wants
to raise the Communications level of her group’s
mercenary company, the Chain of Acheron, using
that organization’s Espionage domain skill. She tells
the GM: “I want to require all our agents to use
only verbal communications, nothing written down,
and to use our secret battle language.”

This is a great idea—but it’s not necessarily easy
to implement. The Chain of Acheron has a lot of
soldiers, agents, and allies in the city, so there’s no
guarantee that these orders will work well enough
to make a difference. To make the domain skill test,
Anna rolls a d20 and adds the Espionage bonus for
Acheron’s Chain. She also adds Judge’s proficiency

bonus, since Judge is proficient in Investigation

and has not already used their bonus during this
intrigue. (See the domain skill descriptions below
for more information on associated character skills.)

The Chain of Acheron’s Communications defense
1s currently secure (level 1), which sets the check as
DC 14. If Anna succeeds, the domain’s Communi-
cations goes up one level. If she rolls badly, Com-
munications remains secure but does not improve,
with the GM likely interpreting this as meaning
Judge’s plans were too ambitious.

A defense level can normally be improved only by
one level by making a domain skill test as a domain
action. However, if a player rolls a 20 on the test,
this represents an unexpectedly successful result
that improves the defense by two levels.

Villainous realms can increase their defense
levels the same way, with the GM making the
decision as to which officer, skill, and specific
approach are involved.

LOWERING A DOMAIN’'S DEFENSES

In the same manner, the players can target a villain-
ous realm in the hopes of lowering that domain’s
defense levels. An acting officer picks a skill and one
of the opposed domain’s defenses, then describes
how they intend to use that skill to compromise the
defense. If the scenario makes sense to the GM, the
officer rolls a d20, adds the domain skill’s modi-
fier, adds their proficiency bonus if applicable, and
compares the result with the enemy realm’s defense
score. If the result is equal to or greater than the
chosen defense’s score, that defense is lowered one
level. If the player rolls a 20 on the check, the cho-
sen defense is lowered two levels. The level of any
defense cannot be decreased below —3.

Villainous realms can target the defenses of the
heroes’ organization in the same way, with the GM
making the decision as to which officer, skill, and
specific approach are involved.

OTHER USES
FOR DOMAIN SKILLS

The only limit to what benefits characters can earn

through the use of their domain skills is the players’
imaginations and the GM’s sense of what’s fair and
reasonable. Each skill gives some ideas of what can

el
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be done with it, and a GM should refer to the DCs
noted in the core rules when trying to set difficulties
for an optimal balance between what’s realistic and
what’s dramatic.

DIPLOMACY

Associated Character Skills: Insight, Persuasion

The Diplomacy domain skill represents a domain’s
ability to get what it wants without resorting to war
or espionage. It’s primarily used to make alliances
with other domains. An alliance is not a mechan-
ical notion, but is just an agreement between two
domains. The terms of the agreement are up to

the officers of each domain, but usually an alliance
means that two domains each agree to help the
other in times of conflict.

Some alliances are purely defensive. “We agree
to go to war against an enemy who attacks either of
us.” More rarely, alliances can be offensive. “Lord
Saxton must be stopped! Will you help us?” Offen-
sive alliances are more difficult to establish, though,
and another domain might require great assurances
before entering into one. “We might attack Lord
Saxton if things are as you say. But what proof can
you offer that Saxton is a villain?”

GAINING SPECIAL UNITS

As a domain action, a domain can make a Diplo-
macy test to petition an NPC realm for military
aid for an upcoming battle. The DC depends on
the attitude of the NPC realm, as noted on the
following table.

Attitude Diplomacy DC
Hostile 18
Suspicious 15
Neutral 13
Friendly 10
Allied 8

This Diplomacy test can be used more than once
per intrigue, but only once per NPC realm.

Each NPC realm has a special unit that another
domain can gain as a result of an alliance. This
is the same special unit the domain can muster
using a domain action, as noted in its description.

For example, a successful Diplomacy test made by
the characters’ organization to seek aid from a giant
jarldom NPC realm gets the organization a Pet Roc
special unit to command in an upcoming battle.
Each NPC realm has only one special unit to pro-
vide, so characters had better recruit them before
their enemies do! A special unit gained through an
alliance with an NPC realm returns to the NPC
realm after the battle in which it is used.

ALLIES AND ENEMIES

A hostile NPC realm is not the same thing as a vil-
lainous realm. A villainous realm is actively trying
to destroy the heroes’ organization, whereas a hos-
tile realm is merely one with a tradition of enmity
toward the heroes’ domain or other domains like it.
A'local druid circle might have a troubled history
with a noble court that rules the land near their
forest, creating potential problems for the different
noble court run by the characters even if the char-
acters have never interacted with the druids before.

At the GM’s discretion, a realm that is allied with
the characters’ organization can send units to aid
the organization in battle even without a Diplo-
macy test. But sometimes allies are busy or occu-
pied with other conflicts, in which case the GM will
ask for a test to be made.

Diplomacy can also be used to convince an NPC
realm currently allied with an enemy to sit a battle
out, or to convince a neutral realm to lend aid
beyond units. Such aid might include a powerful
lieutenant, or information that would benefit the
domain requesting assistance.

If a domain fails a Diplomacy test to influence
or gain allies from an NPC realm, the domain can
make a new Diplomacy test to achieve the same goal
on a new domain turn. However, if a Diplomacy test
fails by 5 or more, the NPC realm’s attitude toward
the Domain moves one step toward hostile.

ESPIONAGE

Associated Character Skills: Investigation, Stealth

Espionage allows a domain to learn the secrets of
other domains, including their plans, their current
activities, and who they are allied with. Successful
Espionage tests often decrease the level of an oppos-
ing domain’s Communications defense, reflecting




how successful attempts at destabilizing the opposed
domain have been.

Espionage can be used to learn the makeup of an
opposed domain’s units and the disposition of its
allies in advance of a battle. The DC is usually set
by targeting one of the opposed domain’s defenses,
but the GM can also set a DC arbitrarily (as per
the guidelines for setting difficulty in the core rules).
Espionage does not reveal the nature of specific
magic in use by an opposed domain, but it might
reveal that an opposed domain has some magical
resources or secrets, which a successful Lore test
can then ferret out.

When an opposed domain makes a skill test to
muster units or raise its defenses, the GM doesn’t
automatically reveal the specifics of a successful
result. The characters learn that the opposed domain
mustered units, but not how many units or what
kind. Likewise, the specifics of which defense was

raised and by how much remain a mystery. If the

characters want to know these things, they need to
make a successful Espionage test as a domain action,
typically against the opposed domain’s Communica-
tions. On a success, the players can choose to know
one of the following pieces of information:

* The target domain’s current defense scores

* The target domain’s current defense levels

* The target domain’s skill bonuses

* The target domain’s current units

* Another statistic or piece of information,
at the GM’s discretion

Knowing the kinds of units an opposed domain
has mustered helps a domain plan its own army.
For example, if a villainous realm is building aerial
units, the characters’ organization will want some
aerial units or artillery of their own to take them
on. Likewise, if an opposed domain keeps boosting
its Resources defense levels, the characters might
decide to try to lower that defense and undo some
of that progress!
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If a domain feature requires a domain to know a
secret piece of information to work properly, then
the domain learns the information when they suc-
cessfully use the feature. A separate Espionage test
is not necessary. For example, a fey court domain

,(ii’ can duplicate an opposed domain’s highest-tier
‘{a ' unit with the Your Own Worst Enemy feature.
N When the court succeeds on the Lore test to use the
PA feature, they automatically learn what the target

‘ Q:-, domain’s highest-tier unit is.

i LORE
Associated Character Skills: Arcana, History, Religion

\ ¢ ‘ Lore represents a domain’s ability to research both
‘ magical and historical knowledge. This is a broad

‘ﬂ and wide-ranging skill, which can be used outside
1< of intrigue to unlock arcane discoveries, dig up the
/A details of forgotten history, discover the existence of

| i lost spells, or reveal the answers to ancient mys-
N/ teries. The only limit on what a Lore check can
) accomplish is what the GM rules is reasonable.

As a rule, the Lore domain skill should not be
used as a substitute for adventuring. But at the
GM’s discretion, it can be used to supplement the
normal adventures of a domain’s player character
officers. For example, a team of NPC agents might
be sent out to recover the legendary headpiece for
the Staff of Ra, even as the characters quest after
the location of the map room in the hidden Well of
Souls. In general, if it would be easy but time-con-
suming for a domain’s officers to acquire import-
ant knowledge or rare antiquities, then the Lore
domain skill can be used to delegate that task. But if
doing so is merely difficult, then the officers should
undertake that task themselves.

Lore can be used to learn an opposed domain’s
secrets when those secrets are explicitly magical, such
as the nature of supernatural attacks or defenses, or
the presence of any famous magic items or artifacts
in a domain’s arsenal. Likewise, the presence and
features of extraordinary units in a domain’s army is
something a Lore test can ferret out.
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OPERATIONS

Associated Character Skills: Athletics, Insight

Operations represents a domain’s ability to muster
new units, as well as to perform many of the basic
functions of maintaining a domain. This is intended
to be a catchall domain skill for any activity the
players or GM might think of that doesn’t easily fit
into another skill.

BUILDING FORTIFICATIONS
Heroic organizations and NPC realms can acquire
strongholds and other fortifications during the
course of a campaign in any number of ways.
The characters might seize enemy fortifications
after a successful battle (or have their own fortifi-
cations seized by a villainous realm), claim fortifi-
cations as a reward for adventuring, or find some
other means of acquiring an existing fortified site.

A domain can also build specific battle-ready
fortifications (as discussed in Fortifications in the
Warfare chapter) in any space on a battlefield the
domain controls. Doing so during intrigue requires
a successful Operations test made as a domain
action. A successful DC 11 test is required to build a
stone fence, while a successful DC 13 test is required
to build a tower. Multiple fences and towers can
then be put together in different configurations to
build castles, keeps, and other fortifications.

The GM decides the time scale it takes to build a
fortification, but here are some typical guidelines:

¢ If the Operations test to build the fortification
succeeds by 5 or more, the fortification is built
at the end of the current domain turn, or after 1
week if the domain is not in intrigue.

If the Operations test succeeds by 4 or fewer,

the fortification is built at the end of the next

domain turn, or after 2 weeks if the domain is

not engaged in intrigue.

e If the Operations test fails by 4 or fewer, the
domain’s fortification is still constructed, but it
takes 3 domain turns (or 3 weeks) to do so.

e If the test fails by 5 or more, the fortification can’t

be built, and the players or the GM must wait for

a new domain turn (or for 1 week to pass if not

engaged in intrigue) before they can try again.

MUSTERING UNITS

A domain’s officer can use a domain action during
intrigue to muster a new unit. The Operations skill
covers this activity, though an Operations test is
normally not required unless the GM feels there’s
a chance that the mustering might fail. This new
unit belongs to the officer who mustered it. An
officer can control a number of units equal to their
proficiency bonus.

The units an officer musters can be from any
ancestry the GM agrees that character has access
to, and which conform to the rules for unit depen-
dency. (See Building an Army on page 100 in the
Warfare chapter for information on ancestries,
unit dependency, and much more.)

Units mustered through alliances and Diplomacy
tests are controlled by a character but not owned
by that character. They return to their home NPC
realm after the battle in which they are used.

MODIFYING UNITS

A domain can spend money to upgrade a unit’s
equipment from light to medium, medium to heavy,
and so forth. This requires a domain action and is
considered a use of the Operations skill, but nor-
mally no Operations check is required. A domain
can upgrade as many units as are controlled by the
officer using a domain action. Upgrades to a unit
can be made to any level a domain can afford, from

light to super-heavy.

Upgrade from... | Cost

Light to medium 500 gp x the tier of the unit
1,000 gp x the tier of the unit

2,000 gp x the tier of the unit

Medium to heavy

Heavy to
super-heavy

A domain cannot upgrade a unit that was
mustered through alliances and other Diplomacy
checks. Likewise, levies cannot have their gear
upgraded. Upgraded units retain their original tier.

DiISBANDING UNITS

Eventually, a domain will max out the number
of units it controls, making it impossible to mus-
ter any new units. When this happens, a domain

can disband any number of units to free up space
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in its army. This isn’t an action, but is simply an
order an officer can issue under the umbrella of the
Operations skill. The domain does not regain any
money spent on equipment upgrades for units that
are disbanded.

SPECIAL UNITS

Every type of domain has an action it can use

to summon a special unit consisting of rare and
powerful creatures. These include such units as
the Crew, a unique group of roguish heroes that
an underworld syndicate organization can muster;
the drake-mounted knights known as the Praetores
Draconis, mustered by a draconic empire realm;
and many more. See Heroic Organizations (page
31) and NPC Realms (page 65) later in this chap-
ter for full details.

A domain can muster a special unit once per
intrigue. If an attempt to muster a special unit
fails, additional attempts can be made in the same
intrigue until successful. When the battle in which a
special unit is used ends, the unit leaves the control
of the domain, heading off on important business,
returning to its home plane, and so forth. A special
unit can be mustered again during a new intrigue,
responding when duty calls.

A domain can make use of other special units in
addition to the unit it can muster, by making use
of the Diplomacy domain skill (as discussed earlier
in this chapter). By talking to the leaders of NPC
realms, the players (and their enemies) can see if
those realms are willing to lend their own special
units for a battle.

BEYOND INTRIGUE

The Operations domain skill covers many mun-
dane activities outside of intrigue, including
building roads or watchtowers, sending out a unit of
scouts to explore the local wilderness, and so forth.
Anything a domain might reasonably be able to do
but which isn’t covered by another domain skill can
be accomplished using Operations.

DOMAIN DEFENSES

Every domain has three defenses, all of which can
be targeted by an opposing domain: Commu-
nications, Resolve, and Resources. Defenses

operate at one of seven levels, each of which has

a name and a numerical rating from 3 to -3. A
defense’s level represents how robust and functional
that defense is at any given moment. Each defense
also has a numerical score used as the DC for the
domain skill test of an opposed domain wanting to
sabotage that defense.

At each level above normal (level 0), the level
benefits for a defense are cumulative with the levels
below. For example, if a domain’s Communications
levels are unbreakable (level 3), that domain gains
all the bonuses for secure, coded, and unbreakable
Communications. Similarly, at each level below
normal (level 0), the level penalties for a defense are
cumulative with the levels above.

At the beginning of intrigue, all of a domain’s
defenses start at level 0. The players and the
GM can use domain actions during intrigue to
raise the level of a domain’s defenses or to lower
the levels of an opposed domain’s defenses (see
Adjusting Defense Levels on page 19). The
level of any defense cannot be increased above
3 or decreased below —3.

Once intrigue ends, and after any final battle
between the characters’ organization and the
villainous realm is over, the defense levels of both
domains slowly return to normal, moving one step
closer to 0 each week.

COMMUNICATIONS

The Communications defense is a measure of how

rapidly and accurately information is transmitted
between a domain’s officers and followers. Every
domain, from a hard-as-nails mercenary company
to a grove of peaceful druids, relies on its network
of followers, retainers, and servants to accomplish
its goals. And without effective communications,
those goals can ecasily break down.

Communications directly affects an army’s ability
to coordinate its activities. When Communications
is high, an army can efficiently maneuver into a
better starting deployment—the arrangement of
units under the warfare rules. (See the Warfare
chapter for more information.) If Communications
is poor or compromised, a domain’s enemies know
what its officers and agents are doing, and can
interfere with deployment by sending false signals
to the domain’s units.




COMMUNICATIONS LEVELS

Level Effect

3 Unbreakable
2 Coded

1 Secure

0 Normal

=1 Compromised
-2 Garbled
-3 Broken

Unbreakable (3). At the end of the next deploy-
ment, this domain chooses any allied infantry or
artillery unit on the battlefield, then moves that unit
to any unoccupied space on the battlefield.

Coded (2). At the end of the next deployment,
this domain chooses two allied units in any rank on
the battlefield and swaps those units’ locations.

Secure (1). At the end of the next deployment,
this domain chooses an allied unit in any rank and
moves that unit into any adjacent space.

Normal (0). No effect.

Compromised (-1). At the end of the next
deployment, the opposed domain chooses one of
this domain’s units in any rank on the battlefield
and moves it into any adjacent space.

Garbled (-2). At the end of the next deploy-
ment, the opposed domain chooses one of this
domain’s cavalry units, which is removed from
battle and does not deploy until the end of the first
round of battle.

Broken (-3). At the end of the next deploy-
ment, the opposed domain chooses two of this
domain’s infantry units, which are removed from
battle and do not deploy until the end of the first
round of battle.

RESOLVE

Resolve measures the commitment that the follow-

ers of a domain have to its cause, and depends on
many factors—including how well those followers
understand the domain’s cause. A domain’s follow-
ers and army, by default, share the philosophy of
the domain’s officers and leaders, whatever that phi-
losophy is. For example, the followers of an arcane

order domain value neutrality and knowledge,
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while the soldiers of a despotic regime domain revel
in the glory and victories produced by their iron-
fisted leaders.

A domain’s Resolve has a direct effect on its
officers. If everyone working for the domain is
committed and engaged, it makes training easier
and gives followers hope and confidence in victory.
But the reverse is equally true. If everyone working
for a domain is convinced of the domain’s immi-
nent failure, it makes training more exhausting and
affects officer confidence. High Resolve means that
a domain’s officers are energized, coordinated, and
convinced of victory, granting benefits to those
officers in combat against the officers of an opposed
domain. Poor resolve means that officers are dis-
tracted and tired, and their performance against
foes from an opposed domain will suffer.

RESOLVE LEVELS

Level Effect

3 Zealous

2 Fanatic

1 Loyal

0 Normal
-1 Discontented
-2 Rebellious
-3 Revolt

Zealous (3). During any combat against ofhi-
cers of an opposed domain, each of this domain’s
officers has advantage on attack rolls until the end
of their first turn.

Fanatic (2). As a reaction when an enemy starts
their turn during the first round of any combat
against officers of an opposed domain, one of this
domain’s officers who has not yet acted can cast a
spell or make a weapon attack.

Loyal (1). The speed of each of this domain’s
officers increases by 10 feet during the first round of
any combat against officers of an opposed domain.

Normal (0). No effect.

Discontented (-1). The speed of each of this
domain’s officers decreases by 5 feet during the
first round of any combat against officers of an
opposed domain.




Z DN DD\ D DN\ D

Rebellious (-2). During any combat against
officers of an opposed domain, the first saving throw
made by one of this domain’s officers against a spell
or effect directed by an enemy has disadvantage.

Revolt (-3). The first attack roll made by each
of this domain’s officers during any combat against
officers of an opposed domain has disadvantage.

RESOURCES

The wealth of a domain is measured as Resources,

though this defense represents more than just
money. Resources includes whatever a domain
values and collects, whether gold, knowledge,
secrets, or things more esoteric. When a domain’s
Resources is high, it directly affects the gear of that
domain’s units, granting them improved power or
damage. Poor Resources affects morale. Troops that
haven’t been fed or whose armor and weapons are
in dire need of repair become agitated.

RESOURCES LEVELS

Level Effect
3 Booming
2 Abundant
1 Surplus
0 Normal
-1 Low
-2 Poor
-3 Bankrupt

Booming (3). During the first round of battle,
each of this domain’s artillery units that inflicts
casualties inflicts 1 extra casualty.

Abundant (2). Each of this domain’s cavalry
units has advantage on Power tests until the end of
the first round of battle.

Surplus (1). Each of this domain’s infantry units
has advantage on Power tests until the end of the
first round of battle.

Normal (0). No effect.

Low (-1). Each of this domain’s artillery units
has disadvantage on Morale and Command tests
until the end of the first round of battle.

Poor (-2). Each of this domain’s cavalry and
aerial units has disadvantage on Morale and Com-
mand tests until the end of the first round of battle.

Bankrupt (-3). Each of the domain’s infantry
units has disadvantage on Morale and Command
tests until the end of the first round of battle.

DOMAIN SIZE

Size determines how far a domain’s power extends,
and the size of the power die used by the domain’s
officers. Size is a relative measure of the reach and
influence of a domain, though not an absolute
measure of an area of land the domain controls.

In one GM’s campaign, where the map covers a
whole region hundreds of miles across, a size 3
domain might extend its influence for 60 miles out
from its stronghold. In another campaign that takes
place entirely in one district in a large city, a size 3
domain might cover only a few blocks.

An organization starts at size 1 if the characters
are its founders (but might start at a larger size if
the GM has the characters take over an established
organization). Every time the characters’ orga-
nization defeats another domain, the organi-
zation’s domain size increases by 1. The size of
the organization’s power die likewise increases, and
the organization gains more development points to
spend on the party sheet, as shown on the Domain
Size table. (See Development Points ecarlier in this
chapter for more information.)

A domain cannot have a size greater than 5.
However, at the GM’s discretion, an organization of
domain size 5 can still continue to gain new devel-
opment points by defeating villainous realms.

Villainous realms are not built the same way the
characters’ organization is. The size of a villain-
ous realm is thus determined by the GM. (See
Building a Villainous Realm on page 28 for
full information.)

DOMAIN SIZE

Domain Size | Power Die Development Points
1 d4 8 (starting points)
2 dé +8
3 d8 +8
4 d10 +8
5 di12 +8




DOMAIN POWERS

Domain powers represent the new features that a
domain’s officers earn as a result of the research and
training they do with their agents. The officers of a
thieves’ guild work and train with their bravos and
apprentice thieves, and as a result, become better at
what they themselves do. Likewise, the stewards of a
druid circle spend time between adventures study-
ing, tending to nature, and training their acolytes,
and so gain greater insight into the summoning of
nature spirits.

Each type of domain—both heroic organizations
and NPC realms—grants a number of unique
domain powers, whose mechanics are broken out
in the domain type’s description. But all domain
powers rely on the use of a shared resource—a
pool of power dice.
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POWER DICE

Each officer in a domain—player characters and the

villain and lieutenants of an opposed domain alike—
gets one power die, with the die type determined by
the domain’s size (see above). Any officer can choose
to roll their power die immediately after they roll ini-
tiative at the start of any combat (no action required).
Once a power die is rolled, it cannot be rolled again
until the officer who rolled it finishes an extended
rest. (An extended rest is defined in Strongholds &
Followers as 1 week of study and training spent at the
stronghold of the officer’s domain. The GM might
use this as a guideline, or set some other parameters
for what an extended rest means in the campaign.)
Each domain power allows the officers in the
player characters’ organization to use some or all of
the dice in their shared pool to produce crazy new
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effects in combat. At the same time, the officers of a
villainous realm will use their own domain pow-
ers and power dice to fuel their domain’s push for
victory over the characters.

Any power dice that aren’t used are removed
from a domain’s pool at the end of the combat in
which they were rolled.

For example, Anna, Lars, Grace, and Tom are
playing the officers in a thieves’ guild (one of the
options for an underworld syndicate organiza-
tion; see page 61). They’re just starting out, so
cach of their characters has a d4 power die. In a
fight against a local enemy thieves’ guild (an NPC
realm) known as the Clock, Lars waits until initia-
tive is determined, and decides to roll his power
die, getting a 3. He adds this to the empty pool on
the party sheet.

Following suit, the other officers, including offi-
cers of the Clock, all decide to roll their power dice.
Anna rolls a 4, Tom a 1, and Grace another 4, all
of which are added to their pool. The heroes’ pool
now has four dice in it: a 1, a 3, and two 4s. Which-
ever hero acts first can take any or all of those dice
out of the pool, depending on which domain power
they intend to use.

Rolling power dice together in the same com-
bat provides a potential benefit by increasing the
number of dice in the pool, and increased chances
of high rolls. But some players might want to not
roll their power dice, so as to save them for another
upcoming combat. Likewise, the GM might decide
to not roll power dice even when the players are,
if they think their villainous officers will face the
characters again before everyone has time to take
an extended rest.

DECREMENTING

When a player or GM activates a domain power,
the rules for that power sometimes instruct them

to decrement the power die, usually at the end of
cach turn of the character who used the power.
Decrementing the power die means to decrease the
number on the die by 1. When a power die showing
a | is decremented, the die is spent and the power

activated with that die is no longer in effect.
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If a domain power that calls for decrementing a
power die has been used and is currently active on
an officer, that power cannot be activated again for
the same officer until the power die being decre-
mented is spent.

VILLAINOUS
AND NPC REALMS

The player characters’ enemies also run their own
domains, known as villainous realms. A villainous
realm is run by a leader, whose chief agents are
known as lieutenants. Leaders and lieutenants are
the domain’s officers, and are referred to specifi-
cally by certain domain features.

BUILDING A
VILLAINOUS REALM

The GM builds villainous realms in much the same

way the players build the characters’ organization.
However, the process for the GM has more options,
and allows for the creation of a domain that is
larger than the size 1 domain the characters must
start with. GMs can establish realms at the start of
the campaign or at any point within it, and NPC
and villainous realms can rise, fall, and evolve as
the GM sees fit.

A GM builds a villainous realm using the
following process:

* The GM picks a domain type from the NPC
Realms section, or a domain and a specializa-
tion from the domain types presented in the
Heroic Organizations section (both of which
follow later in this chapter). This allows for the
creation of nefarious holy churches, druid circles,
and mercenary companies, in addition to the
traditionally antagonistic realms of despotic
regimes, fey courts, and others.

The GM chooses the domain size of the vil-
lainous realm. In most cases, it’s best to set the

realm’s size within 1 of the size of the charac-
ters’ organization by the time both sides get
into an intrigue.
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* The GM spends development points improving
the villainous realm’s skills and defenses. The
GM has a number of points to spend equal to 8 x
the villainous realm’s domain size.

* The GM picks stat blocks for the villainous
realm’s leader and lieutenants, and gives one of
the domain’s titles to the leader. (If the domain
has been chosen from the NPC Realms section,
it has only one title.) The lieutenants of the realm
do not get titles (because the GM already has
enough to worry about), but all officers might
have access to the realm’s domain powers and
domain features.

e The GM picks a stronghold for the

villainous realm.

For example, consider a group of heroes running
a size 2 holy church. With that organization’s latest
foes vanquished, the GM wants to reveal the vam-
pire Countess Sanguin’s villainous realm, which has
observed the characters’ last battle from the shad-
ows and wants to remove the threat their organiza-
tion poses. The GM knows that Sanguin’s servants
include vampire spawn, wights, and other undead,
so they make the villainous realm an undead
dominion (page 86). Since Sanguin’s domain has
been established for some time, the GM makes it
size 3. It poses a threat to the heroes’” organization,
but not an overwhelming one.

The GM then spends 24 development points to
improve the undead dominion’s domain skills and
defenses, using the same party sheet the players
use for the characters’ domain. They choose the
vampire stat block for Countess Sanguin and give
her the deathlord title. The GM gives Sanguin
three vampire spawn licutenants and names each
of them, then gives the undead dominion a strong-
hold: an ancient castle.

BUILDING AN NPC REALM

Building an NPC realm is easier than building a

during a battle, but the GM can easily set that up
without finalizing all of an NPC realm’s stats. (That
said, a GM is free to flesh out any NPC realm with
the same level of detail as a villainous realm—espe-

cially if the NPC realm has enemy potential!)

The baseline process for creating an NPC

realm 1s as follows:

As with creating a villainous realm, the GM
picks either a domain and a specialization from
the Heroic Organizations section or a domain
from the NPC Realms section. This choice
doesn’t imply a specific role for the NPC realm,
though, which might be friendly or antago-
nistic toward the characters’ organization as

the GM decides.

The GM picks the NPC realm’s starting atti-
tude toward the characters’ organization, using
the table under Diplomacy in Domain Skills
(page 20). This attitude should be based on the
NPC realm’s history not just with the characters,
but also with domains similar to the charac-
ters’ organization.

The GM names the NPC realm’s leader. This
NPC doesn’t necessarily need a stat block, but it
helps to note a few details about their appearance
and personality.

The GM chooses the NPC realm’s domain size
(which need not bear any relationship to the

size of the characters’ organization), and picks a
stronghold the NPC realm controls.

The GM can freely swap out the special unit the
NPC realm can normally muster with a special
unit from another domain. Perhaps a fey court
of elves in the campaign has a roguish flair and
is able to bring together the Crew (normally
associated with an underworld syndicate domain)
instead of the Court Jesters.

For example, consider a GM who wants to

create a domain of secluded stone giants living in

the mountains near the characters’ stronghold.

heroic organization or a villainous realm, because

The GM begins with the giant jarldom NPC realm
NPC realms don’t directly influence intrigue or and gives the i1solationist giants a suspicious atti-
battles. They might be persuaded by the characters’ tude toward the characters. Smallfolk warred with

organization or the villainous realm to lend aid

the giants centuries ago, and while the humanoids




might have forgotten that past, the stone remem-
bers. The stone giants are led by Jarl Klanga. She’s
young and defensive minded, after her parents died
in the same landslide that resulted in her losing an
arm. The GM decides the realm doesn’t hold much
influence given their isolationist nature, and gives it
a size of 1. The domain has a stronghold: a moun-
tain fortress called Citadel Adamantine.

CREATING NPC
REALMS TOGETHER

In a campaign in which the GM enjoys letting

the players join in on the fun of setting creation,

it can be cool to let each of the players design an
NPC realm for the GM to use. The GM can assign
each of the players a domain size and an attitude
that their NPC realm has toward the characters’
organization, then let them determine the rest of
the details. The players get in on the fun of building
the easiest type of domain, and the GM has to do
less work. Win-win!

GMs might find that their worlds include a villain-
ous or NPC domain that's not an automatic fit for
any of the concepts this book provides. For exam-

ple, consider a campaign that features a powerful
faction of gnolls. Even though there’s no NPC realm
set up as a gnoll war band, there's almost certainly
another domain that fits. If the gnolls are proud
warriors, the GM can use the orc clan domain and
call it something else. If the gnolls are religious
zealots, their domain could be built as a hidden
cult religious order. Or for gnolls with a culture of
invention and innovation, the gnomish kingdom
might be a perfect fit!

Likewise, GMs shouldn't feel locked into build-
ing NPC realms based on ancestry. The goblinoid
realm in a campaign doesn't have to be a goblinoid
coalition domain. The GM can make it an arcane
order, a despotic regime, an undersea colony, or
whatever makes sense for their world.




hen a group of characters

| founds a domain, the play-

| ers choose one of the eight
organization types described
in this section. Each organi-

| zation features three special-

izations that the players also
choose from, creating a wide range of possibilities
for the heroes’ domain.

Though this section is primarily for player char-
acters, and is written to speak to the players, a GM
can also use the domains presented in this section
to create enemy and NPC realms.

GAINING NEW PROFICIENCIES
If a character gains a proficiency from a domain

title that they already gain from another source,
that character can take another proficiency of the

ST
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same kind (skill or tool) instead.
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ADVENTURING PARTY

Mercenaries. Troubleshooters. Rag-tag heroes
trying to get by—except “heroes” might not be
quite the right word. Your characters have banded
together as an adventuring party, a haphazard
group of individuals traveling the realm with a
common goal. Though you might not be the most
diplomatic or noble of groups, you get the job done
when it counts. It just might be a bit... messy.

Skills Defenses
Diplomacy: -1
Espionage: +0
Lore: +1 Resources: 10
Operations: +2

Communications: 11
Resolve: 12




LA DN D AD)

Y aNn SV NS Y ) S ¥ e

DOMAIN TITLES

Adventuring party officers gain access to the

following titles, each of which grants a character
the noted additional features.

Cap’n. You add your proficiency bonus to your
initiative rolls. Additionally, when you hit a crea-
ture with an attack, each ally who can hear you
and 1s within 5 feet of you gains a bonus to weapon
damage rolls against the target creature equal to
half your proficiency bonus (rounded down). This
bonus lasts until the start of your next turn.

Doc. You gain proficiency in the Medicine skill
and proficiency with an herbalism kit. Whenever
you take a long rest, you can craft two potions of
healing during the rest using the supplies in an
herbalism kit. Potions created this way are effective
only if consumed within 24 hours of their creation.

Know-It-All. You gain proficiency in the His-
tory and Nature skills. Additionally, as a reaction
when you roll initiative, you can make an Intelli-
gence (Nature) check to identify the weak points of
one creature you can see. The DC for this check 1s
equal to 10 + half the creature’s challenge rating
(rounded down). On a success, you gain a bonus
to attack rolls against that creature equal to your
proficiency bonus, and which lasts for 1 minute.

Smart Mouth. You gain proficiency in the
Intimidation and Persuasion skills. Additionally,
you can try to catch an enemy off-guard at the
start of combat with your quips. As a reaction
when a hostile creature you can see rolls initiative,

The Ratcatchers unit card
“The Ratcatchers” “

i
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eAdaptable

sScouts

eMagical Adepts
eInto the Breach (R)
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you reduce that creature’s initiative by a number
equal to your Charisma modifier.

Weirdo. You gain proficiency in the Arcana
skill, and you know a number of spells equal to
your Intelligence modifier. These spells can be
from any spell list, but they must be 3rd level or
lower and have the ritual tag. Intelligence is your
spellcasting ability for these spells. You can cast
cach of these spells once as a ritual, and regain the
ability to do so when you finish a long rest.

Additionally, you can cast the counterspell spell,
and regain the ability to do so when you finish a
long rest.

DOMAIN POWER

Adventuring party officers gain access to the
following domain power.

Never Tell Me the Odds. When you take an
action or a bonus action that forces at least one
creature to make a saving throw, you can take a
power die from your domain’s pool and add twice
the number on the die to the saving throw DC.
You can use this feature after affected creatures
have rolled their saving throws.

DOMAIN FEATURES

Adventuring party officers gain access to the
following domain features.

Call in a Favor. As a domain bonus action, your
adventuring party can petition an NPC realm for
their domain special unit. Make a Diplomacy test
targeting the NPC realm, with a DC determined
by the realm’s attitude toward your domain as
shown on the following table.

Attitude Diplomacy DC
Hostile 18
Suspicious 15
Neutral 13
Friendly 10
Allied 8

To Arms, Fellow Adventurers (Special
Unit). As a domain action, you make a DC 13
Operations test. On a success, you muster the
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Ratcatchers—a special unit of adventurers just like
you! (See the Warfare chapter for full details on
how to read a unit card.)

SPECIALIZATION

When you found your adventuring party, you’ll also

choose a specialization. Are you an explorers’ soci-
ety, dedicated to seeking out the unseen frontiers of
the world? Are you a mercenary company, complet-
ing dangerous jobs for coin? Or maybe you're just

a band of disorganized misfits, doing all you can to
help those in need?

DISORGANIZED MISFITS

You're ... well, you're trying your best. You might
not be the most disciplined or most knowledgeable.
You all fight a lot and rarely agree on anything.
But you’re hard to kill. More importantly, though,
you all have good hearts, and you're willing to do
whatever it takes to help those in need.

Skill and Defense Bonuses

Operations: +1 Resolve: +1

DOMAIN POWER
Disorganized misfits officers gain access to the
following domain power.

Avenge Me. When an officer in your domain
that you can see within 30 feet of you is reduced to
0 hit points by a creature, you can use your reaction
to swear vengeance. Take any number of power dice
from your domain’s pool. You and each ally you can
see within 30 feet of you gain a bonus to damage
rolls against the creature that dropped your officer
equal to the total of the power dice. This bonus lasts
as long as the officer is dying or dead, or until the
end of the encounter, whichever comes first.

DOMAIN FEATURES
Disorganized misfits officers gain access to the
following domain features.

Like in the Great Stories. As a domain action,
you make a DC 14 Operations test. On a success,
your domain’s Resolve level increases by 2 until
the end of the intrigue. Additionally, the next
time an opposed domain makes a test to lower
one of your domain defenses, the test is made with
disadvantage.

Whatever It Takes. At the end of the next
deployment, you can make a DC 15 Operations
test as a domain bonus action. On a success, units
deployed in your vanguard gain the following trait
until the end of the battle:

Walk It Off. The first time this unit would
become broken as a result of an inflicted
casualty, the unit can make a DC 13 Morale
test. On a success, the unit does not break this
round, regardless of the number of casualties
it suffers.

EXPLORERS' SOCIETY

As the name suggests, your adventuring party

is a band of explorers, dedicated to traversing
uncharted forests and plumbing the depths of mys-
terious caverns in search of new discoveries.

Skill and Defense Bonuses
Lore: +2

DOMAIN POWER
Explorers’ society officers gain access to the
following domain power.

What Does This Button Do? Your curiosity
gets the better of you as you explore. When you
take the Use an Object action, you can remove one
power die from your domain’s pool and trigger an
effect. Roll a d10 and consult the Button Effects
table to determine the nature of the effect.

BUTTON EFFECTS

d10 | Effect d10 | Effect
1 |Energy burst 6 |Magic investment
2 |Arcane surge 7 |Light blades
3 | Shadow infusion 8 |Energy shield
4 | Destructive force 9 |Bold energy
5 | Weakening energy | 10 |Rejuvenating aura

Energy Burst. An overload of magical energy
hits you, dealing force damage equal to 1d6 + the
number on the power die.

Arcane Surge. You are infused with shimmer-
ing arcane energy. For 1 minute, all your attacks
deal extra force damage equal to twice the number
on the power die.
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Never Tell Me the Odds. When you take an action or a bonus action that forces at least one creature to make a saving throw, you
can take a power die from your domain’s pool and add twice the number on the die to the saving throw DC. You can use this feature
after affected creatures have rolled their saving throws.

(=]
Call in a Favor. As 2 domain bonus action, your adventuring party can petition an NPC realm for their domain special unit. Make

- a Diplomacy test targeting the NPC realm, with 2 DC determined by the realm’s attitude toward your domain as shown in the
~ following list: hostile: 18, suspicious: 15, neutral: 13, friendly: 10, allied: 8.

- To Arms, Fellow Adventurers (Special Unit). As a domain action, you make a2 DC 13 Operations test. On a success, you muster
| the Ratcatchers—a special unit of adventurets just like you! (See page 32 in Kingdoms & Warfare for this unit's card.)
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Adventuring party sheet
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Shadow Infusion. You are infused with shad- walking into. As a domain action, make a DC
owy arcane energy. For 1 hour, your hit point max- 16 Lore test. On a success, each of your domain’s
imum is reduced by the number on the power die, defense levels increases by 1 until the end of the
but you gain a bonus to your attack and damage current intrigue.

rolls equal to twice the number on the power die.

MERCENARY COMPANY

Destructive Force. A wave of destructive ) y ) ’
I You're a team of soldiers for hire, fighting the
energy can be directed toward a foe. Choose a

: e battles no one else wants to. For the right price
hostile creature within 30 feet of you. The creature G

: of course.
takes necrotic damage equal to 10 X the number on

th die.
R Skill and Defense Bonuses

Weakening Energy. Enfeebling energy sud- .
Operations: +1 Resources: +1

denly washes over you. For 1 minute, you have a
penalty to saving throws equal to the number on

DOMAIN POWER

the power die. M M ) h
Magic Investment. Magical energy refines a D e S Ca e P
. . o following domain power.
gem or art object you carry, increasing its gp value Fichtine Dirtv. Befi k
by 250 x the number on the power die. el fip i 2 el U AR e

Light Blades. Magic manifests around you as sl a;ttack, B I;ISC albonli)sl oo tal;get p
spinning blades of light. You and each creature e opp(?nent e s.pots, e
A ! ) a more challenging attack but dealing more dam-
within 30 feet of you must make a Dexterity saving Tak Yie f 4 o ey
throw with a DC equal to 8 + the number on the aBe. SAKS 2 POWEL e O Y o O e Ea

" . subtract the number on the die from your attack
power die. A creature takes radiant damage equal

6 A il e e G el roll. If the attack hits, it deals extra damage equal
save, or half as much damage on a success. (o e numberonueRoMERIC

Energy Shield. Shiclding energy surrounds you. DOMAIN FEATURES

For 1 minute, your AC increases by the number on Mercenary company officers gain access to the
the power die. following domain features.

Bold Energy. Emboldening energy washes over Can We Get a Raise? As a domain action,
you. You gain temporary hit points equal to 5 * the make a DC 14 Operations test. On a success,
number on the power die. choose one of the following benefits:

Rejuvenating Aura. A rejuvenating aura e Until the end of the next battle, each officer has

a +1 bonus to weapon attack and damage rolls.
(The GM can rule that this bonus ends if it takes

spreads out around you. Choose a number of crea-
tures equal to the number on the power die that

you can see within 30 feet of you (including you if t0o long for the next battle to happen.)

you choose). Each creature regains all its hit points. « The next time you muster a cavalry or artil-

DOMAIN FEATURES lery unit, you can also muster an additional

Explorers’ society officers gain access to the infantry unit.

following domain features. * Each infantry unit you muster from now until
IS entWeinderNondadventarcsihave the start of the next battle has its experience

provided you a wealth of knowledge regarding the increased one level.

strange and arcane. If your domain’s Communica- You can use this feature multiple times, but

tions level is 2 or higher at the start of a battle, each must pick a different benefit each time. The

unit your domain controls has advantage on Power DC increases by 2 for each successive use.

tests to resist battle magic during that battle. Survive Till Payday. If your domain’s Resolve
Research, Research, Research. If your time level is 2 or higher at the start of a battle, each unit

spent delving through dungeons has taught you your domain controls has advantage on Power tests

anything, it’s that it pays to know what you’re to resist battle magic during that battle.
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MARTIAL REGIMENT

Armed to the teeth and with battle strength to
match, your characters have come together to form
a martial regiment. All of you are skilled warriors,
willing to fight the battles others shirk from. And
while your group might not always act as the most
subtle of organizations, you are well-known for your
tactical strategy and efficiency in combat.

Skills Defenses
Diplomacy: +1 Communications: 12
Espionage: +0 Resolve: 11

Lore: -1 Resources: 10

Operations: +2

DOMAIN TITLES

Martial regiment officers gain access to the
following titles, each of which grants a character the
noted additional features.

Ambush Captain. You gain proficiency in the
Stealth skill, and you can use a bonus action to
take the Hide action. Additionally, when you hit a
creature with a weapon attack and have advantage
on the attack roll, the attack deals one additional
weapon die of damage.

Bravura Commander. You gain proficiency in
the Persuasion skill. Additionally, when a creature
within 30 feet of you that can hear you makes a
saving throw to avoid being charmed, frightened,
or stunned, you can use your reaction to roll a d4
and add the result to the creature’s saving throw.
You use this reaction after the saving throw is made
but before the result is known.

Field Medic. You gain proficiency in the Med-
icine skill. Additionally, when a creature within 5
feet of you takes damage, you can use your reaction
to make a Wisdom (Medicine) check. The DC of
the check is equal half the damage taken by the
creature or 10, whichever is higher. On a success,
the creature regains a number of hit points equal to
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Brute Force. When a creature you can see within 60 feet of you moves, you can use your reaction to take any number of power dice
from your domain’s pool and make one weapon attack against the creature. Add the total of the power dice to the attack roll, and to
the damage roll if the attack hits.

Armament. Once per intriguc as a domain bonus action, make a DC 15 Operations test. On a success, your domain’s Resolve
- level cannot be lower than 0 for the remainder of the intrigue.

- The Professionals (Special Unit). Asa domain action, make a DC 13 Operations test. On a success, you muster the
- Professionals, a special unit of heroic infantry. (See page 38 in Kingdoms & Warfare for this unit's card)
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5 + your character level, to a maximum of half the
creature’s hit point maximum.

Tactical Marshal. Your speed increases by 10
feet, you gain a +3 bonus to your passive Wisdom
(Perception) score, and difficult terrain no longer
impedes your movement. Additionally, as a bonus
action, you can choose one creature within 60 feet
of you that can hear you. That creature can imme-
diately move up to halfits speed without provoking
opportunity attacks.

War Mage. You gain proficiency in the Arcana
skill. As a bonus action, you can charge one melee
weapon you are holding with magical energy.
Choose one of the following damage types: acid,
cold, fire, lightning, radiant, or necrotic. While
charged in this way, the weapon is magical and
deals an extra 1d4 damage of the chosen type. This
benefit lasts for 1 minute, or until you either end it
as a bonus action or stop touching the weapon.

Additionally, when you hit a creature or object
with a weapon charged in this way, you can cast
dispel magic from the weapon to affect the target.
Intelligence is your spellcasting ability for the spell.
You can’t cast the spell again in this way until you
finish a long rest.

DOMAIN POWER

Martial regiment officers gain access to the
following domain power.

Brute Force. When a creature you can see
within 60 feet of you moves, you can use your reac-
tion to take any number of power dice from your
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The Professionals unit card

als” .
—— ;M;

domain’s pool and make one weapon attack against
the creature. Add the total of the power dice to the
attack roll, and to the damage roll if the attack hits.

DOMAIN FEATURES

Martial regiment officers gain access to the

following domain features.

Armament. Once per intrigue as a domain
bonus action, make a DC 15 Operations test. On
a success, your domain’s Resolve level cannot be
lower than 0 for the remainder of the intrigue.

The Professionals (Special Unit). As a domain
action, make a DC 13 Operations test. On a suc-
cess, you muster the Professionals, a special unit of
heroic infantry. (See the Warfare chapter for full
details on how to read a unit card.)

SPECIALIZATION

When you found your martial regiment, you’ll also

choose a specialization. Are you a localized regi-
ment, keeping your homes safe as members of a city
watch? Are you members of a military squadron,
striking as a crew of highly skilled experts on the
most dangerous battlefields? Or are you perhaps a
knightly order, united by your dedication to a creed
or religion?

CiTYy WATCH

You might not be the best trained or most efficient
of soldiers. But as members of a city watch, you are
dedicated to protecting the place you call home—no
matter the cost.

Skill and Defense Bonuses

Communications: +1 Resources: +1

DOMAIN POWER
City watch officers gain access to the following
domain power.

Steel Resolve. When you fail a saving throw to
avoid being charmed, frightened, knocked prone,
paralyzed, poisoned, or stunned, you can take a
power die from your domain’s pool and add the
number on the power die to your saving throw.

ZDS DD\ D DI
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DOMAIN FEATURES
City watch officers gain access to the following
domain features.

Community Effort. Once per intrigue as a
domain reaction in response to failing a Diplomacy
test, you can immediately make an Operations test
with a DC equal to 5 + half the DC of the Diplo-
macy test (rounded down). On a success, you treat
the failed Diplomacy test as a success.

They Will Not Breach This Wall. As a
domain action, make a DC 15 Operations test. On
a success, you gain the resources to bolster your
city’s defenses. At the start of the next battle, each
fortification you're defending gains additional hit
points equal to your domain’s Resolve level.

KNIGHTLY ORDER

Knightly orders are composed of warriors united
under a single ideal. Some have religious ties, while
others ascribe to more abstract creeds not bound to
any church. Regardless of its members’ affiliation,
though, every knightly order delineates a certain
sense of honor and pride.

Skill and Defense Bonuses
Diplomacy: +1 Resolve: +1

DOMAIN POWER

Knightly order officers gain access to the following
domain power.

Sworn to Protect. As a bonus action, take a
power die from your domain’s pool and add the
number on the die to your AC. Additionally, allied
creatures within 15 feet of you gain a bonus to
saving throws equal to the number on the power
die. At the end of each of your turns, decrement the
power die.

DOMAIN FEATURES
Knightly order officers gain access to the following
domain features.

Gallant Company. As a domain action, make
a DC 12 Diplomacy test targeting an NPC realm.
On a success, the NPC realm’s attitude toward
your domain improves one step and any special
units mustered from that realm gain a +2 bonus
to Defense and Morale in the next battle in which

they are used. Your domain can use this feature
only once on each NPC realm during an intrigue.

Stay Strong. If your domain’s Resolve level is
2 or higher at the start of a battle, each cavalry
unit your domain controls automatically succeeds
on Morale tests for the Rally maneuver during
that battle.

MILITARY SQUADRON

As members of a military squadron, you are an
archetypal team of soldiers. Though you can be
discreet when missions call for it, your main focus
is always on honing your deadly and precise skills
in combat.

Skill and Defense Bonuses
Espionage: +1 Operations: +1

DOMAIN POWER
Military squadron officers gain access to the
following domain power.

Skirmisher. As a bonus action, take a power die
from your domain’s pool. Your speed increases by
a number of feet equal to 5 x the number on the
die. While your speed is increased in this way, your
movement doesn’t provoke opportunity attacks,
and you gain a bonus to weapon damage rolls
equal to the number on the power die. At the end
of each of your turns, decrement the power die.

DOMAIN FEATURES
Military squadron officers gain access to the
following domain features.

No Mercy. If your domain’s Communications
level is 2 or higher at the start of a battle, all your
infantry units gain the following trait until the end
of the battle:

Take No Prisoners. When this unit makes an
attack that causes an opposed unit to break, the
unit can make one additional attack against any
adjacent unit.

The War Room Where It Happens. As a
domain action, make an Operations test against an
opposed domain’s Communications. On a success,
the opposed domain has disadvantage on tests
made to increase its Communications level for the

remainder of the intrigue.
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MERCANTILE GUILD

Your characters’ organization is built on the back of
economic prosperity, whether you acquire income
from producing, selling, or plundering goods. You
might be merchants, artisans, or pirates, looking to
expand and defend your empire of industry, and
with a network of agents ready to battle for profit.

Skills Defenses
Diplomacy: +1 Communications: 11
Espionage: +0 Resolve: 10

Lore: -1 Resources: 12

Operations: +2

DOMAIN TITLES

Mercantile guild officers gain access to the following
titles, each of which grants a character the noted

additional features.

Acquisitions Expert. You gain proficiency in
the Arcana skill. Additionally, if you are unable to
cast spells of 1st level or higher (either because you
have no spellcasting ability, you have expended all
your spell slots, or you have used all your innate
spells), you can cast the following spells using Intel-
ligence as your spellcasting ability:

At will: detect magic, identify

3/day each: charm person, comprehend languages,

unseen servant

1/day each: dispel magic, glyph of warding
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Chief of Security. When a creature within 5
feet of you makes an attack against a target other
than you, you can use your reaction to make a
melee weapon attack against that creature. If the
attack hits, it deals extra damage equal to your pro-
ficiency bonus.

Executive Manager. When a creature within
5 feet of you misses with an attack or fails a saving
throw, you can use your reaction to roll a d4 and
add the roll to the attack roll or saving throw.

Fixer. You gain proficiency in the Stealth skill.
Additionally, you can use a bonus action to take the
Dash, Disengage, or Hide action.

Safety Officer. While you are not unconscious,
you and friendly creatures within 10 feet of you
have advantage on saving throws against being
frightened. Additionally, as a bonus action, choose
an ally you can see within 30 feet of you. That ally
regains hit points equal to 1d4 + your domain size.
You can use this feature a number of times per day
equal to your Wisdom modifier (minimum one).

DOMAIN POWER

Mercantile guild officers gain access to the

following domain power.

Outgunned. When you miss with an attack, you
can take a power die from your domain’s pool and
add twice the number on the die to your attack roll.
Alternatively, when you hit with an attack, you can
take a power die from your domain’s pool and add
the number on the die to the attack’s damage roll.

Soldiers of Fortune unit card

eAdaptable
V\ eGuerillas
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DOMAIN FEATURES

Mercantile guild officers gain access to the following

domain features.

Soldiers of Fortune (Special Unit). Make a
DC 13 Operations test as a domain action. On
a success, you muster the Soldiers of Fortune, a
highly professional (and very expensive) special unit
of mercenaries. (See the Warfare chapter for full
details on how to read a unit card.)

Spared No Expense. At the start of a battle,
you can use a domain reaction to make a DC 14
Operations test. On a success, increase the levels
of two of your domain’s defenses by 1.

SPECIALIZATION

When you found your mercantile guild, you’ll

also choose a specialization. Are you a monopoly,
looking to not just dominate but to own an entire
industry? Are you a pirate band, sailing the seas
looking for loot and plunder? Or perhaps you're a
trade guild—a group of artisans banded together
to establish the best business deals and working
conditions?

MonNopPoLY

Your organization seeks to dominate the market,
squashing any resistance you encounter. As such,
you invest in making your enterprise the only
option, letting your expansionist views force pro-
spective competition to fold into your ranks or fight
you to survive. Depending on your market, you
might be viewed as an evil corporation or a force
of positive change. But at the end of the day, your
organization is going to come out on top.

Skill and Defense Bonuses
Espionage: +1 Resources: +1

DOMAIN POWER

Monopoly officers gain access to the following
domain power.

Action Plan. On your turn, you can take a
power die from your domain’s pool, then take one
additional action. You can add the number on the
power die to one attack roll or ability check made

&
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Outgunned. When you miss with an attack, you can take a power die from your domain’s pool and add twice the number on the die

to your attack roll. Alternatively, when you hit with an attack, you can take a power die from your domain’s pool and add the number
on the die to the attack’s damage roll.

Soldiers of Fortune (Special Unit). Make a DC 13 Operations test as a domain action. On a succcss; you muster the Soldiets of
Fortune, a highly professional (and vety expensive) special unit of mercenaties. (See page 41 in Kingdons & Warfare for this unit's
card.)

Spared No Expense. At the start of a battle, you can use a domain reaction to make a DC 14 Operations test. On a success,
increase the levels of two of your domain’s defenses by 1.




as part of that action, or increase the DC of a spell
cast during the action by the number on the die.

DOMAIN FEATURES
Monopoly officers gain access to the following
domain features.

Corporate Espionage. Once per intrigue as
a domain bonus action, make an Espionage test
against an opposed domain’s Communications.
On a success, the opposed domain has disad-
vantage on Espionage tests until the end of the
intrigue, and your domain’s Communications level
increases by 1.

Embargo. At the start of a battle, if your
domain’s Resources level is 2 or higher, choose
a number of infantry units an opposed domain
controls equal to your domain size. Each of those
units takes =2 to Attack and Defense until the end
of the battle.

PIRATE BAND

You are a pirate band, robbing others of their goods
to be resold as you see fit. Though you might ally
yourselves with other pirate crews, follow a code of
conduct, or work for governments as a privateer,
the members of your band are truly beholden only
to yourselves. Whatever the reasons you adopted

a life of piracy, your organization is viewed with

caution wherever you travel.

Skill and Defense Bonuses
Espionage: +1 Resolve: +1
DOMAIN POWER
Pirate band officers gain access to the following
domain power.

Pillage. As a bonus action, take a power die
from your domain’s pool and choose a power die
in the opposed domain’s pool showing a higher
number than the die you took. Add the opposed die
to your domain’s pool.

DOMAIN FEATURES
Pirate band officers gain access to the following
domain features.

Commandeer. Once per intrigue as a domain
bonus action, make an Espionage test against an

opposed domain’s Resources. On a success, the
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opposed domain’s Resources level decreases by 1,
and your domain’s Resources level increases by 1.
Fight Dirty. If your domain’s Resources level

1s 2 or higher at the end of deployment, choose a
number of infantry or artillery units equal to your
domain size. Each of those units gets a surprise
activation before the battle goes into initiative.
After this activation concludes, the battle plays out
as normal.

TRADE GUILD

You oversee a network of like-minded artisans who
pool their interests together for maximum potential.
You might own businesses, or you could facilitate
the businesses of others. Whatever the case, you
have many skilled individuals investing in your
organization to protect their own interests. While

a trade guild might seem harmless to a casual
observer, the number of resources at your disposal
can summon a threat to rival any ruling body.

Skill and Defense Bonuses
Diplomacy: +1 Resources: +1

DOMAIN POWER
Trade guild officers gain access to the following
domain power.

Healthcare. As a bonus action, take a power
die from your domain’s pool. You immediately
spend and roll a number of your Hit Dice equal to
the number on the power die, regaining hit points
equal to the total of Hit Dice rolled.

DOMAIN FEATURES
Trade guild officers gain access to the following
domain features.

Business Connections. Once per intrigue, you
can make a DC 13 Diplomacy test as a domain
bonus action. On a success, all of your domain’s
officers begin the next battle with their hit point
maximum and current hit points increased by 5 %
your domain size.

Well Fed. As a domain action, make a DC 13
Operations test. On a success, each of your infan-
try units gains a bonus to Morale equal to your
domain size until the end of the next battle.




MYSTIC CIRCLE

Your organization is an association of arcane

practitioners whose agents include wizards, sorcer-
ers, scribes, and sages. Not all your associates cast
magic—your order needs guards and spies as much
as anyone else—but every member of your mystic
circle respects the power of the magical arts. The
collections of scrolls and tomes in your libraries
contain knowledge that others seek, and unearthing
the secrets of your enemies isn’t so different from
uncovering forbidden spells.

Skills Defenses
Diplomacy: +0 Communications: 12
Espionage: +1 Resolve: 10

Lore: +2
Operations: -1

Resources: 11

DOMAIN TITLES

Mystic circle officers gain access to the following
titles, each of which grants a character the noted
additional features.

Augur. You have a second sight that grants you
limited precognition. You add your Intelligence
modifier to your initiative rolls. Additionally, if
you and any of your allies within 60 feet of you are
surprised when you roll initiative, you can choose
for you and your allies to not be surprised, and
for a number of enemies equal to the number of
characters in your party to be surprised instead.
You must finish a long rest before you can use this
feature again.

Bewitcher. You have advantage on Charisma
(Performance) checks. At the end of a long rest,
choose one enchantment or illusion spell you can
cast that requires concentration. That spell does
not require concentration until the end of your next
long rest.

Medium. When learning or preparing spells, all
necromancy spells are available to you, regardless
of whether they are on your class’s spell list.

Additionally, you can channel the waning life
force of a dying creature to aid an ally. When a
creature you can see with a challenge rating of 1 or
higher dies within 60 feet of you, another creature
of your choice that you can see within 60 feet of
you regains hit points equal to 1d4 X the dead crea-
ture’s challenge rating.
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~ Universal Energy Field. As an action, take a power die from your domain’s pool and recover a number of spell slots with a

[ combined level equal to the number on the powet die. None of the slots you recover can be 6th level ot higher.

* Alternatively, as a bonus action, you can take a powet dic from your domain’s pool and charge one weapon you ate holding with

{ ma%;ical energy. Choose one of the followinig damage ty%es: acid, cold, fire, ot lightning, Until the start of your next turn, the weapon
* deals extra damage of the chosen type equal to the number on the power die. X z -

Forgotten Rite of Animation (Special Unit). As a domain action, make a DC 13 Lore test. On a success, your domain’s
spellcasters weave an ancient spell to create a special unit of magical constructs called an Ersatz Infantry. These constructs could
be golems, animated suits of armor, or clockwork soldiers. (See page 46 in Kingdoms & Warfare for this unit's card.)

Untravel Sorcery. Once per intrigue as a domain bonus action, you can make a Lore test against an opposed domain’s
Communications to learn about the magical abilities of one of that domain’s officers. On a success, you learn what spells the
target knows and has prepated, and you have advantage on saving throws against spells and other magical effects used by that
officer until the end of the intrigue.
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Mystic circle party sheet



Shade. You gain proficiency in the Stealth and other magical effects used by that officer until
skill. While in darkness or dim light, you can turn the end of the intrigue.
invisible as an action. Anything you wear or carry
is invisible as long as it is on your person. This SPECIALIZATION
invisibility ends after 1 hour or if you enter an area When you found your mystic circle, you’ll also
of bright light. You must finish a long rest before choose a specialization. Are you an arcane order,
you can use this feature again. tirelessly seeking answers to the mysteries of the
Spellsword. You gain proficiency with martial universe? Are you a secret cabal, hiding your dark
weapons. Whenever you hit a creature with a melee schemes from the world? Or are you a theatrical
attack, you reduce that creature’s speed to 0 until troupe, using the art of magic to enhance your
the start of your next turn. performances?
DOMAIN POWER ARCANE ORDER

T, . . You are a public institution of magic, seeking to
Mystic circle officers gain access to the following P £ 8

B ioover expand the understanding of the cosmic forces

ekl D A I b e e e which ebb and flow through reality. You might be

! ! an arcane academy, a great library, or an assembl
power die from your domain’s pool and recover a 28 % Y

number of spell slots with a combined level equal to gfinotorioisimagesocalordslapproacvaition

. counsel, unless you prefer to stay neutral in mun-
the number on the power die. None of the slots you g YL Y

recover can be 6th level or higher. darsela

Alternatively, as a bonus action, you can take
2 I Skill and Defense Bonuses

a power die from your domain’s pool and charge
Lore: +1 Resources: +1

one weapon you are holding with magical energy.

Ch f the following d sacid
oose one of the following damage types: acid, DOMAIN POWER

cold, fire, or lightning. Until the start of your next ) a
g DAl Arcane order officers gain access to the following

turn, the weapon deals extra damage of the chosen )
E domain power.
type equal to the number on the power die.

Your Staffis Broken. As an action, take any

DOMAIN FEATURES number of power dice from your domain’s pool

and target an enemy spellcaster. That caster must

Mystic circle officers gain access to the following

! succeed on an Intelligence saving throw against
domain features. }
3 . 2 i : a DC equal to the total of the power dice or lose
pgegen Bite of Animadion (Special Unio), the ability to cast spells in any way for 24 hours
As a domain action, make a DC 13 Lore test. On Y P Y :

a success, your domain’s spellcasters weave an Ersatz Infantry unit card
ancient spell to create a special unit of magical
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constructs called an Ersatz Infantry. These con-
structs could be golems, animated suits of armor,

or clockwork soldiers. (See the Warfare chapter

for full details on how to read a unit card.) / ;smg.
Unravel Sorcery. Once per intrigue as a

domain bonus action, you can make a Lore test
against an opposed domain’s Communications

to learn about the magical abilities of one of that
eDamage Resistant
) eMagic Resistant
spells the target knows and has prepared, and you & *Dead

domain’s officers. On a success, you learn what

have advantage on saving throws against spells ==}
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This power doesn’t break the target’s concentration
on a spell already cast, or prevent the target from
taking actions that are part of an ongoing spell that
the target has already cast (such as call lightning).

DOMAIN FEATURES
Arcane order officers gain access to the following
domain features.

Find True Name. As a domain action, you
make a Lore test against an opposed domain’s
Communications. On a success, you learn the true
name of one of that domain’s spellcasting officers
of the GM’s choice, and during the next battle, that
officer has disadvantage on saving throws against
the Your Staff'is Broken domain power.

Midnight Oil. If you prepare spells and you
succeed on any Lore test made as a domain action,
you can then use a domain reaction to make a DC
12 Lore test. On a success, the number of spells
that all officers of your domain are able to prepare
the day of the next battle increases by 1.

Wards of Protection Against Missiles. If your
domain’s Communications level is 2 or higher at
the end of deployment, choose a number of units
equal to your domain size. The first time during
the battle that each chosen unit would be hit by an
Attack test from an opposed artillery or aerial unit,
that Attack test fails.

SECRET CABAL

Your organization is clandestine. People might
know you exist, but your work stays hidden to pro-
tect your members, keep your studies confidential,
or better allow you to pull strings from behind the
scenes. No matter what the reasons for your secrecy,
one thing is certain: You look out for your own first
and foremost.

Skill and Defense Bonuses
Espionage: +1 Communications: +1
DOMAIN POWER

Secret cabal officers gain access to the following
domain power.

Elemental Bargain. As an action, take a
power die from your domain’s pool and conjure an
elemental with a challenge rating equal to or lower
than the number on the die. The creature appears

in an unoccupied space that you can see within 30
feet of you. You mentally control the actions the
creature takes. It acts when it is summoned, and on
each of your turns thereafter.

Creatures summoned by this power disappear
when they are reduced to 0 hit points or after a
number of rounds equal to 1 + your domain size,
whichever comes first.

DOMAIN FEATURES
Secret cabal officers gain access to the following
domain features.

Curse of Vitiation. If your domain’s Commu-
nications level is 2 or higher at the start of a battle,
choose one lieutenant from an opposed domain.
That lieutenant has disadvantage on saving throws
during the battle.

We Were Never Here. As a domain action,
make a Lore test against an opposed domain’s
Communications. On a success, your domain’s
Communications level increases by 1 and
the opposed domain’s Communications level
decreases by 1.

THEATRICAL TROUPE

Magic and artifice have always gone hand in hand,
and the art of spellcasting makes for some impres-
sive stage effects. Whether you are a performance
company with an established base of operations

or a band of entertainers travelling far and wide,
you endeavor to make magic accessible to all! Your

organization doesn’t believe in keeping sorcery
hidden away in secluded towers, underground lairs,
or exclusive clubs. Showing magic to the world
encourages others to take up the art, dispels fears of
spellcasting, and can bring joy to the common folk.

Skill and Defense Bonuses
Diplomacy: +1 Operations: +1

DOMAIN POWER
Theatrical troupe officers gain access to the
following domain power.

Magic Misdirection. As an action, take a
power die from your domain’s pool and make a
Charisma check contested by one creature of your
choice that you can see. Add the number on the

power die to your check. On a success, the creature

R A
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is charmed by you until the end of your next turn. feet of you for 1 hour. This replaces any previous
While charmed in this way, the creature sees its links you made using this feature.

allies as enemies, and it must use its action before While a linked creature is within 100 feet of you
moving on its turn to make a melee weapon attack and one of you has to make an ability check or a
against an ally it can reach. If the creature has no saving throw, both of you roll the same check or
allies within reach, it takes no action on its turn. save. The creature making the check or save then

e el
DOMAIN FEATURES B e

; : The Pack Leader. As an action, you summon a
Theatrical troupe officers gain access to the : . ]
] 3 beast of your choice with a challenge rating equal
following domain features. S IR
g . to or lower than your domain size into an unoccu-

Combat Anthem. As a domain action, make a . s
) . pied space you can see within 30 feet of you. The

DC 12 Operations test. On a success, during the ) ) TAEE
k beast’s weapon attacks are magical, and it gains

next battle, you can choose a number of units your - e
{ i temporary hit points equal to 5 X your domain size.
domain controls equal to your domain size. Any . RRe
FLae s e R The beast acts on its own 1nitiative and under-
opposed unit has disadvantage on Morale tests
Pl? : 8 : . stands and follows your verbal commands. The
while adjacent to any selected unit, and any allied T
; . g beast follows your commands for 1 hour or until it
unit has advantage on Power tests while adjacent to . TkE! ! el
; 1s reduced to 0 hit points, at which point it disap-

any selected unit.

You Didn’t Hear This From Me. As a domain
action, make a DC 12 Diplomacy test. On a suc-

pears. You must finish a long rest before you can
use this feature again.

. The Primal. If you move at least 10 feet toward
cess, whenever you succeed on a Diplomacy test to !
X y oy a Huge or smaller creature, then hit that creature

muster a unit through an alliance, your domain’s ]
o . ) with a melee weapon attack on the same turn,
Communications level increases by 1 until the end ;
S the attack deals extra damage equal to twice your

of the intrigue. .
proficiency bonus and the target must succeed on

a Strength saving throw or be knocked prone. The
NATURE PACT SO b

DC for this saving throw equals 8 + your profi-

Your organization lives and thrives in the untamed ciency bonus + your Strength or Dexterity modi-
wilds, whether forests, deserts, tundra, or even fier, whichever is higher.
oceans. Nature cannot be controlled, but you The Speaker. You gain proficiency in the Per-
know how to channel primal magic. Barbarians, suasion skill. Additionally, as an action, you can
druids, rangers, beasts, and nature spirits are your select a number of willing creatures you can see
domain’s agents, and with these forces on your side, within 100 feet of you equal to your level + your
you are unstoppable. domain size. For 1 hour, any of these creatures and
you can speak telepathically to each other, singly or
Skills Defenses in groups, regardless of distance.
Diplomacy: +1 Communications: 10 The Stalwart. As an action, you grant yourself
Espionage: +0 Resolve: 12 and one ally you can see temporary hit points equal
Lore: +2 Resources: 11 to 5 X your domain size. You must finish a long rest
Operations: -1 before you can use this feature again.
DOMAIN TITLES DOMAIN POWER

Nature pact officers gain access to the following Wi gt eiiliad zig alasan (o Lt ol llowing

titles, each of which grants a character the noted dlowmeiln [por e

e Vine Entrapment. As a bonus action, take a

The Connected. Nature links a companion’s power dic from your domainfs pooliand chegie

senses with your own. As an action, you can link aiercature withini3 OfeesofS SRS

yourself to a willing creature you can see within 30 see Thatcreatime St RS e
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throw with a DC equal to 10 + the number on the
power die. On a failure, thorny vines erupt from
the ground and wrap around the creature, which
1s restrained for a number of rounds equal to the
number on the power die. A restrained creature
can use an action to make a Strength (Athletics)

or Dexterity (Acrobatics) check against the save
DC. On a success, the creature ends the restrained
condition but takes piercing damage equal to 1d10
x your domain size.

DOMAIN FEATURES

Nature pact officers gain access to the following
domain features.

Frog of War (Special Unit). As a domain
action, make a DC 16 Lore test. On a success, you
summon the Frog of War, a special unit thatis a
single massive amphibian ready to devour enemies
of nature. (See the Warfare chapter for full details
on how to read a unit card.)

Natural Disaster. Once per intrigue as a
domain bonus action, you can make a Lore test
against an opposed domain’s Resources. On a
success, the opposed domain’s Resources level
decreases by 2.

A REGULAR, LIGHT, FROG, INFANTRY
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TRAITS

eMagic Resistant
*Hop

+Gulp

The Frog of War unit card
SPECIALIZATION

When you found your nature pact, you’ll also

choose a specialization. Are you a barbarian tribe, ' l
escaping the conventions and customs of settled life

by making your own rules in the wild? Are you a

druid circle, living as an extension of the natural (
world and unable to fathom a home anywhere else?

Or are you a hunter conclave defending nature

from evil’s corruption and industry’s greed?

AN




Espionage 9 £28) Power Dic

Lore = ® | Communications

Operations Resolve

~Resources

Vine Entrapment. As a bonus action, take a power die from your domain’s pool and choose a creature within 30 feet of you that
you can see. That creature must make a Dexterity saving throw with a DC equal to 10 + the number on the power die. On a failure,
thorny vines etupt from the ground and wrap around tﬁe creature, which is restrained for a number of rounds equal to the number
on the power die. A restrained creature can use an action to make a Strength (Athletics) or Dextetity (Acrobatics) check against the
)] save Dg On a success, the creature ends the restrained condition but takes piercing damage equal to 1d10 your domain size.

Frog of War (Special Unit). As a domain action, make a DC 16 Lore test. On a success,

I ~ of War, a spcc1al unit that is a single massive amphlblan ready to devour enemies of nature. (See page 49 in Kingdoms & Warfare
| for this unit's card.)

- Natural Disastet. Once per intrigue as a domain bonus action, you can make a Lote test against an opposed domain’s Resoutces.
On a success, the opposed domain’s Resources level decreases by 2.

Nature pact party sheet
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BARBARIAN TRIBE Skill and Defense Bonuses
Power, ferocity, and strength define the barbarian Espionage: +1 Lore: +1
warriors who make up your organization, allowing

DOMAIN POWER

you to push through enemies and knock all obsta-

cles out of your path. Druid circle officers gain access to the following
domain power.
Skill and Defense Bonuses Primal Conjuration. As an action, take a
Operations: +1 Resolve: +1 power die from your domain’s pool and conjure a
beast, a fey, or a plant creature (your choice) with a
DOMAIN POWER challenge rating equal to or lower than the num-
Barbarian tribe officers gain access to the following ber on the power die. The creature appears in an
domain power. unoccupied space that you can see within 30 feet of
Impenetrable Defense. As a bonus action, take you. You mentally control the actions the creature
a power die from your domain’s pool and select a takes. It acts when it is summoned, and on each of
number of creatures within 15 feet of you equal your turns thereafter.
to the number on the power die. Until the end of Creatures summoned by this power disappear
your next turn, any damage each of those creatures when they are reduced to 0 hit points or after a
takes is reduced by the number on the power die. number of rounds equal to 1 + your domain size,

whichever comes first.

DOMAIN FEATURES

Barbarian tribe officers gain access to the following DOMAIN FEATURES
Alormretin RS Druid circle officers gain access to the following

Ready to Slay. If your domain’s Resources domain features.
level is 2 or higher at the start of a battle, when- Eagle Eye. Make an Espionage test against an
ever a unit your domain controls is attacked by an opposed domain’s Resources as a domain action.
opposed unit, the target unit can use its reaction On a success, you increase your domain’s Gom-
to make an attack against the opposed unit. This munications level by 1, and you learn the ability
feature can be used a number of times during the scores, AG, hit points, traits, and action options of
battle equal to your domain size. one lieutenant from the opposed domain.

Trial by Pyre. As a domain action, make an Torrential Terrain. If your domain’s Com-
Operations test against an opposed domain’s munications level is 2 or higher at the end of
Resolve. On a success, reduce the target domain’s deployment, select a number of spaces on the
Resolve level by 1 and select one of that domain’s battlefield equal to your domain size. These spaces
lieutenants. That lieutenant is vulnerable to fire contain rain until the end of the battle. Any unit
damage until the end of the intrigue. Additionally, your domain controls ignores the effect of rain in
each time that lieutenant takes fire damage until these spaces.
the end of the intrigue, they become frightened HUNTER CONCLAVE

of the source of the damage until the end of their Wori el o Ihbsrier Goralne, vbede mers s zre

e dedicated to taking on aberrations, monstrosi-
DRUID CIRCLE ties, undead, and other unnatural creatures that
As the leaders of a druid circle, you gain the alle- threaten the wilds.

giance of beasts, plants, and even the elements to

your cause. Your agents learn how to use terrain to Skill and Defense Bonuses

their advantage, hiding in plain sight and creating Diplomacy: +1 Espionage: +1

an information network unlike any other.
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DOMAIN POWER DOMAIN TITLES

Hunter conclave officers gain access to the following

: Noble court officers gain access to the following
domain power. . :
. R titles, each of which grants a character the noted
Rapid Assault. When you hit with a weapon e
: additional features.

attack, you can use a bonus action to take a power :
{ o : . Court Mage. You must have the Spellcasting
die from your domain’s pool and immediately . e
3 feature to claim this title. You can cast the detect

make another attack with the same weapon. The X . ; :
magic spell at will, without expending a spell slot.

attack has a bonus to the attack and damage roll e
: Additionally, you have one extra spell slot of the

equal to the number on the power die. : .
highest spell level you can cast, to a maximum of

DOMAIN FEATURES 5th level.
Hunter conclave officers gain access to the following Court Minstrel. You have advantage on
domain features. Charisma (Performance) checks. Additionally, you
Marked Targets. If your domain’s Commu- know the vicious mockery cantrip and can cast it as a
nications level is 2 or higher at the end of deploy- bonus action. Charisma is your spellcasting ability
ment, select a number of opposed units equal to for this cantrip.
3 + your domain size. The next Attack test made High Priest. Once per turn when you damage
against any chosen unit by a unit your domain a creature with an attack or a spell, you can choose
controls has advantage. another creature you can see within 30 feet of you.
Ruinous Fire. As a domain action, make The chosen creature gains temporary hit points
an Espionage test against an opposed domain’s equal to 1d6 x your proficiency bonus.
Communications. On a success, at the end of the Master Assassin. You gain proficiency in the
next deployment, select a number of that opposed Stealth skill. Additionally, whenever you hit with a
domain’s units equal to your domain size. Those light weapon or a ranged weapon, you gain a bonus
units cannot move during the first round of to damage rolls equal to your proficiency bonus.
the battle. Master-at-Arms. You gain proficiency in

the Athletics skill. Additionally, you learn a fighting
N OBLE Co URT style of your choice from the fighter’s Fighting Style

feature in the core rules.

A noble court domain is unique among the orga-

nizations in this section, as it allows the characters The Lancers unit card
to take responsibility for governing a land and the
citizens who live and work there. (And if your noble o o J —r/\”-

court reaches size 5, it could become a kingdom!
Yay, it’s the title of the book!) Farmers, smiths,
carpenters, and shepherds might be the agents of

* [ -
' k J “The Lancers” .
~ E (.) | ,\v’v

S IVZAE;

a rural noble court, while clockmakers, luthiers,

U

butchers, or musicians might serve you in a city. ﬂj
Whoever your followers are, they all look to you for !
guidance and protection. o~ TRAITS
/ eAdaptable
. , eManeuver: “Lancers! Flank them!” (R)
Skills Defenses ¢ °“Follow the Standard!”
Diplomacy: +2 Communications: 10 i
Espionage: +0 Resolve: 12 -
Lore: -1 Resources: 11

Operations: +1




DOMAIN POWER

Noble court officers gain access to the following
domain power.

Mantle of Authority. The burden of leadership
passed down from your forebears allows you to call
upon their strength in battle. As a bonus action,
take a power die from your domain’s pool and add
half the number on the die (rounded up) to one of
your ability scores. This can increase your ability
score above 20. At the end of each of your turns,
decrement the power die.

DOMAIN FEATURES

Noble court officers gain access to the following
domain features.

Prepare the Steeds (Special Unit). As a
domain action, make a DC 13 Operations test. On
a success, you muster the Lancers, a special unit of
skilled equestrians. (See the Warfare chapter for
full details on how to read a unit card.)

Skilled Negotiators. Once per intrigue as
a domain bonus action, you can make a Diplomacy
test to gain a special unit from an NPC realm.
On a success, the unit also has its casualty die

increased one step.

SPECIALIZATION

When you found your noble court, you'll also

choose a specialization. Are you a court of war,
focused on growing your holdings and resources
through military might? Are you a political admin-
istration, engaging in trade and detente to provide
for your people? Or are you a regent state, hon-
oring the traditions of your land and the family
that leads it?

COURT OF WAR

Your noble court focuses on conquest, seeking
growth through martial power. Like the subjects of
so many great empires, your people are kept happy
through the prosperity gained by annexing new

1
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Mantle of Authority. The burden of leadership passed down from your forebears allows you to call upon their strength in battle.
As a bonus action, take a power die from your domain’s pool and add half the number on the die (rounded up) to one of your
ability scores. This can increase your ability score above 20. At the end of each of your turns, decrement the power die.

Prepare the Steeds (Special Unit). As a domain action, make a DC 13 Operations test. On a success, you muster the Lancers, a
special unit of skilled equesttians. (See page 52 in Kingdoms & Warfare for this unit's card.)

Skilled Negotiators. Once per intrigue as a domain bonus action, you can make a Diplomacy test to gain a special unit from an
NPC realm. On a success, the unit also has its casualty die increased one step.

_ Officer Reaction: [RI[P] R & B
-1 +0] |+1] |+2 +3 +4 -
1] [+of [+1] |+2 || +3 7 10| [11] [12] |13] [14 15 16 1
1] [+0] [+1] |+2 ||+3 7 10| | 11| |12] |13] |14 15 16 17
I ol [ [z 3 e 0] [11 1% {3 14 15 16 7|

Noble court party sheet
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territory. But those you conquer might view your DOMAIN POWER
actions as those of a tyrant rather than a hero. Political administration officers gain access to
the following domain power.
Skill and Defense Bonuses Timely Aid. As a reaction to a successful attack
Operations: +1 Resolve: +1 made against a creature you can see within 30 feet
of you, take a die from the power pool. Until the
DOMAIN POWER end of its next turn, that creature gains a bonus
Court of war officers gain access to the following to its AC (including against the triggering attack)
domain power. equal to the number on the power die. Addition-
Conqueror. As a bonus action, take a power ally, the creature regains hit points equal to the
die from your domain’s pool. Until the end of your number on the power die.

next turn, you gain a bonus to weapon attack rolls

DOMAIN FEATURES

equal to the number on the power die, your speed o o : .
Political administration officers gain access to

increases by 10 feet, and your movement doesn’t

o A the following domain features.

Diplomacy for Intel. As a domain action,

DOMAIN FEATURES make a DC 15 Diplomacy test. On a success, your
Court of war officers gain access to the following domain’s Communications level increases by 1, and
domain features. you can make Diplomacy tests in place of Espio-
Forewarned is Forearmed. Once per intrigue, nage tests until the end of the intrigue.
as a domain reaction when an opposed domain Enchantment Economy. As a domain action,
musters a special unit, you can make a DC 13 make a DC 14 Diplomacy test. On a success, all
Operations test. On a success, you increase your officers in your organization have advantage on
domain’s Communications level by 2. saving throws against spells and other magical
Outmaneuvered. If your domain’s Commu- effects during the next combat against the officers
nications level 1s 2 or higher at the end of deploy- of an opposed domain.

ment, choose a number of opposed units equal to

REGENT STATE

your domain size. Each of those units must make .
A regent holds power in trust to someone else,

a DC 15 Command test. If a unit fails the check,
you can move one of your deployed units into any

usually an absent monarch or an heir too young to
rule. But a regent can also hold power in trust to the

unoccupied space next to that unit. # : ) ;
people, always working to act in their best interests.

POLITICAL ADMINISTRATION Regents concern themselves first with their people’s
Your organization is focused on the skills and tra- well-being, and work hard to establish justice, pros-
ditions of statecraft. Its officers are politicians first, perity, and security.
pulling strings and manipulating neighbors, gather-
ing favors and making deals. You prefer to use your Skill and Defense Bonuses
diplomatic skills to avoid war—but if that proves Resolve: +1 Resources: +1
impossible, you ensure that the battle happens on
your terms, surrounded by allies while your enemy DOMAIN POWER
stands alone. Regent state officers gain access to the following
domain power.
Skill and Defense Bonuses Voices of the Past. Past custodians of your
Diplomacy: +2 domain answer your call for aid. As an action,

take a power die from your domain’s pool and

conjure a celestial or an undead (your choice)
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with a challenge rating equal to or lower than the DOMAIN TITLES

number on the power die. The creature appears B : A

. P ppee Religious order officers gain access to the following

in an unoccupied space that you can see within 30 : ;

; titles, each of which grants a character the noted

feet of you. You mentally control the actions the .

e additional features.

creature takes. It acts when it is summoned, and . ]

Conduit. You know the thaumaturgy cantrip.

on each of your turns thereafter. . :

g ) Additionally, as an action, you can channel the

Creatures summoned by this power disappear i

i power of your faith to become a sacred vessel,

when they are reduced to 0 hit points or after a e )

R manifesting one of the following effects that you

number of rounds equal to 1 + your domain size, =

: choose when you take this title:
whichever comes first.

Light. You emit an aura of divine light in a

DOMAIN FEATURES 15-foot radius. Choose a number of creatures
Regent state officers gain access to the following that you can see in the area. Each creature
domain features. must succeed on a Constitution saving throw
Backdoor Negotiations. As a domain reaction with a DC equal to 8 + your proficiency bonus
when an opposed domain gains a special unit from + your Constitution modifier or be blinded for
an NPC realm, make a Diplomacy test against the 1 minute. An affected creature can repeat this
opposed domain’s Communications. On a success, saving throw at the end of each of its turns,
the NPC realm doesn’t send the special unit to aid ending the effect on itself on a success.
the opposed domain, and the NPC realm’s attitude Darkness. You emanate a 15-foot-radius sphere
toward your domain improves one step. of magical darkness for 1 minute. The sphere
Volunteer Blacksmiths. As a domain action, moves with you and spreads around corners,
make a DC 13 Operations test. On a success, any and its area is heavily obscured for all crea-
levies you muster before the end of intrigue start tures except you.

with heavy equipment. Once you manifest your chosen effect, you can’t

do so again until you finish a short or long rest.

R ELIGIOUS O RDER Crusader. You have advantage on Wisdom

Your characters have formed a religious order, saving throws and death saving throws, and you
assembled in service to a higher power such as a regain the maximum number of hit points from
god, archfiend, or unfathomable elder entity. You any effect that restores hit points.
are no stranger to poring over ancient scriptures, Herald. You gain proficiency in the Persuasion
and you can mobilize your tight-knit community skill. Additionally, you can cast sanctuary and calm
of acolytes, priests, and champions to care for the emotions once each, and regain the ability to do
poor and vulnerable, defend the faith, or conduct so when you finish a long rest. Charisma is your
occult rituals. Whether congregating beneath spellcasting ability for these spells.
the scintillating glow of stained glass windows or Omen. As an action or a bonus action, you utter
engaging in lost rites before ancient altars, your a loud, empowering chant. The first creature you
faith is strong, and you know that through prayer, hit with a weapon attack before the start of your
all things are possible. next turn takes an extra 1d8 radiant or necrotic
damage from the attack (your choice). If you use
Skills Defenses a bonus action to chant again on your following
Diplomacy: +0 Communications: 11 turn, the extra damage increases to 2d8. If you use
Espionage: -1 Resolve: 12 a bonus action to chant for three or more turns in
Lore: +2 Resources: 10 a row, the extra damage increases to a maximum
Operations: +1 3d8, and you have advantage on attack rolls until

the start of your next turn.




\ \

\\
AN '—xr‘g\l«'

7

N
5

ri
er

~
-
K

Prophet. When a creature you can see within
30 feet of you makes a saving throw, you can use
your reaction to grant that creature advantage
on attack rolls and saving throws (including the
triggering saving throw) until the start of your

next turn.

DOMAIN POWER

Religious order officers gain access to the following

domain power.
Beseech the Most High. You can summon
servants of your higher power to aid you in battle.

As an action, take a power die from your domain’s

pool and conjure an aberration, a celestial, or a
fiend (your choice) with a challenge rating equal
to or lower than the number on the power die.
The creature appears in an unoccupied space
that you can see within 30 feet of you. You men-
tally control the actions the creature takes. It acts
when it is summoned, and on each of your turns
thereafter.

Creatures summoned by this power disappear
when they are reduced to 0 hit points or after a
number of rounds equal to 1 + your domain size,

whichever comes first.
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Bescech the Most High. You can summon setvants of your higher power to aid you in battle. As an action, take a power dic from your domain’s <&
pool and conjute an aberration, a celestial, ot a fiend (your choice) with a challenge rating equal to ot lower than the number on the power die.
The creature appeats in an unoccupied space that you can see within 30 feet of you. You mentally control the actions the creature takes. It acts when

it is summoned, and on each of your turns thereafter. Creatures summoned by this power disappeat when they are reduced to 0 hit points or after <A
a number of rounds equal to 1 + your domain size, whichever comes first.

Consult the Scriptures. Once per intrigue, you can make a DC 14 Tore test as a domain bonus action. On a success, you can
bless one unit your domain controls of your choice, granting it a bonus to Attack tests equal to your domain size and advantage on
Power tests to resist battle magic. This bonus lasts until the end of the next battle.

Spread the Holy Word (Special Unit). Make a DC 15 Diplomacy test as 2 domain action. On a success, you muster the
Crusadets, a special unit of devout watriors. Additionally, at the end of deployment, you can choose one of an opposed domain’s
Tier I units. That unit’s casualty die is decreased one step. (See page 59 in Kingdoms & Warfare for this unit's card.)
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Religious order party sheet



The nature or specialization of your religious order
has no bearing on which type of planar creature—
aberration, celestial, or fiend—you can summon
with the Beseech the Most High power. Think
outside the box! Your holy church might petition

a righteous deity for aid and be granted command
of a monstrous devil bound by hallowed chains.
Likewise, your hidden cult might worship an arch-
devil that torments souls in an eldritch demiplane,
conjuring an aberration onto the battlefield from

a portal of writhing tentacles.

DOMAIN FEATURES

Religious order officers gain access to the following

domain features.

Consult the Scriptures. Once per intrigue,
you can make a DG 14 Lore test as a domain
bonus action. On a success, you can bless one unit
your domain controls of your choice, granting it
a bonus to Attack tests equal to your domain size
and advantage on Power tests to resist battle magic.
This bonus lasts until the end of the next battle.

Spread the Holy Word (Special Unit). Make
a DC 15 Diplomacy test as a domain action. On a
success, you muster the Crusaders, a special unit of
devout warriors. (See the Warfare chapter for full
details on how to read a unit card.) Additionally,
at the end of the next deployment, you can choose
one of an opposed domain’s Tier I units. That unit’s
casualty die 1s decreased one step (minimum d4).

SPECIALIZATION

When you found your religious order, you’ll also

choose a specialization. Are your rituals taboo or
even illegal, forcing you to operate from the shad-
ows as a hidden cult? Does your god command you
to grow their faith by operating as a holy church,
sending missionaries throughout the land? Or per-
haps you're part of a monastic order, guarding
ancient secrets in some secluded domain of faith?

HIDDEN CuLT
Society is rife with close-minded individuals who
disapprove of your causes or your methods, so you

[
l /J VETERAN, MEDIUM, HUMAN, INFANTRY
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Crusaders unit card

must conduct your rituals in secret. The agents of
your hidden cult are everyday people—acolytes and
blacksmiths, guards and government officials—who
mask their true natures behind ceremonial garb
and closed-door meetings. Your stronghold is likely
a front for occult activity, and your allies are won
through temptation, manipulation, and intimi-
dation. And though you try to keep a low profile,
conflict is sometimes inevitable.

Skill and Defense Bonuses

Espionage: +1 Lore: +1

DOMAIN POWER

Hidden cult officers gain access to the following

domain power.

Penance. As a bonus action, take a power die
from your domain’s pool and choose an enemy
creature you can see within 60 feet of you. The tar-
get takes necrotic or radiant damage (your choice)
equal to double the number on the power die at the
start of each of its turns, and its speed 1s reduced
by a number of feet equal to 5 X the number on the
power die. At the end of each of your turns, decre-
ment the power die.

DOMAIN FEATURES
Hidden cult officers gain access to the following
domain features.

Blood Sacrifice. As a domain action, destroy
one unit you control. At the start of the next battle,

choose a number of units you control equal to
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your domain size. Each unit has its casualty die
increased one step.

Poison the Well. Once per intrigue as a domain
reaction when an opposed domain makes an
Operations test, make an Espionage test against
the opposed domain’s Resources. On a success,
the opposed domain’s Resources level decreases by
1, and your domain’s Resolve level increases by 1.

HoLy CHURCH

As a devout group of worshipers, you act as the
instruments of a god. Your agents are dedicated
and organized, proudly proclaiming their faith

to would-be converts and constructing gleaming
temples to receive them. Your clothing or armor is
emblazoned with the holy symbol of your deity as a
reminder that your cause has been ordained by the
ultimate authority.

Skill and Defense Bonuses
Diplomacy: +1 Resources: +1

DOMAIN POWER

Holy church officers gain access to the following
domain power.

Turn the Tide. As a bonus action, take any
number of power dice from your domain’s pool
and multiply their total by your domain size. You
can restore a number of hit points equal to that
number, divided among any number of creatures
of your choice that you can see (including yourself)
within 60 feet of you.

DOMAIN FEATURES
Holy church officers gain access to the following
domain features.

Having the Gods on Our Side. Once per
intrigue as a domain reaction when an opposed
domain musters a unit from another domain, make
a Diplomacy test against the opposed domain’s
Communications. On a success, the opposed
domain fails to muster the unit.

Resplendent Armor. As a domain action,
make a DC 13 Operations test. On a success, at
the end of the next deployment, choose a number

of units equal to your domain size. Each of those
units gains +2 to Defense and has its casualty die
increased one step. These benefits last until the end
of the battle.

MONASTIC ORDER

As a monastic order, you create a secluded com-
munity devoted to a cause, doctrine, or philosophy.
Your agents are servants, scholars, and sages who
renounced the world in favor of a nobler path.
Monasticism is a way of life, full of strict regi-
mens designed to hone the body, mind, and spirit.
But though you spend your days in peaceful med-
itation, your order’s arduous training makes you a
dangerous weapon.

Skill and Defense Bonuses
Lore: +1 Operations: +1

DOMAIN POWER

Monastic order officers gain access to the following
domain power.

Quaking Fist. When you hit a creature with a
melee attack, take any number of power dice from
your domain’s pool. You push the target of your
attack away from you a number of feet equal to 5 x
the total of the power dice. If the target’s movement
1s stopped early by a wall or other surface, the tar-
get takes 1d6 bludgeoning damage for every 5 feet
it was pushed, and is knocked prone.

DOMAIN FEATURES
Monastic order officers gain access to the following
domain features.

Ancient Archives. Once per intrigue, you can
make a DC 13 Lore test as a domain action. On a
success, all officers gain a bonus to saving throws
against spells and other magical effects equal to
your domain size during the next combat against
officers of an opposed domain.

Iron Will. If your domain’s Communications
level is 2 or higher at the end of deployment, choose
a number of units equal to your domain size. Each
of these units has advantage on Morale tests for the

Rally manecuver until the end of the battle.




UNDERWORLD SYNDICATE

Your organization is an underworld syndicate
acting from the shadows, running agents who
might be thugs, spies, killers, or cutpurses. The
resources you control put you in a perfect position
to undertake clandestine activities, morally
ambiguous deals, and jobs not for the faint of
heart. You go in, you get the job done, and you
get out again, all without anyone knowing. Or, if
you're especially good at what you do, you'll leave
everyone thinking someone else was responsible.

Skills Defenses
Diplomacy: +0 Communications: 12
Espionage: +2 Resolve: 10

Lore: -1 Resources: 11

Operations: +1

DOMAIN TITLES

Underworld syndicate officers gain access to the
following titles, each of which grants a character the

noted additional features.

Enforcement. You gain proficiency with light,
medium, and heavy armor. Additionally, any enemy
within 5 feet of you has disadvantage on melee
attacks against any of your allies within 5 feet of you.

Narcotics. You have advantage on saving throws
against poison. Additionally, when a creature within
3 feet of you that you can see is reduced to 0 hit
points but not killed outright, you can use your reac-
tion to give that creature a stimulant. The creature
regains a number of hit points equal to 1d8 + your
proficiency bonus, and gains a number of tempo-
rary hit points equal to 10 + your character level.

Negotiations. You gain proficiency in the Per-
suasion skill. You can make a Charisma check with
advantage, and can do so again after you finish a
long rest.

Additionally, you can cast the disguise self and
suggestion spells, requiring no material components.
Charisma 1s your spellcasting ability for these spells.
You can cast each spell once in this way, and regain
the ability to do so when you finish a long rest.

Operations. As an action, choose one ally and
one enemy, each of which is within 30 feet of you
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- Find Weakness. As a bonus action, take a power die from your domain’s pool. One target of your choice that you can see takes a
| penalty to AC equal to the number on the power die until the end of yout next turn.
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Plans within Plans. Once per intrigue as a domain bonus action, you can make an Espionage test against an opposed domain’s

~ Communications. On a success, you raise your domain’s Communications level by 1 and decrease the opposed domain’s
| Communications level by 1.
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. The Crew (Special Unit). As a domain action, make a DC 13 Operations test. On a success, you mustet the Crew, a special unit
of thieves, fighters, bandits, and brawlers who have low morale and are hard to command—but who fight like demons.
(See page 63 in Kingdoms & Warfare fot this unit's card.)
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and that you can see. The ally can use a reaction
to move their speed and make a weapon attack
against the enemy. If the attack hits, the enemy is
knocked prone.

Records. You gain proficiency in the Arcana
skill. Additionally, if you are unable to cast spells
of Ist level or higher (either because you have no
spellcasting ability, you have expended all your
spell slots, or you have used all your innate spells),
you can cast the following spells using Intelligence
as your spellcasting ability:

At will: detect magic, mage hand, minor illusion

3/day each: comprehend languages, disguise self,

Jaerie fire

1/day each: invisibility, locate object

DOMAIN POWER
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The Crew unit card

line of professional killers? Are you an official spy
network, your existence known to the general public

Underworld syndicate officers gain access to the
following domain power.

Find Weakness. As a bonus action, take a
power die from your domain’s pool. One creature
of your choice that you can see takes a penalty to
AC equal to the number on the power die until the
end of your next turn.

DOMAIN FEATURES

even as your work is shrouded in mystery? Or are
you a down-and-dirty thieves’ guild, taking on any
jobs for the right price?

ASSASSINS' COLLEGE

Assassination is a most misunderstood art. You kill
people for money, sure—but only certain people
and only under certain circumstances. There are
rules, after all, and new assassins must learn those

Underworld syndicate officers gain access to the
following domain features.

Plans within Plans. Once per intrigue as a
domain bonus action, you can make an Espionage
test against an opposed domain’s Communications.
On a success, you raise your domain’s Communica-
tions level by 1 and decrease the opposed domain’s
Communications level by 1.

The Crew (Special Unit). As a domain action,
make a DC 13 Operations test. On a success, you
muster the Crew, a special unit of thieves, fighters,
bandits, and brawlers who have low morale and are
hard to command-—but who fight like demons. (See
the Warfare chapter for full details on how to read
a unit card.)

SPECIALIZATION

rules at the hands of masters.

Skill and Defense Bonuses
Espionage: +1

Resources: +1

DOMAIN POWER
Assassins’ college officers gain access to the
following domain power.

Assassin’s Strike. When you hit with a weapon
attack, take all the power dice from your domain’s
pool. The target of your attack must make a Con-
stitution saving throw with a DC equal to 12 plus
your domain size. On a failure, the target takes
extra damage equal to 3 x the total of the dice.
On a success, the target takes extra damage equal
to the total of the dice.

DOMAIN FEATURES

When you found your underworld syndicate, you’ll
also choose a specialization. Are you a venerable
and prestigious assassins’ college, training a proud

Assassins’ college officers gain access to the
following domain features.
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Looks Like We Need a New Boss. As a
domain reaction when an opposed domain makes
an Operations test, you can make an Espionage
test against the opposed domain’s Resolve. On a
success, the opposed domain makes the Operations
test with disadvantage.

The Best There Is. If your domain’s Resolve
level is 2 or higher when one or more of your
officers roll their power dice, choose a number of
power dice equal to your domain size. Increase
each of these dice to their maximum value.

SPY NETWORK

As part of a covert team of spies, you gather intel-
ligence and engage in clandestine activities for a
government, a specific organization—or the highest
bidder. Your agents are well trained and savvy, able
to operate in even the most challenging conditions.

Skill and Defense Bonuses
Diplomacy: +1 Espionage: +1

DOMAIN POWER
Spy network officers gain access to the following
domain power.

Traitor. As an action, select a creature that
1s not another domain’s leader that you can see
within 30 feet of you, and take all the power dice
from your domain’s pool. If the target’s current
hit points are equal to or less than the total of the
power dice X your domain size, the target turns
traitor and serves you as a retainer, or is revealed

to secretly already be in your service.

DOMAIN FEATURES
Spy network officers gain access to the following
domain features.

Create Vulnerability. Once per intrigue, if
your domain’s Communications level is 2 or higher,
you can choose one opposed domain’s lieutenant
and one damage type. That lieutenant is vulner-
able to that damage type until the end of the next
combat involving that lieutenant.

False Orders. As a domain action, make

an Espionage test against an opposed domain’s

Communications. On a success, at the end of the
next deployment, you can move one of the opposed
domain’s Tier I artillery or infantry units to any
space on your side of the field. You can use this fea-
ture multiple times to affect additional units in the
same battle.

THIEVES' GUILD

Your organization is a second-story crew, focusing
on getting into where you don’t belong, taking what
1sn’t yours, and earning your well-deserved rewards.
You’re not much for politics, spying, and informa-
tion brokering—except when it helps you cut deals
with the law.

Skill and Defense Bonuses
Espionage: +1 Operations: +1

DOMAIN POWER
Thieves’ guild officers gain access to the following
domain power.

Poison Weapons. As a bonus action, take a
power die from your domain’s pool and choose one
of your weapons. When that weapon hits, it deals
extra poison damage equal to the number on the
power die, and any creature that takes that damage
1s poisoned until the end of their next turn. At the
end of each of your turns, decrement the power die.

DOMAIN FEATURES
Thieves’ guild officers gain access to the following
domain features.

Stolen Supplies. Once per intrigue as a domain
action, you can make an Operations test against
an opposed domain’s Resolve. On a success,
choose a number of your infantry units equal to
your domain size. Each unit has +2 to Attack and
Defense during the next battle.

They’re Going to Have a Hard Time Making
Payroll This Week. As a domain action, make
an Espionage test against an opposed domain’s
Resources. On a success, your domain’s Resources
level increases by by 1, and at the start of the next
battle, one of the opposed domain’s Tier I units of
your choice must decrement its casualty die.




hen a domain is controlled by
il an NPC—whether a villain,

| an ally, or a mystery figure
whose role the characters
need to figure out—the GM

|| sets that domain up as an

= NPC realm. This section
presents sixteen NPC realms for the GM’s use in a
campaign, covering a wide array of domain types,
from the explicitly villainous (it’s hard to imagine
how a despotic regime could be a good thing) to
neutral and possibly friendly realms such as a fey
court or a gnomish kingdom.

Unlike heroic organizations, each NPC realm
has only one title, given to the leader. This
reflects the fact that all the officers of a villainous
realm (and any other domain outside the char-
acters’ domain) are run by the GM, and no GM
needs to worry about five NPCs with special abil-
ities! Also unlike organizations, NPC realms have
no specialization. They have the same number of
domain powers and domain features overall, but

those powers and features are consistent for each
type of realm. This allows a GM to quickly copy the
details for an NPC realm onto the generic domain
sheet (page 315) and be ready to go.

Some of an NPC realm’s domain powers can be
taken only by the domain’s leader. Other powers
can be taken by the leader or other officers.

There’s no rule that says all the NPC domains in
a game must be realms from this section. GMs can
use the domains in the Heroic Organizations
section as well when populating a world with NPC
domains. But by keeping the setup for these realms
simpler and less customizable, the intent is to make
them easier for the GM to use.

DESPOTIC REGIME

A despotic warlord rules through fear and propa-
ganda. They are not interested in the health or
well-being of their people, but only in making sure
their army 1s always prepared for battle. Despots
are cruel. Conquest is the tool they use to appease
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their soldiers, but power is all they care about. If it
ever seems as though a despot is being reasonable
during negotiations, this is a ruse. They are always
scheming, even against their allies. And if they defer
to a greater power, it is only because a despot fears
anyone with more power than them.

Skills Defenses
Diplomacy: -1
Espionage: +2
Lore: +0
Operations: +2

Communications: 11
Resolve: 12
Resources: 11

DOMAIN TITLE

The despotic regime leader gains the following title

and the noted additional features.

Despot. When an enemy the despot can see
drops to 0 hit points within 30 feet of them, the des-
pot can use a reaction to have their attacks deal an
extra 1d6 damage for 1 minute. If an enemy triggers
this effect while the despot’s attacks are already deal-
ing this extra damage, the benefit is cumulative.

DOMAIN POWERS

The despotic regime leader gains access to the

following domain powers.

Make an Example. As an action, the leader
takes any number of power dice from their
domain’s pool. If the total of the dice is equal to
or greater than the remaining hit points of one of
the domain’s licutenant’s, the leader executes the

Crimson Guard unit card
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lieutenant. Each of the domain’s remaining lieuten-
ants can then immediately use a reaction to make
one weapon attack or cast a cantrip with a casting
time of | action.

My Life for Yours. When the leader is hit by
a melee attack, they can take one power die from
their domain’s pool and cause a lieutenant within
5 feet of them to use a reaction to become the
target of the attack instead. The attack’s damage is
reduced by the number on the power die. As part of
the reaction, the lieutenant can then make a melee
weapon attack against the triggering attacker.

DOMAIN FEATURES

Despotic regime officers gain access to the following

domain features.

Death to Spies. As a domain reaction when
an opposed domain makes an Espionage test,
an officer makes an Operations test against the
opposed domain’s Communications. On a suc-
cess, the opposed domain’s Communications level
decreases by 1.

Readiness is All. If the despotic regime’s
Resources level is 2 or higher at the start of a battle,
the level of another defense of the officer’s choice
increases by 1.

The Crimson Guard (Special Unit). As a
domain action, an officer makes a DC 13 Opera-
tions test. On a success, the despotic regime musters
the Crimson Guard, a special unit of loyal soldiers
who show no mercy to enemies. (See the Warfare
chapter for full details on how to read a unit card.)

Work the Prisoners to the Bone. Once per
intrigue as a domain bonus action, an officer
can make an Operations test against an opposed
domain’s Resources. On a success, the opposed
domain immediately loses a number of levies equal
to the despotic regime’s domain size (chosen by
whoever controls the opposed domain), and the
despotic regime’s Resources level increases by 1.

If the opposed domain has no levies, it instead loses
one unit, and the despotic regime’s Resources level
increases by 1.
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DRACONIC EMPIRE

Some dragons amass gold and jewels; others covet
the wealth of magic. But the most formidable and
cunning of dragons hoard whole kingdoms. A dra-
conic empire is the end result of such unparalleled
greed: an amalgamation of cities and lands brought
together under a single dragon’s rapacious purview.
With a lifespan of over a thousand years, a dra-
conic ruler maintains an iron hold over their realm,
crushing any attempt to conquer or disband their
empire with ease.

Though dragons and other creatures such as
wyverns are found among a draconic empire’s
subjects, the empire absorbs many by way of
conquest, and not every citizen of such a realm
has draconic blood. At the same time, not every
draconic sovereign is seen as a tyrant, and some of
the empire’s folk might even prefer the efficient and
judicious rulings of a dragon overlord compared to
the alternatives.

Skills
Diplomacy: -1
Espionage: +0
Lore: +2
Operations: +2

Defenses
Communications: 10
Resolve: 11
Resources: 13

DOMAIN TITLE

The draconic empire leader gains the following title

and the noted additional features.

Imperator Draconis. When the imperator
draconis rolls a 1 or 2 on a damage die for an attack
or effect that deals the damage type associated with
the imperator’s draconic ancestry (fire damage for
gold or red dragons, lightning damage for blue or
bronze dragons, and so forth), the imperator can
reroll the die and must use the new roll.

DOMAIN POWERS

Draconic empire officers gain access to the

following domain powers.

Glittering Armor. As a reaction to taking dam-
age, an officer can take any number of power dice
from their domain’s pool and reduce the amount of
damage taken by the total of the dice. Additionally,
the officer gains resistance to the type of damage

that triggered this reaction for 1 minute or until
they use this power again.

The Great and Terrible. When an officer is
charmed, frightened, paralyzed, or stunned, they
can use a reaction to expend a power die from their
domain’s pool and remove one of those conditions.
They are then immune to that condition for a num-
ber of rounds equal to the number on the power die.

DOMAIN FEATURES

Draconic empire officers gain access to the

following domain features.

Pillage. Once per intrigue as a domain bonus
action, an officer can make an Operations test
against an opposed domain’s Resources. On a suc-
cess, the target domain’s Resources level decreases
by 1, and the draconic empire’s Resources level
increases by 1.

Destruction Rains from Above. Once per
intrigue as a domain action, an officer can make
a DC 16 Diplomacy test. On a success, two allied
dragons are summoned to harry the domain’s ene-
mies, chosen from the list below:

The Acrid Bite. This dragon unleashes streams
of viscous acid that corrodes the armor and
weapons of an opposed domain’s forces. The
target domain’s Resources level decreases by 2.

The Bitter Frost. This dragon unleashes vicious
winter cold through an opposed domain’s
ranks. The target domain’s Communications
level decreases by 2.

The Flame Tongue. This dragon razes an
opposed domain’s forces with searing fire. The
target domain’s Resolve level decreases by 2.

The Poisonous Wrath. This dragon’s poison-
ous breath blights an opposed domain’s lands
and servants. The target domain takes —2 to its
Resources score until the end of the intrigue.

The Silent Reaper. This dragon unleashes a
deadly plague upon an opposed domain. The
target domain takes =2 to its Resolve score until
the end of the intrigue.

The Storm Mayhem. This dragon unleashes
wind and lightning that plunges an opposed
domain into chaos. The target domain takes
—2 to its Communications score until the end
of the intrigue.
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Furnishings of the Hoard. If the draconic

empire’s Resources level is 2 or higher at the start of

a battle, a number of aerial or artillery units equal
to the draconic empire’s domain size gain one of
the following wands of an officer’s choice: a wand of
acid pool, a wand of fire, or a wand of lightning storm.
(See pages 117-118 in the Warfare chapter for
more information on these magic items.)

Praetores Draconis (Special Unit). As a
domain action, an officer makes a DC 13 Oper-
ations test. On a success, the draconic empire
musters the Praetores Draconis, a special unit of
drake-mounted knights. (See the Warfare chapter
for full details on how to read a unit card.)

DWARVEN THANEDOM

Not all dwarven cultures are bellicose, but the
dwarves’ history of stalwart bravery lends them sev-
eral advantages when a dwarven thanedom is drawn
into conflict—or when its folk decide to start trouble
themselves. Dwarven physiology and hardiness is
well suited to land war. But even more importantly,
many dwarves possess a strong analytical streak that
underlies their success as crafters, engineers, and
miners. With an instinctive sense of how various
parts work together to create a machine, dwarves
called to battle understand how to become a part in
a war machine, making dwarf soldiers a force to be
reckoned with on the field.

Skills Defenses
Diplomacy: +0 Communications: 11
Espionage: -1 Resolve: 12

Lore: +1 Resources: 12

Operations: +2

DOMAIN TITLE

The dwarven thanedom leader gains the following

title and the noted additional features.

Thane. The thane cannot be stunned. Addition-
ally, the thane and any allies within 20 feet of them
can add the dwarven thanedom’s domain size to
their initiative rolls.
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Praetores Draconis unit card

DOMAIN POWERS

Dwarven thanedom officers gain access to the
following domain powers.

Iron Tide. As an action, the leader can take a
power die from their domain’s pool. All allies who
can see and hear the leader and are within 60 feet
of them gain a bonus to weapon damage rolls or
Armor Class (the leader’s choice) equal to the num-
ber on the power die. This bonus lasts until the start
of the leader’s next turn.

Natural Sprinter. As a bonus action, an officer
can take a power die from their domain’s pool and
increase their movement by 5 * the number on the
power die. This benefit lasts until the end of the offi-
cer’s next turn, during which time their movement
does not provoke opportunity attacks.

DOMAIN FEATURES

Dwarven thanedom officers gain access to the

following domain features.

Accelerated Industry. Once per intrigue as a
domain bonus action, an officer can make a DC 13
Operations test. On a success, the dwarven thane-
dom’s Resources level increases by 2.

Blazing Forges. As a domain action, an officer
makes a DC 14 Operations test. On a success, the
dwarven thanedom gains the following benefit
until the end of the intrigue: When the dwarven
thanedom successfully uses Operations to muster
infantry, one officer gains a +1 bonus to attack

and damage rolls to one of their weapons or a
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The Device unit card

+1 bonus to Armor Class for their armor. A weapon
or suit of armor can receive this bonus only once
per intrigue. These bonuses last until the end
of the intrigue.
Siege Manufacturing. As a domain action,
an officer makes a DC 13 Operations test. On
a success, the dwarven thanedom does one
of the following:

The Device. The thanedom musters the
Device, a special unit of heavy infantry. (See
the Warfare chapter for full details on how to
read a unit card.)

Walking Walls. The thanedom builds a mobile
fortification that acts as a wall, but which
can move around the battlefield on intricate
mechanical legs. Each walking wall is treated
as a fortification taking up I space, and the
dwarven thanedom places it on any space on
their side of the battlefield at the end of deploy-
ment. When a dwarven thanedom infantry unit
moves out of a walking wall’s space, that unit
can bring the walking wall with them. Other
units cannot move these walls, but can still
gain their benefit.

Warpath. If the dwarven thanedom’s Resources
level is 2 or higher at the start of a battle, officers
can reroll Attack tests for units controlled by the
thanedom during the battle, and must use the new
result. They can reroll a total number of times
equal to the dwarven thanedom’s domain size.

FEY COURT

The courts of the elves, the fairies who serve them,
and the fey creatures of the wode are alien to most
people of the world. Cruel and capricious, the fey
court’s rulers are driven by motivations unknow-
able. They are older than the world, and remember
magics that mortal creatures were not meant to
know. Draw the ire of a fey court, and the shadows
you see, the sounds you hear, the world you touch
could well become an illusion designed to lead you
down a long, torturous road of doom.

Skills Defenses
Diplomacy: +0 Communications: 11
Espionage: +1 Resolve: 12

Lore: +3 Resources: 11

Operations: -1

DOMAIN TITLE

The fey court leader gains the following title and the
noted additional features.

Monarch of Mischief. As an action, the mon-
arch of mischief chooses one creature they can see
within 30 feet of them. That creature must make a
Wisdom saving throw with a DC equal to 8 + the
monarch’s proficiency bonus + the monarch’s Cha-
risma modifier. On a failure, the target is charmed
by the monarch for 1 minute. A charmed target can
repeat the saving throw whenever it takes damage,
ending the effect on itself on a success. A creature
that succeeds on the saving throw is immune to this
effect for 24 hours.

The monarch of mischief can use this feature a
number of times equal to the fey court’s domain
size, and regains all expended uses when they
finish a long rest.

DOMAIN POWERS

Fey court officers gain access to the
following domain powers.

Now You See Me...and Me...and Me! As a
bonus action, the leader can take any number of
power dice from their domain’s pool and summon
a number of duplicates equal to the total of the
dice. These duplicates function the same way as







the duplicates created by a mirror image spell, except
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DOMAIN FEATURES

Fey court officers gain access to the following

TER. K

domain features.

Disillusioned Illusions. If the fey court’s Com- Court Jesters unit card

munications level is 2 or higher at the end of deploy-
H P GIANT JARLDOM

ment, an officer selects a number of opposed units

equal to the fey court’s domain size and forces those In warfare, size matters. Giant jarls often have little
units to attack another unit of the officer’s choice patience for ingenuity or diplomatic negotiations,
within range. Attack tests for these attacks are made preferring to throw their weight around and squash
with disadvantage. any puny fools who dare to challenge their will. In
Fairy Circles. As a domain action, an officer the eyes of a living siege weapon, most fortifications
makes a DC 13 Lore test. On a success, at the constructed by the smallfolk are laughable at best.
end of the next deployment, the fey court can Giant jarldoms are living engines of war, ready for
secretly place a number of undetectable traps on battle at a moment’s notice. Jarls can live hundreds
the battlefield equal to the fey court’s domain size. of years, none of which are spent suffering fickle
These traps cannot be placed in spaces occupied alliances, usurpers, or smallfolk kingdoms who’ve
by opposed units. When an opposed unit enters a forgotten their place. The mere touch of a giant’s
trapped space, the unit is pulled into the fairy realm barrel-sized fist can topple a soldier in full plate
and removed from the battlefield until the end of armor, and the tremors of their footsteps fore-
their next turn, and the trap disappears. shadow the destruction that comes in their wake.
Surely You Jest (Special Unit). As a domain
action, an officer makes a DC 13 Lore test. On a Skills Defenses
success, the fey court musters a specialty aerial unit Diplomacy: +0 Communications: 10
of flying fey, the Court Jesters. (See the Warfare Espionage: -1 Resolve: 13
chapter for full details on how to read a unit card.) Lore: +2 Resources: 11
Your Own Worst Enemy. Once per intrigue as Operations: +2

a domain bonus action, a fey court officer can make

a Lore test against an opposed domain’s Communi- DOMAIN TITLE

cations. On a success, the court’s Communications

The giant jarldom leader gains the following title

level increases by 1. Additionally, at the start of T e s e

the next battle, the highest-tier unit of the opposed il e et ot e sieleat L pirasete G vovc]

domain is duphcated- in the closest unoccu}).le(f'l space. against their will, Additionally, when the jarl hits
If the opposed domain has two or more units in
the highest tier, the GM picks one at random. This

duplicate unit has the Ethereal trait, is under the fey

a creature with a melee attack, the target must
succeed on a DC 15 Strength saving throw or
be knocked prone.

court’s control, and lasts until the end of the battle.
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DOMAIN POWERS

Giant jarldom officers gain access to the
following domain powers.
The Bigger I Am, the Harder You Fall. As
a bonus action, an officer removes one power die
from their domain’s pool. The officer gains a bonus
to weapon attack and damage rolls equal to the
number on the die, and any creature the officer hits
with an attack is knocked prone. At the end of each
of the officer’s turns, decrement the power die.
Thick Hide. When an officer is hit by a
weapon attack, they can use a reaction to take
one power die from their domain’s pool. Until the
start of the officer’s next turn, any damage they
take from weapon attacks (including the trigger-
ing attack) is reduced by an amount equal to the
number on the die.

DOMAIN FEATURES

Giant jarldom officers gain access to the following
domain features.

Bring the Big Rocks. Once per intrigue as
a domain action, an officer can make a DC 13
Operations test. On a success, all units controlled
by the giant jarldom with the Rock! trait gain the
Siege Weapon trait.

Indomitable Might. If the giant jarldom’s
Communications level is 2 or higher at the start of
a battle, officers can reroll Power tests for units con-
trolled by the jarldom during the battle, and must

Pet Roc unit card
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use the new result. They can reroll a total number
of times equal to the giant jarldom’s domain size.

Runic Omens. Once per intrigue as a domain
bonus action, an officer can make a DC 13 Lore
test. On a success, the giant jarldom’s Communi-
cations level increases by 1, and each of its officers
gains resistance to damage dealt by spells during the
first round of the next combat against officers of an
opposed domain.

There Are Giants in the Sky (Special Unit).
As a domain action, an officer makes a DC 13
Operations test. On a success, the giant jarldom
musters the Pet Roc special unit, an enormous and
legendary bird of prey. (See the Warfare chapter
for full details on how to read a unit card.)

GNOMISH KINGDOM

Bustling with life, gnomish kingdoms are centers
for arcane study and engineering breakthroughs.
Here, elderly gnomes pass down stories learned
across long life spans to bright-eyed young creators,
while clever inventors in underground laboratories
chip away at new experiments. Gnomes are often
known for innovations that work in tandem with
the earth, not against it, and their kingdoms are all
the richer for it.

Gnomish kingdoms are home to many other
types of creatures as well, including students from
far-flung lands seeking lore and training. Elderly
gnome engineers take on such apprentices happily,
ready to share the tricks of their craft. But don’t
mistake this friendliness for weakness. When pushed
to war, gnomish kingdoms conduct themselves with
the same precision and ingenuity that their citizens
display in their workshops. Their infantry can clev-
erly dismantle a fortress in a day, and their artillery
squadrons wield powerful firearms unlike any other.

Skills Defenses
Diplomacy: +0 Communications: 12
Espionage: -1 Resolve: 10

Lore: +2 Resources: 12

Operations: +2
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DOMAIN TITLE

The gnomish kingdom leader gains the following
title and the noted additional features.

Prime Sophist. The prime sophist can take the
Help action as a bonus action.

Additionally, the prime sophist is able to make
a quick study of their foes” weak points. When the
prime sophist hits an enemy with an attack, they
can make the attack a critical hit. The prime soph-
ist can use this feature a number of times equal to 1
+ the gnomish kingdom’s domain size. They regain
all expended uses when they finish a long rest.

DOMAIN POWERS

Gnomish kingdom officers gain access to the
following domain powers.

Never Underestimate the Small. When an
officer is hit by a weapon attack, each other officer
of the gnomish kingdom can use a reaction to take

a power die from their domain’s pool and make
one weapon attack against the attacker. This attack
deals extra damage equal to the number on the
power die if it hits.

Thinking Outside the Box. When an officer
makes a saving throw that is not an Intelligence
saving throw, they can take a power die from their
domain’s pool, then make an Intelligence saving
throw instead of the original save, with a bonus
equal to the number on the power die.

DOMAIN FEATURES

Gnomish kingdom officers gain access to the

following domain features.

Clever Together. Once per intrigue as a domain
bonus action, an officer can make a Diplomacy test
to petition an NPC realm for research assistance.
The DC for this test depends on the NPC realm’s
disposition toward the gnomish kingdom, as shown
on the following table.




Attitude Diplomacy DC
Hostile 18
Suspicious 115
Neutral 13
Friendly 10
Allied 8

On a success, the gnomish kingdom gains a +1
bonus to Lore tests until the end of the intrigue,
and its Communications level increases by 1.

Mirror Legion (Special Unit). As a domain
action, an officer makes a DC 13 Operations test.
On a success, the gnomish kingdom musters a spe-
cial unit of magic-reflective constructs: the Mirror
Legion. (See the Warfare chapter for full details on
how to read a unit card.)

Raw Firepower. If the gnomish kingdom’s
Communications level is 2 or higher at the start of
a battle, all the gnomish kingdom’s artillery units
deploy for that battle with heavy equipment.

Warfare Engineers. As a domain action, an
officer makes a DC 15 Lore test. On a success, the
gnomish kingdom designs and outfits its soldiers
with brutally destructive weaponry, granting each
of its artillery units the Siege Weapon trait.

eDamage Resistant
eDead
+Reflector (R)

The Mirror Legion unit card

GOBLINOID COALITION

Most domains consider enemy goblinoid realms a
nuisance rather than a true military threat. Outside
of urban environments, goblins, bugbears, and hob-
goblins usually live in small clan groups, rising and
falling in strength as the strongest leaders jockey
for power. But sometimes an ambitious goblinoid
leader is able to unite a number of clans as a singu-
lar community—and a dangerous fighting force. By
pooling resources, goblinoid clans and bands can
form a coalition capable of launching devastating
attacks on all who threaten their lands and people,
bringing goblins, hobgoblins, and bugbears into a
unified and disciplined force of capable warriors.

Skills
Diplomacy: +0
Espionage: +1
Lore: -1

Defenses
Communications: 12
Resolve: 10
Resources: 12
Operations: +3

DOMAIN TITLE

The goblinoid coalition leader gains the following
title and the noted additional features.

King Boss. When a creature the king boss can
see targets them with an attack, the king boss can
use a reaction to choose an ally within 5 feet of
them. The two swap places, and the chosen ally
becomes the target of the triggering attack instead.
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DOMAIN POWERS

DOMAIN FEATURES

Goblinoid coalition officers gain access to the
following domain powers.

Cheap Shot. When an officer hits with a
weapon attack, they can take a power die from their
domain’s pool to wound the target of the attack. At
the start of each of the target’s turns, it takes 1d4
necrotic damage for each wound it has. A wound
lasts a number of rounds equal to the number
on the power die.

Worg Pack. As a bonus action, the leader can
take a power die from their domain’s pool to sum-
mon worg guardians. A number of worgs equal to
half the number on the die (minimum one) appear
in unoccupied spaces the leader can see within 60
feet of them. A summoned worg’s weapon attacks
are magical, and it gains temporary hit points equal
to 5 x the goblinoid coalition’s domain size. The
worgs act on their own initiative, following the lead-
er’s commands and attacking the leader’s enemies.
A summoned worg disappears after 1 hour or when
it drops to O hit points.

Goblinoid coalition officers gain access to the
following domain features.

Mumbo Jumbo. Once per intrigue as a domain
bonus action, an officer can make an Espionage test
against an opposed domain’s Communications. On
a success, the opposed domain’s Communications
level decreases by 1, and the goblinoid coalition’s
Resources level increases by 1.

Prisoners of War. As domain action, an officer
makes an Operations test against an opposed
domain’s Resolve. On a success, two units are mus-
tered from the opposed domain (chosen by the play-
ers if the opposed domain is a heroic organization)
and placed under the goblinoid coalition’s control.
Each of these units has disadvantage on Morale
tests. If the goblinoid coalition is defeated in the
next battle, the units are returned to the opposed
domain, even if they were broken or disbanded
during the battle.

Spike Pits. If the goblinoid coalition’s Resources
level is 2 or higher at the start of deployment,
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Fire Blast
sHarrowing

TER. K

The Red Howl unit card

an officer secretly selects three spaces on the map to
contain undetectable spike pit traps. If the goblinoid
coalition is in its stronghold during the battle, the pits
can be placed anywhere. Otherwise, the pits must be
on the goblinoid coalition’s side of the battle.

An opposed unit that moves into a space with a
spike pit activates the trap. It suffers I casualty and
can no longer move or take actions until after the
end of its next turn. Once a spike pit is activated, it
cannot be activated again.

The Red Howl (Special Unit). As a domain
action, an officer makes a DC 13 Operations test.
On a success, the goblinoid coalition musters the
Red Howl, a special unit of battle-trained, armored
hell hounds. (See the Warfare chapter for full
details on how to read a unit card.)

HAG COVEN

A hag’s deception and vile reckoning makes for a
dangerous and unpredictable foe. Every encounter
with one of these fiends is a gamble that might deal
results worse than death. When several hags form a
hag coven, their combined magical, seductive, and
scheming power increases exponentially. Patient
and cruel, the members of a hag coven sign pacts
with the most desperate mortals, using the might of
the horrid fey, fiends, and monstrosities that follow
them as an army to enforce their dark bargains
against even war leaders and emperors. Be wary
when facing or allying with a coven, for every move
the hags make furthers their singular goal of seeing
the world suffer.

Skills Defenses
Diplomacy: +2 Communications: 12
Espionage: +0 Resolve: 12

Lore: +2 Resources: 10

Operations: -1

DOMAIN TITLE

The hag coven leader gains the following title and

the noted additional features.

Queen of Night. The queen of night can cast the
Jfind familiar spell at will, with the spell requiring no
material components and having a casting time of
1 action. When the queen of night casts this spell,
they summon up to three familiars, each of which
can be a beast or fiend with a challenge rating equal
to or lower than the hag coven’s domain size. A
summoned familiar cannot be a creature with lair
actions, legendary actions, or villain actions. There
1s no limit to the distance through which the queen
of night can communicate telepathically with these
familiars. The queen of night can have only three
familiars at a time, and the familiars disappear if the
queen of night dies or becomes incapacitated.

DOMAIN POWERS

Hag coven officers gain access to the

following domain powers.

Curse of the Coven. As a bonus action, an offi-
cer can take a power die from their domain’s pool
and select a creature they can see within 30 feet
of them. The target must make a Wisdom saving
throw with a DC equal to 8 + the number on the
power die. On a failed save, the target is cursed for
1 minute. Whenever the officer takes damage from
a spell or magical effect, the cursed creature takes
the same damage.

Know Thy Place. As an action, the leader can
take a power die from their domain’s pool and
select a number of creatures within 30 feet of them
equal to the number on the die. Each target must
make a Wisdom saving throw with a DC equal to
8 + the hag coven’s domain size. On a failure, the
target falls prone and is paralyzed until the end
of the leader’s next turn. On a success, the tar-

get falls prone.




DOMAIN FEATURES

Hag coven officers gain access to the following
domain features.

A Comforting Voice. As a domain action, an
officer makes a Diplomacy test against an opposed
domain’s Resolve. On a success, the opposed
domain’s Resolve level is reduced by 1, and the
hag coven’s Communications level increases by 1.

Clever Bargain. Once per intrigue as a
domain bonus action, an officer can make a Diplo-
macy test against an opposed domain’s Resolve.
On a success, the hag coven’s Communications
level increases by 1, and the opposed domain can
muster only one unit of levies each time it musters
levies until the end of the intrigue.

Drained Source. If the hag coven’s Commu-
nications level is 2 or higher at the start of any
combat between officers of the hag coven and
an opposed domain, an officer secretly chooses
a number of magic items in the possession of the
opposed domain’s officers equal to the hag coven’s
domain size. These items lose all their magical

properties at the end of the combat. Artifacts can-
not be targeted in this way.

Swamp’s Wrath (Special Unit). As a domain
action, an officer makes a DC 13 Lore test. On a
success, the hag coven musters the Swamp Mother,
a special unit formed of shambling mounds. (See
the Warfare chapter for full details on how to
read a unit card.)

INFERNAL ECHELON

Fiends are evil incarnate. Whether they seek to cheat
mortals out of their souls or simply consume those
souls by force, all fiends share the same drive—the
suffering of the living. It’s easy to lose sight of this
simple truth when dealing with these creatures, as
both the Abyss and the Nine Hells are entrenched in
complicated politics. Demons and devils both follow
strict hierarchies, creating complex power struggles
whose machinations have consequences that ripple
out across multiple worlds. And at the heart of these
grand plots stands the infernal echelon—an orga-
nized force of fiends dedicated to powerful leaders,
and committed to unleashing death, madness, and
despair upon the mortal realm.

Skills Defenses
Diplomacy: +2 Communications: 12
Espionage: +1 Resolve: 10

Lore: +1 Resources: 11

Operations: +0

Swamp Mother unit card
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DOMAIN TITLES

The infernal echelon leader gains one of the
following titles (based on their particular flavor
of evil), each of which grants the noted addi-
tional features.

Deceiver. The deceiver cannot be targeted
by the scrying spell and similar effects, or by any
effect that would sense their emotions, read their
thoughts, or detect their location.

Additionally, the deceiver can cast the major image

spell, requiring no components, and can do so

again when they finish a long rest. Charisma is their

spellcasting ability for this spell.

Defiler. The defiler emits an aura of caustic
decay. When any creature chosen by the defiler
starts its turn within 20 feet of them, that creature
takes 1d8 poison damage, and all nonmagical
armor and weapons the creature carries or wears
take a permanent and cumulative —1 penalty
to damage rolls or the AC they offer. A weapon
whose penalty drops to =5, armor reduced to an
AC of 10, or a shield that drops to a +0 bonus is
destroyed. Plant creatures take maximum damage
from this effect.

Additionally, the defiler can choose to ignore any
or all effects of the hallow spell.

DOMAIN POWERS

Infernal echelon officers gain access to the
following domain powers.

Doom Curse. As an action, an officer can take
a power die from their domain’s pool and target a
creature they can see within 30 feet of them with
a terrible curse. The target must make a Charisma
saving throw against a DC of 10 + the number on
the power die. On a failed save, the cursed creature
regains only half the normal number of hit points
from magical healing and becomes vulnerable to
one type of damage chosen by the officer. This
curse lasts 24 hours.

Hellfire. Whenever an officer hits with a weapon
attack, they can take a power die from their domain’s
pool and have the attack deal extra fire damage

*Poisonous
eMagic Resistant
eJaunt

sHarrowing
SER

Ashen Chargers unit card

equal to double the number on the die. This extra
fire damage cannot be reduced in any way.

DOMAIN FEATURES

Infernal echelon officers gain access to the following

domain features.

Face Dancers. Once per intrigue as a domain
bonus action, an officer can make an Espionage test
against an opposed domain’s Communications. On
a success, the opposed domain’s Communications
level is reduced by 2.

Inferno Artillery. If the infernal echelon’s
Communications level is 2 or higher at the start of

a battle, all its artillery units deploy for that battle

with the Flaming Weapons trait.

Led by the Nose. As a domain reaction when
an opposed domain succeeds on a Diplomacy
test to influence an NPC realm, an officer can
make their own Diplomacy test. If the officer’s
test 1s higher than the opposed domain’s test, the
opposed domain’s Diplomacy test fails and the
NPC realm’s attitude toward the opposed domain
decreases one step.

Summon the Pale Riders (Special Unit).
As a domain action, an officer makes a DC 13
Lore test to muster the Ashen Chargers, a special
unit of fiendish knights riding nightmares. (See
the Warfare chapter for full details on how to
read a unit card.)
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MEDUSEAN TYRANNY

Those afflicted with the medusa’s curse often
retreat into isolation, sequestering themselves in

remote lairs to hide their monstrous transformation.

Most medusas spend their days collecting not just
victims but knowledge, as they attempt to undo the
fell magic that has transformed them. A medusean
tyranny arises when these powerful beings emerge
from the shadows to seek out others of their kind.
Alone, a medusa is a terrifying threat. Together,
they pool centuries of knowledge and power,
becoming all but unstoppable.

Medusas working together form a democratic
unit known as a Veiled Council, with a medusean
tyranny coming into full power when a council
seizes a first stronghold. Once a base of operations
1s established, the council begins to expand across
surrounding regions, ruling through fear and
squashing resistance with powerful sorcery. The
larger the hubris of a bordering domain, the more
likely a medusean tyranny is to set their ensorcelled
armies upon it.

Skills Defenses
Diplomacy: +2 Communications: 10
Espionage: -1 Resolve: 12

Lore: +3 Resources: 11

Operations: +0

DOMAIN TITLE

The medusean tyranny leader gains the following
title and the noted additional features.

Veiled Sovereign. The veiled sovereign has
advantage on attack rolls against a creature if at
least one of the sovereign’s allies is within 5 feet of
the creature and the ally isn’t incapacitated.

DOMAIN POWERS

Medusean tyranny officers gain access to the
following domain powers.

Hubris Curse. As a bonus action, an officer
can take a power die from their domain’s pool

and afflict one creature they can see with a curse.
The effect of the curse is based on the number
on the power die.

Power
Die Curse Effect

1-3 Choose one ability score. While cursed,
the target has disadvantage on checks
and saving throws made with that
ability score.

4-6 | The officer has advantage on attack rolls
against the target.

7-9 | The target must make a Wisdom saving
throw at the start of each of its turns,
with a DC equal to 10 + the medusean
tyranny’s domain size. On a failed save,
the target wastes its action that turn
doing nothing.

10-12 | The target is afflicted by all three of

the effects above.

This curse ends at the end of the combat encoun-

ter. An affected character can also end the curse
early by using a bonus action to take one power
die from their domain’s pool, if the number on the
die is at least half the number on the die used to
inflict the curse.

Unrelenting Gaze. If the target of the lead-
er’s Petrifying Gaze succeeds on the saving throw
to resist that trait’s effect, the leader can use a
reaction to take a power die from their domain’s
pool, reducing the target’s saving throw by the
number on the die.

DOMAIN FEATURES

Medusean tyranny officers gain access to the
following domain features.

Allies to Stone. Once per intrigue as a domain
bonus action, an officer can make a Lore test
against an opposed domain’s Resources. On a
success, the opposed domain’s Resources level
is reduced by 1, and the medusean tyranny has
advantage on subsequent Lore tests until the end
of the intrigue.
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Living Statuary unit card

Cult of Secrets. If the medusean tyranny’s
Resources level 1s 2 or higher at the start of a battle,
a number of its artillery units equal to its domain
size each begin the battle equipped with a wand

of petrification:
Wand of Petrification. Choose a unit, which
must succeed on a DC 13 Power test or
become disorganized.

Living Statuary (Special Unit). As a domain
action, an officer makes a DC 13 Lore test. On a
success, the medusean tyranny musters the Living
Statuary, a special unit of animated statues made
from the victims of medusas. (See the Warfare

chapter for full details on how to read a unit card.)

Promises of Power. As a domain action, an
officer makes a DC 13 Diplomacy test to obtain
a special unit from an NPC realm whose attitude
toward an opposed domain is neutral or worse. The
medusean tyranny has advantage on this test if the
NPC realm’s attitude toward the opposed domain
1s suspicious or hostile.

ORc CLAN

Fearless and unwavering in defense of their home-

lands or in pursuit of plunder, the legions of an

orc clan are not to be trifled with. Many folk call
themselves superior warriors, with their heavy plate
mail and firearms. But countless tales speak of fool-
ish champions who underestimated the power

of an orc clan—and the dear price they paid for
that ignorance.
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Most orc clans are composed of numerous
smaller tribes and extended families, creating a
bond that sees clan members defend their fellows
with ruthless tactics and little patience for insult.
Clan leadership is not hereditary, but is only rarely
determined by age or strength. Instead, the mantle
of chieftain is usually passed down to whoever can
inspire the most loyalty in their fellow warriors.

Many of those who lose a campaign against an
orc clan tell tales of the orcs’ brutality, but this
paints a picture that is far from accurate. Orc clans
connect to a proud warrior culture, but their social
infrastructure is no more savage than that of any
other civilization. Although some clans are driven
by ambition that sees them challenge and conquer
other realms, most are dedicated to defending
the orcs’ expansive homelands, attacking only
when provoked.

Skills Defenses
Diplomacy: +1 Communications: 10
Espionage: -1 Resolve: 13

Lore: +1 Resources: 11

Operations: +2

DOMAIN TITLE

The orc clan leader gains the following title and the
noted additional features.
Chieftain. The chieftain gains proficiency in

Charisma saving throws.

Additionally, as a bonus action, the chieftain can
choose one creature that can hear them within
30 feet of them. As a reaction to the chieftain’s
command, that creature can immediately move
up to half its speed without provoking opportunity
attacks, then make one weapon attack.

DOMAIN POWERS

Orec clan officers gain access to the

following domain powers.

Outlast. As a bonus action, an officer can take
any number of power dice from their domain’s
pool, regaining a number of hit points equal to
twice the total of the dice.
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Protect the Clan. When an officer is targeted
by an attack, another officer within 30 feet of the
target officer can use a reaction to make a defensive
maneuver. The second officer takes one power die

from their domain’s pool and subtracts the number u
NOZ_ELITE, HEAVY, ORC, INFANTRY
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on the power die from the attack roll.

DOMAIN FEATURES

Orc clan officers gain access to the following

+Relentless (R)
) eMagic Resistant
Proud Warriors. If the orc clan’s Resolve level % eInto the Breach (R)

domain features.

is 2 or higher at the start of a battle, all the orc | [ar \ =

clan’s infantry units have the following trait until

the end of the battle:

Unflinching Endurance. The first time during The Unpreakableluniveng

a battle that this unit suffers 1 or more casual- Tales of Clan Heroes Past. Once per
ties, it can immediately make an attack against intrigue as a domain bonus action, an officer can
a legal target. make a DC 15 Lore test. On a success, the orc

Take No Insult. Once per intrigue when an clan’s Communications level and Resolve level
both increase by 1.
The Unbreakable (Special Unit). As a domain

action, an officer makes a DC 13 Operations

opposed domain succeeds on a skill test target-
ing one of the orc clan’s defenses, an officer can

use a domain reaction to make an Operations

test against the opposed domain’s Resolve. On a test. On a success, the orc clan musters their best

success, make note of the opposed domain’s current warriors: the Unbreakable, a special unit. (See

defense scores. The opposed domain’s Resources the Warfare chapter for full details on how to

read a unit card.)

score decreases by 1 at the start of each of the
domain’s subsequent turns. If the opposed domain’s
Resources score is reduced to 10, at the start of

its next turn, its Communications score begins to

decrease by 1 each turn instead of Resources. If
its Communications score is reduced to 10, the
opposed domain’s Resolve score begins to decrease
in the same manner instead of Communications.

This continues until either all the opposed
domain’s defense scores are reduced to 10 or the
intrigue ends. If the opposed domain defeats the
orc clan in the next battle, the opposed domain’s
defenses are returned to the scores they had before
this feature was used.
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PLANAR I NVADERS You’ll Be of Use Yet. As an action, the leader

; can take any number of power dice from their
Beyond the life known to the folk of the world,

y e domain’s pool and cast the dominate person spell,
countless other worlds exist, filled with riches, mys-

requiring no components. The save DC for the

teries, and danger. Planar invaders travel between spell is equal to 8 + the total of the power dice.

these dimensions, seeking and consuming rare

resources, obliterating those who get in their way, DOMAIN FEATURES

and too often leaving behind a trail of suffering.

Planar invaders’ officers gain access to the

They pay no heed to the mundane conceptions of following domain features.

war understood by worldly folk, with their alien s b o e B syt

e e Ul ofollownulesiofienzancs Communications level is 2 or higher at the end of

i oo ey exploiteveryiadvartage they deployment, an officer chooses a number of infan-

have, with no care to whether or not they leave ; 3
try units controlled by the planar invaders equal to

survivors behind. : I ! . :
their domain size. These units gain the following

trait until the end of the battle:

Skills Defenses ) e :

Diplomacy: -1 Communications: 11 Blip. When this unit marches, it can move 1
Espionage: +2 Resolve: 12 extra space and can move through other units,
e e e s 1) though it cannot end its movement in the same

Operations: +3 space as an opposed unit.

Recall the Fleet (Special Unit). As a domain
DOMAIN TITLE action, an officer makes a DC 13 Operations test.

On a success, the planar invaders muster Times-

The planar invaders’ leader gains the following title cape Shock Troops, a special unit of merciless time

and the noted additional features. raiders. (See the Warfare chapter for full details on

Overlord. Whenever the overlord reduces a how to read a unit card.)

creature to 0 hit points, the overlord gains a +2 Spatial Anchor. As a domain action, an officer

bonus to attack and damage rolls until the end makes a DC 12 Lore test. On a success, during the

of the encounter, and gains temporary hit points next combat against officers of an opposed domain,

equal to 5 * the planar invaders’ domain size. If the cach planar invader automatically succeeds on

overlord reduces multiple creatures to 0 hit points saving throws to avoid being unwillingly sent to

during the same encounter, the bonus is cumulative. another plane (as with spells such as banishment or

DOMAIN POWERS Timescape Shock Troops unit card

Planar invaders’ officers gain access to the

following domain powers.
Resistance is Futile. As an action, an officer
can take a power die from their domain’s pool to

create an aura of despair centered on the officer.

The aura has a radius of 5 feet * the number on the
power die, and lasts until the start of the officer’s

next turn. Each enemy creature that starts its turn

within the aura must make a Wisdom saving throw : .
; ] el \ *Magic Resistant

with a DC of 8 + the planar invaders’ domain size. S oJaunt

On a failure, the creature is paralyzed until the start Lo the Breach (R)

A S| |
of the officer’s next turn. O SHERE -
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plane shift) and against spells and effects that would _ |
alter their form (such as polymorph). ; 5‘
!
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We Will Take What We Need from Your x| (.\'
Mind... Directly. Once per intrigue as a domain [ u
bonus action, an officer can make an Espionage test k A/J

against an opposed domain’s Resolve. On a success, ;1
the planar invaders’ Communications level and {
Resolve level both increase by 1.

REPTILIAN BAND

Reptilian folk vary widely in their cultures and out-
looks, with each preoccupied with unique concerns
and internal politics. But every so often, a charis-

matic leader steps forth to bind disparate factions of Prehistoric Wrath unit card

kobolds, lizardfolk, dragonborn, and other peoples DOMAIN POWERS
of reptilian ancestry into a mighty band. When

united, these brave peoples make an unbreakable espiiliien, el oifeers i erees 10 i

bulwark against those who would intrude into or Hslliosyhugg diome i 90 el

. . Regenerate. As a bonus action, an officer can
steal resources from their lands—or a furious swarm

dedicated to leveling whole kingdoms and reshap- e pEEr el o Mhoho oty fpos pidl

recover a number of hit points equal to the number

ing the world as it was in primordial times.

on the die. Using a die in this way regrows any of
the officer’s missing limbs.

Vengeful Shriek. If an ally the leader can see
The illustrious history of the world's oldest fantasy drops to 0 hit points, the leader can use a reaction
roleplaying game is filled with various frog peoples. to emit a vengeful shriek. The leader takes any
While such creatures are technically amphibians, number of power dice from their domain’s pool,
the reptilian band domain works great to create a and each creature of the leader’s choice within 30
villainous or NPC realm using such creatures. feet of them that they can see takes thunder damage

equal to the total of the power dice.

Skills Defenses DOMAIN FEATURES

Diplomacy: -1 Communications: 11
Espionage: +2 Resolve: 12

Lore: +3 Resources: 10
Operations: +0

Reptilian band officers gain access to the following
domain features.

Booby Traps. Once per intrigue as a domain
bonus action, an officer can make an Espionage
test against an opposed domain’s Resources. On

DOMAIN TITLE a success, the target domain’s Resources level
The reptilian band leader gains the following title decreases by 1, and the reptilian band’s Resolve
and the noted additional features. level increases by 1.

NatriarchiRex lihe matriarchirexicanished Ensorcelled Scales. If the reptilian band’s
their skin as a bonus action, immediately ending all Resolve level is 2 or higher at the start of any
conditions affecting them. combat with officers of an opposed domain, all the

reptilian band’s officers have the following reaction
during that combat:




Reflective Scales. If the officer succeeds on a
saving throw against a spell that targets a single
creature, or if a spell attack misses the officer,
they can use a reaction to choose another crea-
ture they can see within 60 feet of them. The
spell targets the chosen creature instead of the
officer, with the new target rerolling the saving
throw or the caster rerolling the attack roll,
as appropriate.

Prehistoric Wrath (Special Unit). As a domain
action, an officer makes a DC 13 Lore test. On a
success, the reptilian band musters the Prehistoric
Wrath, a special unit of dinosaurs. (See the Warfare
chapter for full details on how to read a unit card.)

Primal Magic. As a domain action, an officer
makes a Lore test against an opposed domain’s
Resources. On a success, the opposed domain’s
Resources level decreases by 1, and the reptilian
band gains a scroll of blood magic. (See page 117
in the Warfare chapter for more information
on this magic item.)

UNDEAD DOMINION

Undeath is perhaps the oldest form of fell magic, its
foul stain marring history again and again despite
the efforts of those who pledge to wipe it out once
and for all. Not all undead are evil by nature, but
most leaders who seek to live forever are, as they
manipulate the magic of life and death to eternally
exercise their will over others. And soon enough,
some of those undead leaders begin to ask them-
selves: “Why shouldn’t my people also share in the
gift of immortality...?”

When an undead dominion rises, it creates a
blight on the living landscape, turning soil to ash and
draining the energy from all living things. Its people
are a labor force that never needs rest. A military
that needs no pay or medical care. They cannot be
broken. They cannot be bought. They do not need to
eat, or sleep, or breathe. They—and the threat they
bring to bear on neighboring lands—are perpetual.
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Skills Defenses
Diplomacy: -1 Communications: 11
Espionage: +0 Resolve: 13

Lore: +1
Operations: +3

Resources: 10

DOMAIN TITLE

The undead dominion leader gains the following
title and the noted additional features.

Deathlord. If damage reduces the deathlord to
0 hit points, they make a Constitution saving throw
with a DC equal to the damage taken, unless the
damage is radiant or from a critical hit. On a suc-
cess, the deathlord drops to 1 hit point instead.

Additionally, effects that kill a creature outright,
such as the power word kill spell, reduce the death-
lord to 1 hit point instead.

DOMAIN POWERS

Undead dominion officers gain access to the
following domain powers.

Knee Deep in the Dead. As a bonus action,
an undead dominion officer can take any number
of power dice from their domain’s pool and create
a number of undead minions equal to the total of
the dice divided by 2. These minions rise from the
ground in unoccupied spaces within 60 feet of the
officer. The officer selects the minions that appear,
with the undead dominion’s domain size determin-
ing the maximum challenge rating for each minion,
as shown on the following table.

Domain | Maximum
Size MinionCR  Example Undead
Va Skeletons or zombies
2 12 Shadow
3 Ghoul or specter
4 2 Ghast or ogre zombie
5 Mummy or wight

The undead act on their own initiative and follow
the orders of the officer who summoned them.

Rise Up. As a bonus action, the leader can take
a power die from their domain’s pool and unleash
an aura of unholy animation. Each corpse within

LAl
|
|

;\
[
l /J VETERAN, HEAVY, WIGHT, INFANTRY
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eHarrowing
eDead
«Warbred (R)

«Strength in Numbers
QrER

The Grim Front unit card

160 feet of the leader rises as an undead servant
under their control, with a number of hit points
equal to the number on the power die.

Risen creatures that were already undead
retain their previous statistics except for their
new hit points. New undead raised by this power
become ghouls if their remains are whole, or
specters if not.

DOMAIN FEATURES

Undead dominion officers gain access to the

following domain features.

Mass Animate Dead (Special Unit). As a
domain action, an officer makes a DC 13 Lore test.
On a success, the undead dominion musters the
Grim Front, a special unit of bloodthirsty undead
soldiers. (See the Warfare chapter for full details
on how to read a unit card.)

The Curse Spreads. As a domain action, an
officer makes a DC 14 Lore test. On a success, the
officer can choose a number of undead infantry
units they control equal to the undead dominion’s
domain size and give them the following maneuver:

Infect. As a reaction when an adjacent opposed
unit breaks, make a Command test against that
unit’s Toughness. On a success, the undead
dominion immediately reforms the unit with 1
casualty and takes control of it, the unit’s type
becomes undead, and it gains the Dead and
Harrowing traits. The reformed unit acts on

the next turn in the initiative order.







RERNC NG PENE FENG

The Dead Do Not Falter. Once per intrigue
as a domain bonus action, an officer can make a
DC 14 Operations test. On a success, the undead
dominion has advantage on Operations tests until
the end of the intrigue.

Vile Resistance. If the undead dominion’s
Resolve level is 2 or higher before the start of the
next combat against the officers of an opposed
domain, dominion officers gain the following
benefits during the combat: they lose the Sunlight
Sensitivity trait if they have it, they are immune
to effects that turn undead, and they do not take
extra damage from any effect that deals extra
damage to undead.

UNDERSEA COLONY

Some ancestries whose folk dwell below the waves
make valuable allies, but not all pelagic creatures
are friendly toward the people of the surface
world—and few monsters stoke fear so visceral as
those that hide in the unfathomable depths of the
sea. The home of such creatures is a quiet, crush-
ing, everlasting night that holds more in common
with the deep void between the stars than the lands
the waves crash against. Undersea folk live among
ancient cities that sank long ago, filled with prehis-
toric secrets best left forgotten.

Land-dwellers who come into conflict with an
undersea colony often see its residents as detached
and remorseless. Their strange languages often hide
even stranger morals, such that slaying the crew of
a ship to retrieve a stolen artifact of the deep might
seem no different to them than peaceful diplomacy.

Skills Defenses
Diplomacy: +0 Communications: 13
Espionage: +0 Resolve: 11

Lore: +2 Resources: 10

Operations: +1

DOMAIN TITLE

Wie (8)
WA\

The undersea colony leader gains the following title
and the noted additional features.

Tideweaver. If a creature that cannot breathe
underwater starts its turn within 30 feet of the tide-
weaver, that creature takes 2d6 cold damage.

Additionally, as a bonus action, the tideweaver
can target a number of creatures they can see within
30 feet of them equal to the undersea colony’s
domain size. Each target must succeed on a Strength
saving throw or either be pushed 20 feet away from
the tideweaver or pulled to within 5 feet of the
tideweaver (the tideweaver’s choice). The DC for this
saving throw is 15 or the tideweaver’s spell save DC,
whichever is higher.

DOMAIN POWERS

Undersea colony officers gain access to the

following domain powers.

The Bends. As an action, the leader can take a
power die from their domain’s pool and target one
creature they can see within 60 feet of them. The
target must succeed on a Constitution saving throw
with a DC of 8 + the number on the power die or
be stunned until the end of the leader’s next turn.
Constructs, undead, and creatures whose form
contains no liquid (such as fire elementals) automat-
ically succeed on this saving throw.

Uncanny Gift. As a bonus action, an officer
can take a power die from their domain’s pool and
cast the eldritch blast cantrip, using the number on
the power die as the spell’s attack bonus. The spell
creates a number of beams equal to the undersea
colony’s domain size.

Salt Golems unit card

-/
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DOMAIN FEATURES

Undersea colony officers gain access to the
following domain features.

Dark Figures Move and Twist. If the undersea
colony’s Communications level is 2 or higher at the
end of deployment, an officer can choose a number
of ranks on the battlefield equal to the undersea
colony’s domain size and cover them in fog. This
fog has no effect on the undersea colony’s units.

Disrupt Shipping. As a domain action, an
officer makes an Operations test against an opposed
domain’s Resources. On a success, whenever the
undersea colony makes a successful Operations test
until the end of the intrigue, in addition to the nor-
mal effects for success, they also reduce the opposed
domain’s Resources level by 1. If the undersea
colony is defeated in a battle, the opposed domain’s
Resources return to normal.

Eerie Insight. Once per intrigue as a domain
bonus action, an officer can make a Lore test
against an opposed domain’s Communications.

On a success, an officer chooses a number of magic
items equal to the undersea colony’s domain size
that are in the possession of the opposed domain’s
officers, creating copies of those magic items for
the undersea colony’s officers. Artifacts cannot

be targeted in this way. The copies function only
until the end of the next combat encounter in
which they are used.

Salt Golems (Special Unit). As a domain
action, an officer makes a DC 13 Lore test. On
a success, the undersea colony musters the Salt
Golems, a special unit of constructs made from
ultradense salt crystals. (See the Warfare chapter
for full details on how to read a unit card.)

WORLD BELOW
CITY-STATE

Most people think of the World Below as a vast
network of caverns stretching beneath the surface
of the everyday world. But this is another realm
entirely—a separate manifold in reality that is home
to strange creatures all vying for control. Only

the craftiest folk survive the host of subterranean
horrors and the constant conflict between factions

in the deep. Drow, duergar, deep gnomes, and more
all build city-states strong enough to weather any
setback or assault. The people of these city-states
rarely venture beyond their well-defended territo-
ries—but when they do, it is often in search of the
resources that will help guarantee their continued
security. While most World Below city-states have
no interest in conquering the folk of the surface,
their highly trained forces can strike quickly
when necessary—or when provoked by aggres-
sion on any side.

Skills Defenses
Diplomacy: -1 Communications: 10
Espionage: +2 Resolve: 11

Lore: +0 Resources: 13
Operations: +2

DOMAIN TITLE

The World Below city-state leader gains the
following title and the noted additional features.

Strike Leader. The strike leader can use an
action to create a 20-foot-radius sphere of hazy
smoke centered on a point within 120 feet of them.
The sphere lasts for 1 minute, spreads around
corners, and its area is heavily obscured. While the
sphere lasts, the strike leader can use a bonus action
to move it up to 60 feet in any direction.

DOMAIN POWERS

World Below city-state officers gain access to the

following domain powers.

Close-Quarters Magic. As a bonus action,
an officer takes a power die from their domain’s
pool and teleports up to a number of feet equal
to 5 X the number on the die to an unoccupied
space they can see.

Crawling Toxin. When an officer hits with a
weapon attack, they can take a power die from their
domain’s pool and have the attack deal extra poison
damage equal to the number on the power die. Any
creature that takes this poison damage must suc-
ceed on a DC 15 Constitution saving throw or be
poisoned for 1 minute. The creature can repeat the
saving throw at the end of each of its turns, ending
the effect on itself on a success.




DOMAIN FEATURES
World Below city-state officers gain access to the
following domain features.

Blades in the Dark. Once per intrigue as a
domain bonus action, an officer can make an Espi-
onage test against an opposed domain’s Communi-
cations. On a success, the World Below city-state’s
Resolve increases by 1, and each unit the opposed
domain musters through alliances until the end
of the intrigue has its casualty die decreased one
step (minimum d4).

Subterranean Bounty. If the World Below city-
state’s Communications level is 2 or higher at the
start of a battle, the level of one other defense of an
officer’s choice increases by 1.

Tunnel Up. As a domain action, an officer
makes an Espionage test against an opposed
domain’s Resources. On a success, during the
next deployment, the World Below city-state can
place one infantry unit in an unoccupied space in

enemy territory.

CNSIZESS
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Worm Knight unit card

Worm Knight (Special Unit). As a domain
action, an officer makes a DC 13 Operations test.
On a success, the World Below city-state mus-
ters a Worm Knight, a special unit consisting of
a knight atop a battle-trained purple worm. (See
the Warfare chapter for full details on how to

read a unit card.)
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1| hen great heroes like Ajax,
Hector, or Achilles participate
3 | in a war, the story is about
them fighting other heroes.
Enemy heroes. The Trojan

| War is just a backdrop for

J these individuals’ epic stories.
So if that’s the story you want to tell—of great
armies clashing in the background while heroes and
villains duel each other in single combat—then you
don’t need rules for warfare. You can just play out
normal encounters while a huge battle is described
happening around the heroes and their enemies,
like some particularly dramatic background music.
This system, by contrast, assumes that even in a
fantasy world, armies are important. Heroes can
fight other heroes, but it takes an army to cap-
ture and hold territory—and to defend a domain
against a villain’s army. Each army’s tactics, the
units deployed, and who won is important—as is
how they won. So while the characters still need to
stop the villain in a thrilling battle, the characters’
army also needs to defeat the villain’s army to fully
secure victory.

USING THESE RULES

These rules don’t worry overmuch about where
the player characters are during a battle, or exactly
what they’re doing. Most are probably off adven-
turing or fighting the leaders of the villain’s army.
They’re not on the battlefield trying to micro-
manage their own army. But that army is still an
extension of the characters. Each unit gains benefits
in battle based on a player character’s class (see
Martial Advantages on page 111), but a char-
acter’s features, traits, spells, and feats mostly help
make them better at fighting monsters. Characters
aren’t designed to fight armies. So these rules let the
characters focus on fighting monsters and villains
while their army tries to take and hold the villain’s
territory, or to stop the villain’s army from taking
territory of its own.

Players and GMs who like these rules and want
to use this system in their games should make
sure that everyone understands wars are about
armies. The players and the GM control their own

side’s units, but the characters, the monsters, and
the NPCs should always be focused on undertaking
the personal challenges and one-on-one combat
they’re best at.

With all this in mind, we think everyone will find
a lot of value in these rules. As an overview, this
section presents just a few of the ways players and
GMs can use this warfare system in your games.

To keep clear the differences between warfare
and characters engaging in combat, this book
uses "combat” to refer to characters and monsters
skirmishing using the game's normal rules. “Battle”
is used to refer to armies clashing using the
warfare rules.

WE'RE ADVENTURING!

Just because the heroes go off on adventures doesn’t

mean the rest of the world stops short, waiting in
suspended animation for them to return. Armies are
a fantastic tool that can be used to create tension in
a game while the heroes are off adventuring.

Giving the villain of the adventure an army to
attack the heroes” domain, the domains of their
allies, or even just the place they live is a great way
to get the players engaged with warfare. A GM

can pause and say “Meanwhile...” as they describe

a scenario in which the heroes’ domain is threat-
ened and the players must use the heroes’ army to
defend it.

DOWNTIME WARFARE

One of the most canonical uses of warfare is to give

the players more—and more interesting—things to
do during downtime, or at any time between group
adventures when the characters are free to be more
self-directed. In the time between one adventure
and another, the players have a chance to come up
with their own goals and motivations. And having
characters be officers in a domain with a standing
army, even a small one, opens up all sorts of new
opportunities for story and game play.

The players might decide to use the characters’
army proactively. Send it somewhere to liberate




a town or temple, or to clear out a forest infested
with cultists. Send it to blockade a road and force a
confrontation with a local warlord. Or they might
use it reactively based on challenges the GM places
in front of them, like a rebellion or an uprising.
Between adventures, unlimited possibilities for
drama and action arise, and warfare can easily
factor into these.

EPiC FINALE

The most spectacular use of this system is to sim-

ulate a climactic confrontation between a heroic
organization and a villainous realm. The easiest
and most fun way to do this is to run and resolve
the battle first, then the combat, even though both
are actually happening simultaneously. This works
much the same way that players in combat resolve
their characters’ actions in distinct turns, even
though in reality the characters are all moving and
attacking at the same time.

When this is done, mark down who wins the
battle and on which turn. Then, on that turn of the
combat, the winning officers each gain a Morale
Surge they can use at any time (see the sidebar).
The warfare rules have been designed to, on a
whole, resolve faster than character combat. This
1s not wholly realistic, but it is dramatic—and it
allows the game to continue to focus on the heroes
and their actions. Their army will win or lose
before the end of the battle, and the victors gain a
sudden and dramatic bonus reflecting the rush of
adrenaline.

Of course, this requires some willing suspension
of disbelief] since the players will have already
resolved the battle before starting the combat. So
they know who’s going to win—and on what turn—
going into their own final fight. But even if this
causes characters to change their behavior in what
1s technically a metagaming sense, it can easily be
explained as the characters being the ones who
trained the forces fighting outside—and as such,
being instinctively aware that those forces are going
to win (or lose!), even if that wasn’t strictly obvious
during the actual running of the battle.

A battle can, of course, take longer than a com-
bat! This isn’t a problem if the winner of the battle
is the same domain as the winner of the combat.
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But even if that’s not the case, when a domain’s
commanders lose a combat (whether they died,
surrendered, were banished to another dimension,
and so on) their troops automatically undertake the
Retreat maneuver. (The rest of this chapter explains
maneuvers and all the other rules for warfare.)

MORALE SURGE

A character experiences a sudden rush of adrena-
line upon hearing the herald’s news of victory on
the field of battle. As a bonus action, the character
can move half their speed and take one additional
action, on top of their regular action and move-
ment. The character can use this benefit once, and
loses it if they don't use it before taking a long rest.

BRINGING THE SIEGE

When the GM decides that it’s time for a battle to
begin, each side can attempt to bring the siege. This

section of the rules vaguely emulates the behavior of
European military conflicts from the eleventh cen-
tury to the fifteenth century. During these times, the
majority of battles were sieges—one army attacking
a fortification, rather than two armies facing each
other in the field. The major question of the time
was: Which side would mobilize first and lay siege to
the other side’s castle or keep?

The warfare rules simulate this historical setup
by requiring both domains to make an opposed
Operations test at the start of each battle. The
winner decides whether they will attack the villain’s
stronghold, defend their own stronghold, or meet
on a different field of battle. In the case of a tie
(or if the GM determines that it’s not appropriate
for a particular battle to involve a stronghold),
both armies meet at a location away from either
stronghold.

SEIZING THE INITIATIVE

The army that defends its domain’s stronghold
gains the benefits of the fortifications of that strong-
hold. The army that attacks has more flexibility

in its tactics and is said to have seized the initia-
tive. All units in that army’s vanguard rank get a
free activation at the start of the battle. While the
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attacking army is taking this free activation, the
units of the defending army can use reactions only.

USING THE GRID

One of the keys to keeping battles fun is making

sure everyone has room to maneuver. Each side in

the battle has a 4 x 5 grid—twenty spaces in total—
on which to place their infantry and artillery units.
Cavalry and aerial units do not use the grid.

If one side of the battlefield is completely filled
with troops, that side is left with no room to
maneuver and the game turns into a slog. As such,
these rules work best with each side controlling
twelve or fewer units.

MAKING TESTS

Throughout these rules, you'll see references to

units making tests. Just like with the rules for run-
ning domains, tests in warfare are analogous to your
character making ability checks—you roll a d20,
add a modifier, and compare the total to a fixed

DC or some other value. If the result is equal to or
greater than the value it’s compared to, the test suc-
ceeds. Tests can likewise be made with advantage
and disadvantage, just like ability checks.

When a unit attacks another unit, it first makes
an Attack test opposed by the opposed unit’s
Defense. To successfully execute a special maneu-
ver, a unit must succeed on a Command test with
a DC based on the complexity of the maneuver.
(Attack, Defense, and Command are three of the
modifiers that are part of every unit’s combat statis-
tics, discussed in more detail below.)

STARTING SMALL

The best way to test out these rules 1s to start with a

small battle, wherein each player controls just one
unit. There are then a commensurate number of
units on the opposing side, controlled by the GM.
A battle of this size—perhaps two opposing forces
trying to take over a small town—gives everyone,
including the GM, the chance to learn the system
and get their feet wet.

It might seem like a fun idea to start with a huge
battle! An epic confrontation with dozens of units
on each side! But this system will quickly bog down

In the warfare rules, “allied units” refers to all
units that are part of an army or are friendly to
that army. "Opposed units” refers to all units that
are part of the army fielded by the other side in
a battle, or which are friendly to that other side's
army. The same usage applies when talking about
opposed commanders. This allows the rules to
read properly from the perspective both of
players running their characters' army and the
GM running a villain's army, by avoiding terms like
“enemy” that might be misread as referring only to
the units of the villain or GM's side.

If any part of the rules allows a unit to affect
allied units, the unit can also affect itself (assuming
it meets all other criteria for the specific effect).

under that kind of setup, and there are better ways
to create this epic feel. These rules don’t model
individual soldiers, which means that players and
GMs are free to redefine the scale of battle to

suit their needs. If you want to run an epic battle,
simply say that each unit represents a legion of five
thousand soldiers rather than a squad of fifty or
some other smaller number.

Alternatively, many of what are considered huge
historical battles were actually a series of smaller
related skirmishes. So if you want to replicate this
kind of massive battle, you can use this system to
play out specific skirmishes within a larger war.
Using different battlefield setups each time, you’ll
play out the battle for the port, then the battle for
the tower gates, and finally the battle for the city,
with the results of each battle affecting the next.

LARGER BATTLEFIELDS

Each player character involved in a warfare battle

can command a number of units equal to their pro-
ficiency bonus, which means players can eventually
control up to six units each! If your group has five
or six players, that can mean battles with thirty
units or more on a side!

Any time you play a battle with more than
fifteen units on a side, it’s recommended that the
battlefield be expanded by adding ranks (rows) and

——
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files (columns) to the field, so that there are always
openings and empty spaces. As a general rule of
thumb, add one new column for every three units
beyond fifteen. Once you’ve added two columns,
add another row: a second vanguard row with
the same rules for deployment as the original
vanguard row.

EXPANDING THE BATTLEFIELD

Units per Side | Add...
15 or fewer Nothing; use the 4 x 5 grid
for each side

16-18 One column

19-21 Another column

22-24 One vanguard row

25-27 Another column

28 or more Another column
DOMAIN ARMIES

Not all domains need an army. Depending on the
campaign or the nature of the specific adventure
you're playing, domains for the characters and the
villains are still useful for the additional features
they grant, even without these warfare rules. A
heroic organization might act behind the scenes,

or lend aid to other domains in the form of special
units that can be mustered and sent to help allies.
But if an enemy has an army marching on the char-
acters’ stronghold—or vice versa—creating an army
is the best way to play out that scenario!

UNITS

Each army is made up of units. Each unitis a

collection of soldiers (including monsters) with the
same ancestry, training, gear, and type.

An army defends a domain and fights battles for
the domain’s officers (either the player characters
or the villains controlled by the GM). While the
characters confront an opposed domain’s leaders in
an epic combat, the armies loyal to both sides clash
in an epic battle. The characters and the villains
issue orders, but the soldiers who fight and die in
response to those orders are the ones who take and
hold the field—the ones who win or lose the war.

ANATOMY OF A UNIT
The following is a typical unit, so let’s check out
its stats.
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There are a lot of numbers and symbols at use here,
but you'll quickly get used to them. And you’ll find
much more information on all these stats and how
they’re used in the sections that follow.

NAME

Every unit has a name. For normal units, that name
1s just a combination of the unit’s ancestry and
type—for example, Human Cavalry, EIf Artillery,
or Hobgoblin Infantry. Some units have more
descriptive names, though, such as Human Shield
Maniple or Bugbear Heavy Claw. Special units
might follow either format. And unique units have
quotation marks around their names, to indicate
that there is only one of these special units any-
where in the world.

COMMANDER

Every unit also has a commander. This is the crea-
ture that issues orders to the unit in battle—usually
one of the officers in charge of the domain field-
ing the unit.

The rules don’t worry too much about how
exactly a human paladin locked in combat with
an evil enemy cleric is able to make their inten-
tions known to the unit they command out on the
battlefield. The system 1s deliberately abstract.
Runners and heralds are tasked with conveying
such orders, and minor magics can facilitate com-

munication between a commander and their troops.
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But beyond that, a unit knows what its commander Number of attacks (the sword icon) represents
wants because the commander has trained that the number of times a unit can organize itself to
unit. As well, each unit is assumed to have sergeants attack other units in one round of battle. Most

and subcommanders who know what to do if the units have only one attack. Number of attacks is
commander is incapacitated, killed, or turned into a improved by experience.

slimy toad. Damage (DMG) is the number of casualties

inflicted on a successful Power test made after a suc-
COMBAT STATISTICS

: { K . ) cessful Attack test. If some part of the rules grants
This section describes the statistics found on a unit

a bonus to damage, that bonus applies only to the

rd. Lots more information on all these statistics 3
i, Lol e iriieiime Power test made as part of an attack. Damage 1s

and examples of how they’re used can be found in ] :
improved by equipment.

e Follloningg b ot Size 1s an abstract measure of a unit’s ability to

Attack (ATK) is a measure of a unit’s tactical

i y - maintain morale and unit cohesion, and to carry
effectiveness—its ability to successfully execute an

out orders. Size determines a unit’s casualty die

attack order and engage an opposed unit. A success- (see below), and so determines how much!damage

ful Attack test can inflict casualties on an opposed 7 oo vt s T e o Cros o e, e

unit, but is only half of the process of making an effective it is at staying in the fight.

P S ST ORES ay lo  ggt Wp foretl Movement is another of a unit’s combat statistics,

1y @qpanlas: but does not appear on the card because all units

Defense (DEF) is a measure of a unit’s ability e R ]

to maneuver in such a way that it can avoid an

opposed unit’s attack, or minimize it so much that it CASUALTIES
fails to make a noticeable dent in the unit’s casual- During warfare, the number of casualties a unit can
ties. Defense is improved by experience. suffer but still keep on fighting is represented by the
Power (POW) is a measure of a unit’s physical casualty die. A casualty die is based on a unit’s
prowess in combat. When the halberds strike, the size, and is placed on the unit card during battle
arrows fall, or the lances pierce, how much force with the number of casualties the unit has remain-
is behind them? Making a Power test is the second ing facing up. For example, a size 6 unit would
part of making an attack, and inflicts even more begin with a d6 casualty die, with the 6 facing up.
casualties on an opposed unit. Power tests made If a unit 1s ever reduced to half its maximum
for other reasons do not deal damage unless the casualties or fewer, it is diminished. The first time
rules say so. Power is opposed by Toughness and a unit is diminished in a battle, it must succeed on a
improved by equipment. DC 13 Morale test or immediately suffer 1 casualty.
Toughness (TOU) is a measure of a unit’s phys- If a unit’s casualty die ever reaches 0, the unit is
ical hardiness—its ability to withstand successful broken and is removed from the battle. A broken
attacks and keep fighting. Toughness is improved by unit might be able to be rallied to return to the bat-
equipment. tle, or it might be disbanded and permanently lost.
Morale (MOR) measures a unit’s ability to These rules don’t worry about the exact number
maintain discipline in the face of overwhelming of soldiers or monsters in a unit. Likewise, casualties
odds, powerful magic, exotic enemies, and death. usually mean soldiers killed by enemy action, but
Tailing a Morale test inflicts casualties just as Attack not always. A soldier who is disoriented or too terri-
tests and Power tests can, since a soldier who is ter- fied to act, or who cannot see or hear or understand
rified and flees is just as ineffective as a dead soldier. their commanders’ orders, is just as ineffective as
Morale is improved by experience. a dead soldier. For this reason, even though a unit
Command (COM) is a unit’s ability to correctly might be removed from the battlefield when broken,
interpret complex orders and execute them success- there is a chance that it can be rallied later by gath-
fully. Command is improved by experience. ering together scattered soldiers, bolstering their
resolve, and organizing them for battle again.




‘
\
%
?
\
%

TYPE

A unit’s type is represented by a weapon symbol.
Type determines what a unit can do in battle, who it
can attack, and who it can be attacked by. There are
four types of basic unit: infantry, artillery (including
siege weapons), cavalry, and aerial. For the purpose
of improving experience and equipment (see below),
cavalry and aerial units use the same tables.

Type Symbol Type Symbol
Aerial Cavalry Q
Artillery Infantry

Artillery Infantry

(Siege) (Levy)

EXPERIENCE

Experience is a combination of how much train-
ing a unit has and how much fighting it’s seen.
More experienced units gain bonuses to Attack,
Defense, Morale, and Command, as well as addi-
tional attacks, as indicated on the Unit Experience

Bonuses table. But different types of units learn
different lessons in battle.

Units gain experience from winning battles,
according to how experienced they already are (see
Improving Units on page 104). Each section of
the table starts with the lowest level of experience at
the top, with each subsequent level below indicat-
ing the next improvement.

The bonuses on these tables are not cumula-
tive. If a veteran infantry unit survives a battle and
improves to become elite, its Attack modifier goes
up by 1, not by 2.

Levies are infantry troops who have zero training

and no experience, typically laborers and towns-
folk. They know their likely fate in battle, but they
believe enough in a domain’s cause to fight and
die for it—or they fear the price of not fighting
even more.

Levies cannot have their gear or experience
improved. They automatically disband after
every battle and must be mustered again for the
next battle.

EQUIPMENT

Equipment describes a unit’s arms and armor.
Heavier units have better weapons and armor,
granting them bonuses to Power, Toughness,

and Damage (except for artillery units), but they
might not be as flexible in battle as a lighter, more
mobile unit. As with experience, different types of
units gain different benefits from improving their
equipment.

Units improve their equipment by having their
domain pay for those improvements (see Improv-
ing Units on page 104). Each section of the Unit
Equipment Bonuses table starts with the baseline
level of equipment at the top, with each subsequent
level below indicating the next improvement.




UNIT EXPERIENCE BONUSES

Additional
Infantry Experience Attacks Attack Defense Morale Command
Levies +0 -1 -2 -2 -1
Regular +0 +0 +0 +0 +0
Veteran +0 +1 +2 +2 +0
Elite +1 +2 +4 +4 +1
Super-elite +1 +3 +6 +6 +1
Cavalry and Additional
Aerial Experience Attacks Attack Defense Morale Command
Regular +0 +0 +0 +0 +0
Veteran +0 +1 +1 +1 +2
Elite +1 +2 +2 +2 +4
Super-elite +1 +3 +3 +3 +6
Additional
Artillery Experience Attacks Attack Defense Morale Command
Regular +0 +0 +0 +0 +0
Veteran +1 +2 +1 +1 +1
Elite +1 +4 +2 +2 +2
Super-elite +1 +6 +3 +3

UNIT EQUIPMENT BONUSES

Infantry Equipment Power Toughness Damage
Light +0 +0 +0
Medium +2 +2 +0
Heavy +4 +4 +0
Super-heavy +6 +6 +1
Cavalry &

Aerial Equipment Power Toughness  Damage
Light +0 +0 +0
Medium +1 +1 +0
Heavy +2 +2 +0
Super-heavy +3 +3 +1
Artillery Equipment Power Toughness

Light +0 +0

Medium +1 +1

Heavy +2 +2

Super-heavy +3 +3
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ANCESTRY

Ancestry affects all of a unit’s stats, and in many

ways 1s the defining attribute of a unit. Ancestry

also determines what traits a unit has.

Ancestry Symbol | Ancestry Symbol
Dragonborn Human

Dwarf % Kobold

EIf @ Lizardfolk

Fiend ® Monstrous

Giant ® Orc

Gnoll Q Special

Gnome e Undead

Goblinoid G

The bonuses a unit gains because of its ancestry
have very little to do with any of the stats that crea-
tures of those ancestries have in the core rules. The
warfare rules are concerned with how well crea-
tures organize, take orders, and maintain morale
and unit cohesion, none of which are necessarily
related to how well creatures fight in single combat.

TIER

A unit’s tier, represented by a Roman numeral on
its card, is a measure of the unit’s overall power or
nastiness. Tier I units are the least powerful (and
thus the easiest to put onto the battlefield), while
Tier V units are the most powerful.

All units after Tier I have unit dependencies that
determine how many units of a specific tier are
needed to field a unit of a higher tier. For exam-
ple, you can field an unlimited number of Tier I
units, but you must have more Tier I units than
Tier IT units.

TRAITS

Each unit also has a collection of traits—maneuvers
or special features that it can employ in combat.
The names of each unit’s traits are listed on its unit
card, keying to the descriptions in the Unit Traits
section on page 126 in this chapter. This keeps the
unit cards small and useful in battle, and means
players don’t have to constantly pick each card up
to read what its traits can do in the middle of a bat-
tle. Printer-friendly cards are available on page 314.

BUILDING AN ARMY

As soon as a group of characters founds an organi-

zation, they muster four Tier I units of the play-
ers’ choice from any ancestry the GM agrees the
organization has access to. These are leaderless
soldiers—probably regular light troops from other
failed domains, looking for someone to serve.

As an option, any time a domain musters a Tier
I unit, it can muster two levies instead. This can
boost the size of a starting army by making it some
combination of levies and regular troops. However,
levies automatically disband at the end of the next
battle they fight in.

Six ancestries are presented in this book—
humans, elves, dwarves, orcs, goblinoids, and
undead. Each ancestry features nine units covering
different types and tiers. Whenever an organization
musters new units, they must be from an ancestry
the GM agrees the organization has access to,
chosen from the nine units noted and following
the rules for unit command and unit dependencies
(detailed below).

(If you use Strongholds & Followers in your game,
you can optionally use the rules that allow charac-
ters to attract a variety of followers, including new
units, when they build or take over a stronghold.)

Units mustered by a heroic organization belong
to that organization. Each unit needs a commander
(see Unit Command and Dependencies below)
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who must be an officer in the organization. These
units gain experience through battle (unless they’re
levies), and the organization can spend gold to
improve any unit’s equipment.

Gaining additional units can be accomplished in
three ways:

* An officer of the organization can use a domain
action during intrigue to muster one unit from
any ancestry the GM agrees the organization has
access to (see the Operations section on page
23 in the Domains & Intrigue chapter). Units
mustered in this way belong to the organization
and persist from battle to battle until they are
disbanded. They must conform to the rules for
unit dependencies.

* An officer of the organization can muster the
organization’s special unit by succeeding on an
Operations test during intrigue (see the Oper-
ations section on page 23, and the details of

%o,
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special units in each organization’s write-up in
the Domains & Intrigue chapter). This unit dis-
bands after the next battle it is used in, and must
be mustered again before it can be used again.
This unit ignores unit dependencies.

An officer of the organization can recruit new
units from NPC realms by succeeding on a
Diplomacy test during intrigue (see the Diplo-
macy section on page 20 in the Domains &
Intrigue chapter), gaining the use of that realm’s
special unit. Units gained by diplomacy disband
after the next battle they are used in, and return
to their home domain. Additional diplomacy is
necessary if they are to be fielded again. These
units ignore unit dependencies.

All units, regardless of how they are raised,
need a commander. Units that conform to the
rules for unit dependencies can be used to unlock
new units based on their tier, but units that ignore
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unit dependencies cannot. For example, a Tier I11
unit mustered as an organization’s special unit

or recruited through diplomacy does not count
toward being able to muster a Tier I'V unit.

UNIT ANCESTRY

The GM determines which ancestries an organiza-
tion has access to when raising units. It’s reasonable
to assume a dwarf officer would know other dwarves,
and that the officer’s heroism has become known in
their homeland. So when this heroic dwarf puts out
the call, a unit of dwarves arrives! That said, a dwarf
officer might be an exile, or might have been raised
in a human city and have no real connection to any
ancestral home. If so, the GM might decide that a
different ancestry is available instead.

If the characters’ organization is on good terms
with a nearby NPC elf domain—perhaps because
of interactions during a previous adventure—it’s
reasonable to assume that the organization can
muster elven units. But the only way to muster
the Court Jesters—a special aerial unit of veteran
sprites with medium equipment belonging to a fey
court domain—is through Diplomacy.

UNIT TYPES

There are four types of units—infantry, artillery,
cavalry, and aerial. Each has different base stats,
and because of the rules governing which units can
attack other units (see Attacking) and the rules
for deployment, each has a specific role to play

in warfare.

INFANTRY UNITS
Infantry are the meat-and-
potatoes troops for any domain.
They are not as flashy as artillery or cavalry, but
they are harder to kill, having higher Toughness
than other units of the same tier and ancestry.
Infantry are often used to protect artillery units.
Infantry have very few legal targets in a bat-
tle. They can attack only adjacent units (in front,
behind, to the left, or to the right of the infantry
unit), and can’t attack cavalry or aerial units at
all. But infantry also have access to more maneu-
vers than other units. Only infantry units can use
the Follow Up maneuver, which gives them free
movement after an adjacent opposed unit breaks or

moves away from them. This helps infantry quickly
move into position to get closer to the opposed
side’s center rank—where all the squishy archers
are usually hiding!

Infantry can also make use of the Set for Charge
maneuver, which gives them a chance of inflicting
casualties on any cavalry or aerial unit that attacks
them. They cannot attack those more mobile
units back, but they are not completely defenseless
against them.

Infantry also include a domain’s levies—the
untrained troops who have either volunteered to
support a domain or been pressed into service. Lev-
ies are cheaper than other Tier I units, with officers
able to muster two units of levies instead of any
other Tier I unit. But they have poor stats com-
pared to other infantry units, and those stats can-
not be improved. Levies disband after every battle.

The best use of levies is to defend a domain’s rear
rank against enemy cavalry. They often won’t last
long, but they’ll force an opponent to waste actions
wearing them down.

ARTILLERY UNITS
Artillery units include both
archers and siege engines.
Mostly archers.

Artillery units can attack any other unit on the
field, which means they’re a domain’s best defense
against enemy aerial units. Those are thankfully
rare, but archers’ ability to pick targets from across
the battlefield makes them incredibly good at
two things—forcing Morale tests by diminishing
opposed units, and breaking opposed units that
have only 1 casualty remaining, regardless of where
those units are.

Additionally, archers and cavalry can be coordi-
nated to pick out a single enemy cavalry unit and
wear it down, since archers and cavalry can attack
any cavalry unit. Many battles begin with both
sides using archers and cavalry in this way, trying
to eliminate opposing cavalry before they can go
on the offensive.

The downside, of course, is that archers are
incredibly squishy. They have low Defense and
Toughness compared to other troops of the same
tier and ancestry. For this reason, they must be

e
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deployed in the center rank of the battlefield, and
a large part of the strategy of a domain’s officers
typically involves keeping their archers alive.

Siege Engines are usually Tier IT units, so they’re
harder to muster. They can attack any other units
and inflict a lot of casualties—but most require an
entire round between attacks doing nothing (load-
ing the catapult or trebuchet, winding the ballista,
and so forth). Combined with the fact that they’re
the only unit that can damage fortifications (which
they automatically hit!), siege engines are typically
only mustered when a domain is fighting an oppos-
ing force with fortifications, and are then used to
batter down those walls and towers.

CAVALRY UNITS
Cavalry units move fast and hit hard.
They are so mobile that they belong to
no specific rank, ranging across the battlefield to
attack other cavalry, and pick off those infantry
and artillery units foolish enough to leave them-
selves exposed.

Cavalry units have greater Power than other
units of the same tier and ancestry, and they’re
one of the few Tier I units that deal 2 damage on
a successful Power test. This means they can cause
most Tier I units to become diminished with a
single successful attack—a size 6 unit taking 1 casu-
alty from a successful Attack test, and then 2 more
casualties from a successful Power test!

Many battles begin with both sides trying to neu-
tralize the other’s cavalry. Units with the Archers
trait are particularly good at this.

AERIAL UNITS

Flying units are rare, with most of them
in Tier IIT and having stats comparable to
an average Tier II unit. This is because aerial units
can attack any other unit (in the same manner as
artillery units) but very few units can return fire
against them! Only artillery and other aerial units
can attack an aerial unit.

Mustering aerial units gives a domain a major
advantage over an opposed domain that has no
aerial units with which to defend itself. But while
they have clear advantages in battle, aerial units
are squishy. They have higher Attack modifiers
than other units of the same tier and ancestry,

but their need to be lightly armed and armored
compared to other units gives them lower Defense
and Toughness.

Properly used, aerial units can make a big
difference in a battle, but they do not represent
instant victory. Rather, much of their usefulness is
psychological. An army without aerial units facing
an army with aerial units often feels as though it’s
on the defensive, even if it has archers enough to
handle the situation.

UNIT COMMAND AND DEPENDENCIES
A couple of restrictions affect how many units

a domain can field, and which units it can field.
This stops a battle from growing too large to
manage, and simulates the fact that any army will
have a very small number of elite units supported
by a broad base of regular units. It also prevents
domains from fielding an army made up of only one
or two extremely nasty units that can’t be defeated
by a regular army.

UNIT COMMAND

An officer can command a number of units equal
to their proficiency bonus. Every unit a domain
fields—both regular units and special units, no
matter how those units are gained—must have

a commander.

Normally, only a domain officer (a player char-
acter member of a heroic organization, or the NPC
leader and lieutenants for an enemy realm or some
other opposed domain) can command units. But
the GM might decide to let NPCs allied with a
heroic organization command units as well. This is
useful in scenarios that demand larger armies but
have a small number of players.

UNIT DEPENDENCIES

Each unit’s tier represents not only its power level
relative to other units. It represents the relationship
wherein higher-tier units require many lower-tier
units to support them, as follows:

* There is no limit to the number of Tier I units
(including levies) a domain can field.

* A domain can field a number of Tier II units one
less than its current number of Tier I units.

* A domain can field a number of Tier III units
one less than its current number of Tier IT units.

el
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¢ A domain can field a number of Tier I'V units

one less than its current number of Tier III units.

¢ A domain can field a number of Tier V units one
less than its current number of Tier IV units.

Remember that whenever a domain raises a
regular Tier I unit, it can raise two units of levies
instead. Because these levies are also Tier I, they
are a quick way of increasing unit numbers to
unlock more powerful units—at the cost of fielding
much squishier units at the base of an army!

An example large army of fifteen units lead by
a Tier V unit would look like this:

Tier V

——
Tier IV Tier IV

Tier 1l Tier llI Tier Il

Tier Il Tier Il Tier Il Tier Il

Tier | Tier | Tier | Tier | Tier |

A domain’s special unit, as well as units raised
through diplomacy, ignore unit dependencies.
These units can take to the battlefield regardless
of what other units are in play for a domain.

IMPROVING UNITS

For each of the units in play for a domain, experi-
ence and equipment can both be improved. Units
gain experience through battle, and better equip-
ment with money.

IMPROVING EXPERIENCE
The only way to improve a unit’s experience is
through battle, as follows:

* Regular units become veteran units if they
survive their first battle. Easy!

* Veteran units become elite units if they
survive three more battles. Much harder.

e Elite units become super-elite units after
surviving four more battles (eight total).

Levies cannot be improved, as the untrained
troops who make up those units are considered
to go back to their lives as soon as their task in
battle is done.

IMPROVING EQUIPMENT

A domain can spend money to upgrade a unit’s
equipment from light to medium, medium to heavy,
and so forth, requiring only a domain action.
(Modifying Units on page 23 in the Domains
& Intrigue chapter has all this information.)

A domain can upgrade as many units as desired
with a single domain action, and those units can
be upgraded to any level the domain can afford,
from light to super-heavy. A domain can upgrade
any units it controls, including units belonging to
other domains.

Upgrade from... | Cost

Light to medium 500 gp x the tier of the unit
1,000 gp x the tier of the unit

2,000 gp x the tier of the unit

Medium to heavy

Heavy to
super-heavy

VOLUNTARILY DISBANDING UNITS
Players and GMs might end up with an army fit to
a purpose that decisively wins a climatic battle! But
now a domain needs a different army for the next
threat. To create the opportunity to muster new
units, a domain’s officers can voluntarily disband
any units the domain controls during an extended
rest. (The GM determines what an extended rest
means in the campaign, but one week of downtime
spent managing a domain is a good rule of thumb.)
Units must be disbanded carefully, though, or the
relationships of unit dependencies might be broken.

WARFARE FEATS

In campaigns that use the optional rule for feats,

player characters can take any of the following feats
to improve their units’ stats in warfare.

TACTICAL LEADER
Each unit you control has +2 to Attack.

AGILE LEADER

Each unit you control has +2 to Defense.

LEAD FROM THE FRONT

Each unit you control has +2 to Power.

UNSTOPPABLE LEADER

Each unit you control has +2 to Toughness.




PERSUASIVE LEADER

Each unit you control has +2 to Morale.

STRATEGIC LEADER

Each unit you control has +2 to Command.

THE BATTLEFIELD

The battlefield is a grid five spaces wide, divided
into two sections for the two opposing forces in a
battle. Each section is four rows deep, with each
row called a rank.

The topmost row in each section is the van-
guard, which faces the opposed army. Behind the
vanguard is an army’s reserve rank, followed by
the center rank, followed by the rear.

In addition to these four ranks, each side also has
a front, which comprises the vanguard plus all
enemy ranks. If a unit controlled by a domain
moves from that domain’s vanguard into the
opposing side’s vanguard, or even all the way into
the opposing side’s rear rank, they are still in the
controlling domain’s front.

VANGUARD | RESERVE | CENTER
VANGUARD [ RESERVE | CENTER

CENTER | RESERVE | VANGUARD
CENTER | RESERVE | VANGUARD

With the exception of the reserve rank (see
Stacking below), a space can only hold one unit.

SETUP

At the start of a battle, all officers commanding
units roll initative. After initiative is determined
for a battle, each character and NPC acting as a
commander deploys their units in reverse initia-
tive order. In other words, whoever acts last in the

combat gets to place all their units first in the battle.
If you are playing a battle alongside combat, use the
same initiative order for both.

CASUALTY DICE
During deployment, each unit commander places a
die on every unit they control. This is the casualty
die representing the number of casualties the unit
can suffer before it breaks. The number of casual-
ties the unit has remaining should be facing up. So
a size 6 unit would begin with a d6 casualty die,
with the 6 facing up.
Some domain features can increase the size of
a unit’s casualty die. Increasing a casualty die
means upgrading from a d4 to a d6, a d6 to a d8,
and so forth. Decreasing a casualty die means
downgrading in the same way.
As a unit suffers casualties, its casualty die is
decremented. This means the number on the
die 1s decreased by 1, so that a 6 becomes a 5, a
5 becomes a 4, and so forth. Under certain cir-
cumstances, the die is incremented—increased
by 1-—to indicate that a unit’s combat readiness is
being restored. A unit that has its casualty die dec-
remented from 1, indicating that it has lost its last
casualty, is broken and removed from the field.
Unless otherwise noted, no unit can gain casual-
ties beyond the maximum value on its casualty die.
Once all units are placed, battle can begin.
During battle, units are activated by the characters
and NPCs controlling them in initiative order.

COLLAPSING RANKS

At the start of any turn (including the first), if a rank
contains no units or fortifications (see below), that
rank collapses and is no longer part of the battle-
field. The ranks in front of and behind the collapsed
rank are now next to each other.

DEPLOYMENT

When deploying units, artillery must go in the cen-
ter rank. Infantry can be deployed in the vanguard,

center, reserve, or rear ranks. Gavalry and aerial
units are not placed in any rank, but can move
freely across or above the battlefield.
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Units in the reserve rank can be stacked when
deployed. When units are stacked, only the top unit
can be targeted. Units under a stack are treated

as though they were not on the battlefield for the
purpose of being subject to attacks or effects.

Only the top unit of a group of stacked units can
be activated. If that unit leaves the stack, the unit
beneath it is now on top of the stack and can be
targeted. Because a unit can’t move into a space
occupied by other units, units can only leave a

‘ g stack during a battle, they can’t enter one.
ACTIVATION
A i On each commander’s turn (whether that com-
l mander is a player character or an NPC controlled
i by the GM), they activate all the units they control

in any order. Each unit must finish its activation
before another unit can be activated.

Each unit can take actions and move, in either
order. The things a unit can undertake during its
activation include the following:

* Attack another unit
* Use a magic item

* Move 1 space
* Hold (do nothing)

Unless it holds and does nothing, a unit can

1 e Attempt a maneuver

move and attack, attack and move, or move and
move (called a march).

ATTACKING

When a unit attacks, its choice of targets is deter-
mined by its unit type. (These parameters are some-
times referred to as the “order of battle.”) The units
of both sides are able to attack as follows:

¢ Infantry units can attack any adjacent unit—
one in front, behind, to the left, or to the right.
They cannot attack diagonally.

e Artillery and aerial units can attack any unit.
e Cavalry units can attack other cavalry units,
and any infantry or artillery units that are

“' exposed (see Unit Conditions on page 107).

* Siege engines can attack any unit, and can
attack fortifications.

Some units, typically infantry in the rear rank,
might have no opposed units that are legal targets.
(Units can attack allied units if compelled to do so
by some effect, or just for fun.)

With a legal target selected, an attacking unit
makes an Attack test against the target’s Defense.
If the Attack test succeeds, the attacking unit
inflicts 1 casualty on its target and then makes a
Power test against the target’s Toughness. If the
Power test succeeds, the attacking unit inflicts addi-
tional casualties equal to the unit’s noted damage.

The attacks of artillery units are ranged attacks.
The attacks of infantry, cavalry, and aerial units
are melee attacks.

MOVEMENT

When a unit moves, it must move into an empty

adjacent space—a space in front, behind, to the left,
or to the right of its current space. Units cannot
move diagonally. Units that have movement greater
than 1 can move into successive empty spaces. A
unit can move through other units only if it has a
special feature that says so.

Though the front ranks of both sides in a battle
are usually separated a little to make it easier to tell
one side from another, units in one front can move
into the opposing side’s front if there is an empty
space there. Units can then move normally through
the opposing side’s ranks as long as there are empty
adjacent spaces for them to move into.

If a unit 1s in the rear rank of its army and
moves backward, it is permanently removed from
the battle.

BONUS MOVEMENT

A unit might gain “+1 to movement,” which means
the unit moves 1 extra space both when it moves
and 1f it uses its action to move. (Which is to say, if it
marches, it moves 2 extra spaces.)

A unit might suffer a penalty to movement (indi-
cated by “~1 to movement”). If a unit with the nor-
mal speed of 1 and no bonuses to movement suffers
a —1 movement penalty, it cannot move or march.
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UNIT CONDITIONS

Just like the conditions that affect characters,

a number of unit conditions summarize the state
of an army’s units during the battle.

Broken. A unit that breaks becomes broken. It
has lost its last casualty and is removed from the bat-
tle. Broken units can be reformed, usually by rallying.

Disbanded. A disbanded unit is removed from
the game and cannot be reformed by normal means.

Disorganized. A disorganized unit does nothing
on its next activation while it attempts to regain
unit cohesion.

Disoriented. A disoriented unit can either attack
or move, but not both. Unless otherwise stated,
this unit condition lasts until the end of the unit's
next activation.

Exposed. A unit is exposed if there are no units
between it and the edge of the battlefield. All units
in the rear ranks are always exposed, as are any units
in the leftmost and rightmost columns of the battle-
field. The exception to this is units in the center and
reserve ranks (see The Battlefield on page 105).

Hidden. When a unit is hidden, other units have
disadvantage on Attack tests against it.

Misled. A unit that is misled cannot attack, and
spends its next activation moving randomly into
an available space. Cavalry and aerial units cannot
be misled.

Weakened. A unit that is weakened has disadvan-
tage on Attack tests and Power tests.

ACTIONS, REACTIONS,
AND BONUS ACTIONS

Each unit has the same types of actions in battle as
a character does in combat—one action, one bonus
action, and one reaction.

Each unit gets only one action per activation. If a
unit gets multiple attacks, it makes those attacks as
one action. Ifit has access to multiple actions, per-
haps as a result of maneuvers or unit traits, it must
choose which action to use on its activation.

A unit can use a bonus action only if some trait
or other feature grants it a bonus action. A bonus
action is used on the unit’s activation, either before
or after it attacks or moves. If a unit gets multiple
bonus actions from traits or features, it must choose
which one to use on its activation.

If a unit has a reaction, it can use that reaction
during its own activation or on another unit’s acti-
vation. Once a unit uses a reaction, it cannot use
another one until its next activation. If the reaction
interrupts another unit’s activation, that unit can
continue its activation after the reaction resolves.

RESOLVING MULTIPLE REACTIONS
When resolving multiple reactions between units,
the defending unit gets the first chance to resolve a
reaction. Then the attacking unit can use its reac-
tion, followed by the defending unit’s allies, then the
attacking unit’s allies.

EXPOSED

A unit is exposed if there are no units between it

and the edge of the battlefield, leaving it open to
attacks by cavalry units. By definition, all units in
the rear are always exposed. Units in the leftmost
and rightmost columns of the battlefield are also
exposed, except in the center and reserve ranks.
Units in the center and reserve of an army’s ranks
cannot be exposed as long as that army has units in
both its rear rank and anywhere in its front. As soon
as either of those conditions is no longer true, units
in the center or reserve become exposed.

“FORWARD" AND “"BAcK"

If the rules ever refer to a unit moving forward or

back, those directions are relative to the unit’s rear
rank. Forward is moving away from the rear and
back is moving toward the rear.
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"OPPOSITE”

Some rules refer to the unit opposite a target. This

means the unit on the other side of the target from
the attacker.
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MORALE TESTS

When a unit is subject to magic or spectfic events,

the rules sometimes call for that unit to succeed on
a Morale test. This includes such events as a unit
being diminished, when it must succeed on a DC
13 Morale test or suffer 1 casualty. Likewise, when-
ever a unit is affected by an opposed unit’s battle
magic, in addition to resolving the other effects
of the magic, that unit must succeed on a DC 13
Morale test or suffer 1 casualty.

Unless otherwise stated, the DC for any Morale
testis 13.

TOKENS

Some unit traits and magic items can put tokens on

units, with the trait or item description noting what
effect the tokens create. When a unit with tokens on
it activates, it immediately suffers the effect of the
tokens, then removes one token. (If a unit has more
than one type of token on it, it suffers the effect of
ecach type, then removes one token from each type.)
If a token inflicts damage, the unit takes damage for
each token on it.

For example, a unit targeted by another unit with
the Flaming Weapons trait and in a space con-
taining an acid pool created by a wand of acid pool

might have two fire tokens and one acid token on it
at the beginning of its activation. It suffers 3 dam-
age (1 for each fire token and 1 for the acid token),
then removes one fire token and one acid token.

DIMINISHED, BROKEN,
AND DISBANDED

A unit is diminished when its current casualties
are half or less than its starting casualties. The first
time a unit becomes diminished, it must succeed
on a DC 13 Morale test or suffer another casualty.
Each unit does this only once per battle.

A unit is broken and removed from the battle
after it suffers its last casualty. This does not mean
that every soldier in the unit is dead, but those
who survive are left confused, panicked, squab-
bling—or might simply have fled. Broken units can
be reformed with the Rally maneuver and certain
martial advantages.

If a unit breaks and later fails a Morale test to
rally, it is disbanded. (Certain martial advantages
and other effects can also cause a unit to dishand.)
A disbanded unit is permanently destroyed. It is
removed from the battle and cannot be rallied or
reformed by normal means.

DEFEAT

At the end of each round of battle, after all officers
on both sides have activated all their units, each
side determines the current point value of their
army. This total is based on the tier of each unit in
the army, with Tier I units (including levies) worth
1 point, Tier II units worth 2, Tier III units worth
3, and so on.

At the end of any round, if one side has more
than twice the point value of the other, that side
has won the battle. Each commander on the losing
side must immediately attempt the Retreat maneu-
ver for each of their units (see Maneuvers below).

AFTER THE BATTLE

Immediately after the battle, all units that were
broken but not dishanded can execute the Rally
mancuver. (This excludes units that have already
been rallied during the battle, as a unit can rally
only once per battle.)

Units that succeed at the Retreat or Rally
maneuvers gain casualties at a rate of 1 per week,
incrementing the casualty die until they have their
full casualties once again.
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Units that survive the battle, including those that
rallied at the conclusion of the battle, can increase
their experience, as discussed in Improving Units
(page 104).

Levies immediately disband after the battle,
as they are always temporary units. New levies
must be mustered from scratch for the next battle.
Likewise, special units go their own way, and units
mustered through alliances or diplomacy return to
their home domains.

ONGOING EFFECTS

Any ongoing effects, tokens, or unit conditions auto-
matically end for all units once the battle is over. It
is assumed that once combat is no longer a prior-
ity, surviving troops and their officers can quickly
resolve any problems a unit is having.

MANEUVERS

Maneuvers represent complex operations that
a unit can attempt during its activation. Some
maneuvers are made as reactions in response
to specific events or conditions, as described in
the maneuver.

Some maneuvers require a successful Command
test, with the DC noted in the maneuver. On a
failed test, the unit cannot perform the intended
maneuver. However, it can still move or attack
during its activation (though it can’t do both).

Some maneuvers can be attempted only by
certain types of units. Other maneuvers can be
attempted by units of any type. Certain maneuvers
(Follow Up, Rally, Retreat, Set for Charge, and
Withdraw) can be undertaken by any appropri-
ate units. Other maneuvers can be undertaken
by appropriate units only if a martial advantage
allows units to be trained to use the maneuver
(indicated by the prerequisites).

This section collects maneuvers that are either
generally available, or which can be assigned by
martial advantages. Additional maneuvers are
available as traits assigned to specific units, and
are found in Unit Traits (page 126).

FEINT

Prerequisite: Rogue martial advantage

As an action, choose an adjacent opposed unit
and an empty space adjacent to that unit. This
unit moves into the adjacent space and makes an
opposed Command test against the target unit.
On a success, the opposed unit moves into the
space this unit just vacated.

FIND COVER

Prerequisite: Ranger martial advantage

As a reaction to moving, this unit can make a DC
13 Command test. On a success, any opposed unit
attacking this unit has disadvantage on Attack tests
until its next activation.

FoLLow UpP

Prerequisite: Infantry

As a reaction to an opposed unit adjacent to this
unit breaking or moving out of its space, this unit
makes a DC 8 Command test. On a success, this
unit moves into the opposed unit’s former space.

MOBILITY TRAP

Prerequisite: Barbarian, monk, or paladin

martial advantage

As a reaction when an opposed cavalry or aerial
unit successfully attacks this unit, this unit makes a
DC 13 Command test. On a success, the attacking
unit’s type becomes infantry and this unit places
the attacking unit in any empty space closest to this
unit. The attacking unit’s type reverts back at the
beginning of its next activation, and it is removed
from its temporary space.

RAGE CHARGE

Prerequisite: Barbarian martial advantage

As an action, this unit makes a DC 13 Command
test. On a success, the unit moves up to 5 spaces. If
it ends this movement adjacent to an opposed unit,
it can attack that unit.
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e RALLY SET FOR CHARGE

k Prerequisite: Any broken unit Prerequisite: Infantry
This unit makes a DG 13 Morale test (no action As a reaction to suffering a casualty from a cav-
required). On a success, the unit reforms with 1 alry or aerial unit, this unit makes a DC 13 Com-
casualty. If a 20 is rolled on the d20 for the test, the mand test. On a success, the attacking unit suffers

I\ unit reforms with 2 casualties. On a failure, the bro- 1 casualty.

I ken unit disbands.
STRAFE

Prerequisite: Fighter martial advantage

RALLYING

(™
[\ . ) As a reaction to succeeding on a Power test made
i | Each unit can be rallied only once per battle— ¢ uk 1108 ki d artill
. . t tt t t
9 i; either at the end of the battle using the Rally e e

) infantry unit, this unit makes a DC 13 Command
maneuver, or beforehand by the use of a martial Y ’

advantage or some other special feature. At the
end of a battle, after a victor has been declared,

test. On a success, two adjacent opposed units in the
same rank as the target unit each suffer 1 casualty.

? all broken units automatically attempt the Rally VOLLEY
maneuver, unless they have already been rallied by

some other means. (As a battle progresses, players Prerequisite: Fighter martial advantage

E : should keep track of which units have already As an action, choose two adjacent spaces and make
N been rallied.) a DC 13 Command test. On a success, this unit
~ 2 If a commander has a reaction that allows them attacks both spaces. On a failure, the unit attacks
. to rally a unit during another unit’s activation only one space of its choice.
(for example, as a reaction to being broken by an
\ opposed unit's successful attack) the rally is exe- WITHDRAW
- | cuted immediately. If the unit successfully rallies, Prerequisite: Artillery or infantry
| ] the unit that triggered the reaction then finishes its As a reaction to failing a Morale test, this
; activation. (In the example above, it would proceed unit can move back into an empty space
to the Power test, potentially inflicting more dam- instead of suffering a casualty. If there is no empty
age on the just-rallied unit)) space behind this unit, it cannot use this maneuver.
|
ﬁ RETREAT

Prerequisite: None (any unit)
, This unit makes a DG 8 Command test. On a
_ success, the unit is removed from the battle and its
W current casualties are recorded. On a failure, the
unit suffers 1 casualty as opposed units take part-
ing shots at it. If this does not break the unit, it is
removed from the battle and its current casualties
are recorded.

A commander must attempt the Retreat maneu-
ver for all their units if the commander’s army
_ 1s defeated in battle. But a commander can also

‘ attempt the Retreat maneuver with any unit on its
AF activation in order to save the unit from a poten-
tially worse fate.




MARTIAL ADVANTAGES

Between adventures and during downtime, player
characters work with the units they command,
whether training them or crafting items for them.
Infantry units trained by a barbarian character fight
quite differently than infantry units trained by a
rogue. Likewise, wizards and clerics both craft wands
and scrolls for the sergeants who command their
troops, but these items grant very different boons.
These traits and items are called martial advan-
tages, and are unlocked as the character’s domain
grows in size (from winning battles). A character’s
martial advantages typically apply to all the units
that character controls as a commander, unless the
text of the martial advantage says otherwise.
Multiclass characters can choose martial advan-
tages from any of their classes. For example, a
wizard/druid can choose from either the Wizard
Martial Advantages table or the Druid Mar-
tial Advantages table each time they gain new a
martial advantage based on their domain’s size.
However, those choices are permanent once made,
and can’t be swapped out.
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Many of the martial advantages described in
the tables below use the shorthand “DS” for the

domain size of the commander’s realm.

BATTLE MAGIC

Some commanders gain access to battle magic,

allowing them to create magic items designed for
war that can be distributed among the units they
control. Only one item can be used on a command-
er’s turn. These items are limited use, and expend
their magic either immediately or at the end of

the battle.

Whenever a unit is affected by an opposed unit’s
battle magic, in addition to resolving the other
effects of the magic, that unit must succeed on a
DC 13 Morale test or suffer 1 casualty.

Wands. Wands must be given to artillery or
aerial units during deployment. A magic wand
belongs to the specific unit it is given to, and can be
used every round.

Scrolls. Magic scrolls are single-use items. They
are not assigned to any specific unit at deployment,
but can be assigned to any unit by its commander
at any time.
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BARBARIAN
MARTIAL ADVANTAGES

BARD
MARTIAL ADVANTAGES

Barbarians favor lightly armored, highly mobile
troops. These soldiers sometimes don’t last long,
but they can carve a path through any battlefield.

Domain Size | Martial Advantages

1 Furious Assault, Mobility Training
2 Berserkers

3 Mobility Trap

4 Rage Charge

5 Blood Fever

Furious Assault. Each light infantry unit
this commander controls has +1 to movement
and inflicts | additional casualty on a successful
Attack test.

Mobility Training. Each light infantry unit
this commander controls automatically succeeds
on the Command test for the Follow Up maneuver
(page 109), and can immediately make an attack
against an adjacent opposed unit when it completes
that maneuver.

Berserkers. Each infantry unit this commander
controls automatically succeeds on the Morale
test when it becomes diminished. Each diminished
infantry unit this commander controls has advan-
tage on Power tests.

Mobility Trap. Each light infantry unit this
commander controls has the Mobility Trap maneu-
ver (page 109).

Rage Charge. Each light infantry unit this com-
mander controls has the Rage Charge maneuver
(page 109).

Blood Fever. Once per battle, a diminished unit
this commander controls can make a DC 13 Com-
mand test. On a success, each diminished unit this
commander controls gains a free activation. Attack
tests made during this activation have advantage.

As characters who excel at inspiring comrades in the
middle of battle, bards make excellent leaders. They
focus mostly on battle magic to inspire their soldiers
or trick the forces of the enemy, but their troops also
enjoy the benefits of being well taken care of.

Domain Size | Martial Advantages

1 Song of Battles Won,
Troops of Fame and Great Renown

Scroll of Mass Hypnosis
Scroll of Omund's Trumpet
Tale of Heroes Bold

Impassioned Speech

U A W N

Song of Battles Won. An opposed unit has
disadvantage on Attack tests against any unit this
commander controls if that defending unit has
fewer casualties than the attacker.

Troops of Fame and Great Renown. As a
reaction to being deployed, a unit this commander
controls chooses an opposed commander. Each unit
controlled by that commander must succeed on a
Morale test (DC = 11 + DS) or suffer 1 casualty.

Scroll of Mass Hypnosis. As an action, the unit
with this scroll chooses a number of opposed units
equal to this commander’s domain size +1. Fach
chosen unit must succeed on a Command test (DC
=13 + DS) or become disorganized.

Scroll of Omund’s Trumpet. As an action,
the unit with this scroll can cause each allied unit
to have advantage on Power tests and Morale tests
until the end of that unit’s next activation.

Tale of Heroes Bold. Each unit this commander
controls has advantage on Attack tests when there
are two or more opposed units adjacent to it.

Impassioned Speech. Once per battle as a
bonus action, a unit this commander controls
chooses a number of allied units that are broken
equal to the commander’s proficiency bonus. Each
unit that succeeds on a DC 12 Morale test gains
1d4 + 1 casualties and is returned to the battle
according to normal deployment rules, restoring
collapsed ranks if necessary. If there is no legal

space for a unit to return to, it disbands.
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CLERIC
MARTIAL ADVANTAGES

DRUID
MARTIAL ADVANTAGES

As fighting priests, clerics master a dangerous
combination of martial prowess and battle magic.
They excel at healing troops and rallying them in

combat—and the heavy infantry they train hit hard.

Druids are dedicated to defending not just their
groves but all of the natural world. Their battle
magics muster the power of nature to protect their
armies, and to devastate their enemies.

Domain Size | Martial Advantages Domain Size | Martial Advantages
1 Divine Rally, Wand of Healing 1 Nature's Boon,
2 Heavy Training Wand of Grasping Roots
3 Exorcizers 2 Scroll of Torrential Rain
4 Blessing of Strength 3 Lynx Soldiers
5 Scroll of Mass Healing 4 Bark and Root
5

Divine Rally. At the beginning of this com-
mander’s turn, a broken unit the commander
controls that has not already been rallied can make
a DC 13 Morale test. On a success, it gains 1d4
casualties and is returned to the battlefield accord-
ing to normal deployment rules. Additionally, the
unit has +2 to Defense and Toughness until the end
of the battle.

Wand of Healing. As an action, the unit
with this wand chooses any unit and rolls 1d4-.

The target unit’s casualty die is incremented by
that amount.

Heavy Training. Each medium, heavy, and
super-heavy infantry unit this commander con-
trols inflicts 1 additional casualty on a successful
Power test.

Exorcizers. Any unit this commander con-
trols automatically succeeds on Attack tests and
inflicts 1 additional casualty against any undead or
fiend unit.

Blessing of Strength. Each unit this com-
mander controls has +2 to Power and Toughness.

Scroll of Mass Healing. As an action, the unit
with this scroll chooses a number of units its com-
mander controls equal to the commander’s profi-
ciency bonus. Each of those units gains 4 casualties.

Scroll of Storms

Nature’s Boon. Each unit this commander
controls has +2 to size, to a maximum of size 12.
This bonus is only active while this commander
controls the unit.

Wand of Grasping Roots. As an action, the
unit with this wand chooses a target unit, which
must succeed on a Power test (DC = 11 + DS) or
become disoriented.

Scroll of Torrential Rain. As an action, the
unit with this scroll chooses a rank on the bat-
tlefield. Each unit in that rank has disadvantage
on Attack tests until the end of this unit’s next
activation.

Lynx Soldiers. Each unit this commander
controls is immune to the effects of terrain, has
+1 to movement, and automatically succeeds on
the Command test for the Follow Up maneuver
(page 109).

Bark and Root. Each infantry and artillery
unit this commander controls has +2 to Toughness.
Additionally, each time any unit this commander
controls ends its activation, roll a d4. On a 4, that
unit’s casualty die is incremented by 1.

Scroll of Storms. As an action, the unit with
this scroll chooses a rank on the battlefield. Each
unit in that rank must succeed on a Power test (DC
=11+ DS) or suffer 2 casualties. On each of this
unit’s subsequent activations, the storm moves back
one rank toward the opposing side’s rear rank,
affecting each unit in that rank. Once the storm

affects the opposing side’s rear rank, its effect ends.
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FIGHTER
MARTIAL ADVANTAGES

ILLRIGGER
MARTIAL ADVANTAGES

Fighters excel in warfare. Their soldiers are the
most highly trained on the battlefield, and they
know an astonishing range of techniques to direct
and engage troops in the middle of a battle.

The illrigger 1s a fighting hellknight whose soldiers
call upon fell powers to terrify their enemies. (A
PDF containing the Illrigger class is available on the

Domain Size | Martial Advantages Domain Size | Martial Advantages
1 Heavy Training, Martial Rally 1 Death Commandos, Infernal Rally
2 Strafe 2 Terror Troops
3 Charge 3 Scroll of Hellfire
4 Volley 4 Execution
5 Field Promotion 5 The Ruin of the World

Heavy Training. Each medium, heavy, and
super-heavy infantry unit this commander con-
trols inflicts 1 additional casualty on a successful
Power test.

Martial Rally. At the beginning of this com-
mander’s turn, a broken unit the commander
controls that has not already been rallied can make
a DC 13 Morale test. On a success, it gains 1d4
casualties and is returned to the battlefield accord-
ing to normal deployment rules. Additionally, the
unit immediately activates.

Strafe. Each aerial and cavalry unit this
commander controls has the Strafe maneuver
(page 110).

Charge. When any cavalry unit this commander
controls makes a successful Power test as part of an
attack, that unit can use a reaction to deal 1 casu-
alty to any unit opposite it.

Volley. Each artillery unit this commander con-
trols has the Volley maneuver (page 110).

Field Promotion. Once per battle, as a reac-
tion to a unit this commander controls diminishing
or breaking an opposed unit, increase that unit’s
Attack, Power, Morale, and Command by 2, and
the unit gains one additional attack. At the end of
the current battle, it loses these bonuses.

Death Commandos. When any infantry unit
this commander controls succeeds on a Power test
as part of an attack, the target unit must succeed on
a DC 13 Morale test or suffer 1 additional casualty.

Infernal Rally. At the beginning of this com-
mander’s turn, a broken unit the commander
controls that has not already been rallied can make a
DC 13 Morale test. On a success, it gains 1d4 casu-
alties and is returned to the battlefield according to
normal deployment rules. Additionally, the unit gains
an additional attack, has +1 to movement, and has
advantage on Attack tests and Power tests. At the end
of each activation, decrement the unit’s casualty die.

Terror Troops. Infantry and cavalry units this
commander controls have the Harrowing trait.

Scroll of Hellfire. As an action, the unit with
this scroll chooses a target unit, which must make
a Power test (DC = 13 + DS). The unit gains 4 fire
tokens on a failure, or 2 fire tokens on a success.
Each fire token inflicts 1 casualty.

Execution. As an action, a unit controlled by
this commander chooses an allied unit with 1 casu-
alty. That unit disbands, and one unit this com-
mander controls has advantage on Attack tests and
Power tests until the end of the battle.

The Ruin of the World. As an action, a unit
this commander controls causes all allied cavalry
units to immediately activate in any order. On this
activation, whenever one of those units resolves an
Attack test, that unit can decrement its casualty die
and make an immediate free attack. It can continue

doing so as long as it has casualties remaining.
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MONK
MARTIAL ADVANTAGES

PALADIN
MARTIAL ADVANTAGES

Monks work closely with the common folk, training
them to defend themselves against cruel overlords.
They rarely train heavily armed or armored troops,
but their levies fight as well as any infantry, and
cavalry fear all units trained by a monk.

When the paladin calls, soldiers answer. Troops
loyal to these dedicated warriors fight with fervor,
and enemies fear facing them—especially cavalry
trained by a paladin, which are among the most
effective forces on the field.

Domain Size | Martial Advantages

Domain Size | Martial Advantages
1 Hidden Reserves, Levy Training
2 Mobility Trap
3 Focused Resolve
4 Like Water
5 Mind over Body

Righteous, Templar's Rally
Scroll of Clarity
Cavaliers, Hell's Hammer

Blessing of Speed

(S, TR G UV I NS P

Scroll of Templar's Blessing

Hidden Reserves. Once per battle as a reaction
to breaking, each infantry and artillery unit this
commander controls can roll a d4. The unit does
not break, and remains in its space with casualties
equal to the result of the roll.

Levy Training. Each unit of levies this com-
mander controls has +2 to Attack, +2 to Power, and
+1 to damage, and has advantage on the Command
test for the Set for Charge maneuver (page 110).

Mobility Trap. Each light infantry unit this
commander controls has the Mobility Trap maneu-
ver (page 109).

Focused Resolve. Each unit this commander
controls has advantage on Power tests to resist bat-
tle magic. Additionally, as a reaction to activating,
each infantry and artillery unit this commander
controls can remove one token before that token’s
effects are resolved.

Like Water. Choose a light infantry unit this
commander controls, and an opposed unit that
is adjacent to the infantry unit and has an empty
space opposite it. If this unit succeeds on a DG 15
Command test, it moves through the opposed unit
into the empty space opposite it, and the opposed
unit suffers 1 casualty.

Mind over Body. Once per battle as a reaction
when a unit this commander controls finishes its
activation, that unit selects all the units this com-
mander controls. Power tests against each of the
selected units fail until the unit’s next activation.

Righteous. When any unit this commander
controls succeeds on a Morale test, it can use a
reaction to gain advantage on its next Attack test.
Additionally, any opposed unit diminished by a unit
this commander controls has disadvantage on the
Morale test.

Templar’s Rally. At the beginning of this
commander’s turn, a broken unit the commander
controls that has not already been rallied makes a
DC 13 Morale test. On a success, it gains 1d4 casu-
alties and is returned to the battlefield according to
normal deployment rules. Additionally, the unit has
+2 to Attack and Power until the end of the battle.

Scroll of Clarity. As an action, the unit with
this scroll chooses a number of units equal to this
commander’s proficiency bonus. Roll a d4. Each
unit’s casualty die is incremented by that amount.

Cavaliers. Each cavalry unit this commander
controls has advantage on Attack tests and +1
to damage.

Hell’s Hammer. Each infantry and cavalry unit
this commander controls has advantage on Power
tests against any undead or fiend unit.

Blessing of Speed. Each infantry unit this com-
mander controls can make one additional attack.

Scroll of Templar’s Blessing. As an action,
the unit with this scroll chooses a unit. Until the
end of the battle, that unit’s size increases by 2 (but
not above 12), it gains one additional attack, and it

automatically succeeds on Command tests.

&
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| RANGER
MARTIAL ADVANTAGES

ROGUE
MARTIAL ADVANTAGES

Taking advantage of a ranger’s experience in the

wilds, ranger-trained troops are used to operating
_‘ Fi; behind enemy lines and in hostile terrain. More-
e\ over, the skill of their archer units are legendary.

Soldiers trained by a rogue are highly mobile and
well skilled in the use of dirty tricks. Rogue-trained
scouts might not last long behind enemy lines, but
they will wreak havoc while they stand.

i { Domain Size | Martial Advantages Domain Size | Martial Advantages
| A 1 Archery Training, Scout Training 1 Mobility Training, Skirmishers

2 Rough Terrain Training 2 Poison Arrows
’ ! 3 Find Cover 3 Scout Training

A 4 Pin Them Down 4 Feint

‘ﬂ 5 Coordinated Fire 5 Infiltrators
o i Archery Training. Each artillery unit this com- Mobility Training. Each light infantry unit

mander controls has advantage on Power tests. this commander controls automatically succeeds
| Scout Training. Choose a number of light on the Command test for the Follow Up maneuver

| infantry units this commander controls equal to half
q; the commander’s domain size rounded up. Each of
those units has the Scouts trait (see Unit Traits).
Rough Terrain Training. Any unit this com-
mander controls cannot become disorganized.
Additionally, each unit this commander controls
ignores terrain penalties, and has +1 to movement
in normal terrain.
l Find Cover. Each unit this commander controls
% has the Find Cover maneuver (page 109).

Pin Them Down. When any artillery unit this

commander controls makes a successful Attack test

against another unit, that unit takes —1 to move-
ment until the end of its next activation.
Coordinated Fire. As a reaction to being acti-
vated, any artillery unit this commander controls
can choose an opposed unit. Each allied artillery
unit that succeeds on a DC 8 Command test can
immediately attack the opposed unit.

(page 109) and can immediately make an attack
against an adjacent opposed unit when it completes
that maneuver.

Skirmishers. If any infantry or artillery unit
this commander controls moves before it attacks, it
has +2 to Attack tests for that activation, and it can
immediately move | space after it attacks.

Poison Arrows. When any artillery unit this
commander controls succeeds on a Power test as
part of an attack, it places one poison token on the
target unit. Each poison token inflicts 1 casualty.

Scout Training. Choose a number of light
infantry units this commander controls equal to half
the commander’s domain size rounded up. Each of
those units has the Scouts trait (see Unit Traits).

Feint. Each infantry and artillery unit this com-
mander controls has the Feint maneuver (page 109).

Infiltrators. Once per battle as a reaction to
activating, a unit this commander controls can
choose a diminished opposed infantry unit adjacent
to that unit. This commander takes control of the

opposed unit.
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SORCERER
MARTIAL ADVANTAGES

WARLOCK
MARTIAL ADVANTAGES

Specializing in battle magic, sorcerers craft scrolls
and wands designed to inflict maximum damage to
as many units as possible, and can take down even
the most hardened soldiers.

Domain Size | Martial Advantages
1 Sorcerous Training, Wand of Fire
2 Invisibility
3 Scroll of Translocation
4 Fire Shield
5 Scroll of Earthquake

A warlock’s dread patron empowers highly diverse
battle magic, letting them reshape the battlefield,
protect their soldiers, and terrorize enemies.

Domain Size | Martial Advantages

1 Scroll of lllusory Soldiers,
Wand of Acid Pool

Patron’s Curse

Scroll of Blood Magic
Flaming Hooves
Scroll of Hell's Maw

v AW N

Sorcerous Training. Each unit this commander
controls has advantage on Power tests to resist bat-
tle magic and the traits of special units.

Wand of Fire. As an action, the unit with this
wand targets an opposed unit, which must succeed
on a Power test (DC = 13 + DS) or suffer | casualty
and gain one fire token. Each fire token inflicts
1 casualty.

Invisibility. Each unit this commander controls
starts the battle hidden. A unit ceases to be hidden
when it inflicts 1 or more casualties on another unit.

Scroll of Translocation. As an action, the
unit with this scroll chooses a unit in any rank and
moves it into any empty space on the battlefield.

If this unit is an opposed unit, it can succeed on a
Power test (DC = 11 + DS) to avoid being moved.

Fire Shield. When any opposed infantry,
cavalry, or aerial unit makes a successful Attack
test against a unit this commander controls, that
opposed unit must succeed on a Power test (DC =
13 + DS) or suffer 1 casualty.

Scroll of Earthquake. As an action, the unit
with this scroll chooses a rank on the battlefield.
Each unit in that rank must succeed on a Power test
(DC =13 + DS) or suffer 2 casualties and become
disorganized.

Scroll of Illusory Soldiers. As a reaction to the
end of deployment, the unit with this scroll creates
an illusory duplicate of a unit this commander con-
trols. The new unit has all the same stats and traits
as the original unit, except it has half the original
unit’s casualties, can’t gain more casualties than this
number, and is always diminished.

Wand of Acid Pool. As an action, the unit with
this wand chooses a space and puts an acid token
there. Any unit that moves into that space or starts its
turn there suffers casualties equal to the number of
acid tokens in the space, then removes one acid token.

Patron’s Curse. When any heavy or super-
heavy unit this commander controls succeeds on
a Power test as part of an attack, the opposed unit
that is the target of the test is disoriented until the
end of its next activation.

Scroll of Blood Magic. As an action, the unit
with this scroll chooses a number of diminished
allied units equal to this commander’s proficiency
bonus. Each unit can immediately make an attack
against a legal target. If the Attack test is successful,
the unit has advantage on its Power test.

Flaming Hooves. Whenever a cavalry unit this
commander controls succeeds on a Power test made
as part of an attack, add a fire token to the unit
targeted by the test.

Scroll of Hell’s Maw. As an action, the unit
with this scroll chooses an opposed unit, which
must make a Power test (DC = 15 + DS). On a
success, the unit suffers 1d6 casualties. On a failure,

the unit is consumed and disbands.

&
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WIZARD
MARTIAL ADVANTAGES

Few armies can stand resolved to fight while a wiz-
ard’s lightning rips through them or opposed units
appear from thin air to attack. A wizard specializes
in battle magic that can both protect the troops
they train and let their units unleash cataclysmic
power upon the battlefield.

Domain Size | Martial Advantages

1 Arrows of Dancing Lights,
Wand of Lightning Storm
Wall of Fire

Scroll of Translocation

Antimagic Shield

2
3
4
5

Scroll of Cataclysm

Arrows of Dancing Lights. When any artil-

lery unit this commander controls succeeds on an
Attack test against an opposed unit, each allied
unit attacking that opposed unit has advantage
on Attack tests until the end of the opposed unit’s
next activation.

Wand of Lightning Storm. As an action, the
unit with this wand chooses a target unit. That tar-
get unit and each unit adjacent to it must succeed
on a Power test (DC = 11 + DS) or suffer 1 casualty.

Wall of Fire. As a reaction to the end of deploy-
ment, choose four adjacent spaces on the battlefield
and note the line along one edge of those spaces.
Any opposed unit that crosses that line suffers
1d4 casualties.

Scroll of Translocation. As an action, the
unit with this scroll chooses a unit in any rank and
moves it into any empty space on the battlefield.

If this unit is an opposed unit, it can succeed on a
Power test (DG = 11 + DS) to avoid being moved.

Antimagic Shield. Each unit this commander
controls is immune to the effects of wands and
scrolls, and automatically succeeds on any Power
test against the traits of opposed units.

Scroll of Cataclysm. As an action, the unit
with this scroll chooses 5 ranks that are adjacent
to cach other. Each unit in each of these ranks must
succeed on a Power test (DC = 13 + DS) or suffer
1 casualty and become disorganized.

OPPOSING COMMANDERS

When running the army controlled by the villain
or some other NPC, the GM must track which
units belong to which NPC commanders. Each
opposing commander facing off against the charac-
ters-as-commanders acts in initiative order, just like
the characters. When an opposing commander acts,
they can activate all the units they control.

Each opposing commander can command a
number of units equal to their proficiency bonus
(just like player character commanders), with that
proficiency bonus determined by the opposing
commander’s Challenge Rating.

For example, Lord Saxton’s despotic regime has
five officers—Magus Therin, Prelate Ellingwood,
Sir Anglim, Lady Morgant, and Lord Saxton
himself—who are the commanders of that domain’s
forces during warfare. Lord Saxton is CR 8, giving
him a proficiency bonus of +3 and allowing him to
control three units. The rest of his officers are CR
3, with their +2 proficiency bonus allowing them to
each control two units.

In general, the GM decides which units each
NPC officer controls before the battle starts, to suit
their own ideas of how the battle should go. (The
adventure in this book assigns units to specific
officers, but even there, the GM is free to move
things around.)

MARTIAL ADVANTAGES FOR
OPPOSED COMMANDERS

The units of the villain’s army gain the benefits of

martial advantages just as the units of the char-
acters’ army do. However, the GM does not track
which martial advantages each unit has based on
their commander. (That would be too much to ask
of the GM, who is already doing a lot!) Instead,

all opposed units benefit from the same martial
advantages, with the number of those advantages
determined by the opposed domain’s domain size.
The GM chooses the martial advantages for the
villain’s army based on the general character types
of any of the commanders of the opposed domain—
spellcaster, knight, or assassin.
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SPELLCASTING COMMANDER

Enemy mages, shamans, necromancers, cult lead-
ers, and grand viziers all qualify as enemy spellcast-
ing commanders, as do any NPCs built around a
class with spellcasting ability.

Domain Size | Martial Advantages

1 Sorcerous Training, Wand of Fire
Patron's Curse
Scroll of Torrential Rain

Fiery Defense

U A W N

Scroll of Firestorm

Sorcerous Training. Each unit this commander
controls has advantage on Power tests to resist bat-
tle magic and the traits of special units.

Wand of Fire. As an action, the unit with this
wand targets an opposed unit, which must succeed
on a Power test (DC = 13 + DS) or suffer 1 casualty
and gain one fire token. Each fire token inflicts
1 casualty.

Patron’s Curse. If any heavy or super-heavy
unit this commander controls makes a successful
Power test made as part of an attack, the target unit
is disoriented until the end of its next activation.

Scroll of Torrential Rain. As an action, the
unit with this scroll chooses a rank on the bat-
tlefield. Each unit in that rank has disadvantage
on Attack tests until the end of this unit’s next
activation.

Fiery Defense. Choose a number of allied units
of this commander’s choice equal to half this com-
mander’s domain size rounded up. Each infantry,
cavalry, and aerial unit that makes a successful
Attack test against one of the chosen units must
succeed on a Power test (DC = 13 + DS) or suffer
1 casualty.

Scroll of Firestorm. As an action, the unit with
this scroll chooses an opposed unit, which must
make a Power test (DC = 13 + DS). The unit suffers
1d4 + 2 casualties on a failure, or 2 casualties on

a SucCcess.

KNIGHT COMMANDER

Any heavily armed and armored enemy leader
qualifies as a knight commander. Spellcasters who
wear heavy armor might also play the part of a
knight commander instead of a spellcaster com-
mander, at the GM’s determination.

Domain Size | Martial Advantages

1 Death Commandos, Heavy Training
2 Cavaliers

3 Charge

4 Volley

5

Well-Motivated

Death Commandos. When any infantry unit
this commander controls succeeds on a Power
test as part of an attack, that target unit must
succeed on a DC 13 Morale test or suffer 1 addi-
tional casualty.

Heavy Training. Each medium, heavy, and
super-heavy infantry unit this commander con-
trols inflicts 1 additional casualty on a successful
Power test.

Cavaliers. Each cavalry unit this commander
controls has advantage on Attack tests and +1
to damage.

Charge. When any cavalry unit this commander
controls makes a successful Power test made as part
of an attack, that unit can use a reaction to deal 1
casualty to any unit opposite it.

Volley. Each artillery unit this commander
controls has the Volley maneuver (page 110).

Well-Motivated. When an infantry unit this
commander controls inflicts casualties with a
successful Power test, the unit can use a reaction
to suffer 1 casualty and attack again.
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AssASSIN COMMANDER
Master thieves, expert rangers, and any other
stealthy, highly mobile, high-damage-output NPCs

qualify as enemy assassin commanders.

Domain Size | Martial Advantages
1 Scout Training, Skirmishers
2 Poison Arrows
3 Mobility Training
4 Execution
5 Coordinated Fire

Scout Training. Choose a number of light
infantry units this commander controls equal to half
the commander’s domain size rounded up. Each of
those units has the Scouts trait (see Unit Traits).

Skirmishers. If any infantry or artillery unit
this commander controls moves before it attacks, it
has +2 to Attack tests for that activation, and it can
immediately move 1 space after it attacks.

Poison Arrows. When any artillery unit this
commander controls succeeds on a Power test as
part of an attack, it places one poison token on the
target unit. Each poison token inflicts 1 casualty.

Mobility Training. Each light infantry unit
this commander controls automatically succeeds
on the Command test for the Follow Up maneuver
(page 109), and can immediately make an attack
against an adjacent opposed unit when it completes
that maneuver.

Execution. As an action, a unit controlled by
this commander chooses an allied unit with 1
casualty. That unit disbands, and one unit this
commander controls of the commander’s choice
has advantage on Attack tests and Power tests until
the end of the battle.

Coordinated Fire. As a reaction to being acti-
vated, any artillery unit this commander controls
can choose an opposed unit. Each allied artillery
unit that succeeds on a DC 8 Command test can
immediately attack the opposed unit.

CHOOSING COMMANDER ROLES

The GM has no obligation to tie martial advan-
tages to the classes or NPC stat block names of an
opposed domain’s officers—only to let those roles
inspire them as desired. Likewise, for monstrous
commanders, the GM should focus more on the
monster’s role as a leader, rather than automatically
assigning them the role of a specific commander
based on their stat block.

This makes the characters’ army more flexible
than the villain’s army, because the units of the
characters’ army will have a much wider array of
martial advantages available to them. However,
each of the player’s units benefits only from a single
set of advantages. Having an entire army run under
one set of martial advantages creates many efficien-
cies that make the villain’s army easier to run, and
ultimately just as effective as the characters’ army.

As an example, consider that Lord Saxton and
Lady Morgant are evil knights. Saxton has two
spellcasters in his court (Magus Therin and Prelate
Ellingwood) and an assassin (Sir Anglim). This
means that between the leader and his lieutenants,
Saxton has access to any of the three opposed
commander types.

Saxton’s domain is size 2, so the GM gets to pick
three martial advantages (two for size 1 and one for
size 2), which can be chosen from any of the three
opposed commander tables—one advantage from
cach table, all three from one table, or any other
combination.

EXPANDING MARTIAL ADVANTAGES
In addition to the martial advantages gained from
any of the three opposed commander tables, the
GM is free to choose martial advantages from the
character class tables as well. If one of a realm’s
officers is known to do magical deals with a myste-
rious supernatural figure, a martial advantage from
the warlock table makes sense. However, a GM who
does this should avoid any advantages that would
allow a realm’s commanders to rally troops in the
middle of a battle. The ability to rally a unit during
the fight is intentionally framed as a heroic action.
And more importantly, if both sides can rally their
troops in the middle of battle, that battle will drag
on tediously and quickly stop being fun.




FORTIFICATIONS

A fortification is a structure occupying a number

of spaces on the battlefield, typically on the side of

the force that is the defender in the battle. Units in

those spaces gain benefits based on the type of for-

tification. The GM determines which fortifications

are available to each side in the battle (both existing

fortifications and fortifications raised during play)

and in which spaces those fortifications appear.
Each fortification provides a bonus to Morale

for all allied units of the side that controls the

BASIC FORTIFICATIONS

i
"

fortification, regardless of where those units are on
the battlefield. (If there are multiple fortifications
on the battlefield, allied units use the highest bonus
to Morale for any of their side’s fortifications.) As
well, each fortification provides a bonus to Defense

for any units in the same space as the fortification,
and a tower fortification provides a bonus to Power
for any artillery units in the same space. (Siege
weapons cannot be placed on towers.)

The Basic Fortifications table provides a break-
down of fortifications, their sizes, and the bonuses

Fortification Size Morale* Defense* Power** Hit Points
Stone fence 1-2 spaces +1 +2 — 4
Guard tower 1 space +1 +2 +2 6
Town walls 3-4 spaces +2 +2 +2 8
City gates 5 spaces +2 +2 +2 8
Keep 2 x 2 spaces +3 +2 +2 10
Castle 4 x2 spaces +4 +2 +2 12

* All allied units
** Allied artillery only
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they provide. All bonuses provided by a fortifica-
tion are lost if the fortification is destroyed. A rank
with a Fortification in it does not collapse when
there are no units in that rank.

MOVING

Leaving a fortification costs no extra movement,

but it costs | extra movement to move into a space
with a fortification. The units defending a fortifi-
cation can break like any other unit, or can use the
Retreat maneuver to depart the fortification (page
110). Doing so might allow an opposed unit to
move into that space and gain the benefits of that
fortification.

DAMAGING A FORTIFICATION

Only units with specialized traits can damage a

fortification, with those traits specifically calling out
fortifications in their descriptions. (See Unit Traits
on page 126.) Units with a specific siege trait—Siege
Engine, Siege Weapon, Fast Siege Weapon, and
Fast Siege Weapon (Heavy)—can attack and auto-
matically hit a fortification, with no Attack test or
Power test necessary.

CONTESTED FORTIFICATIONS

A fortification can be empty and still grant its

bonus to Morale for the units of the army that
control the fortification. But as soon as a unit moves
into the area of a fortification controlled by the
opposing side, that fortification becomes contested
and no one gains a Morale bonus for it. If the only
units in the area of a fortification are opposed units,
then the fortification becomes occupied by that
opposing army, and only the opposing army gains
the fortification’s bonus to Morale.

When two units attack each other and both
are in the area of the same fortification, nei-
ther gains any of the fortification’s bonuses to
Defense or Power.

————

HIT POINTS AND
SIEGE WEAPONS

Fortifications have hit points based on their size.

When a unit damages a fortification, that damage is
assigned to the entire fortification, not any specific
part of it. This means that fortifications occupying
more than 1 space can’t be targeted in any specific
space, and they remain standing in all their spaces
until the fortification is wholly destroyed.

When a fortification is reduced to 0 hit points, it
1s destroyed in all its spaces, and any unit in those
spaces must make a DC 13 Morale test with disad-
vantage. On a failure, the unit suffers 1 casualty.

PLACEMENT

The GM decides each fortification’s position on the

battlefield, though fortifications are almost always
on the defending side. Walls and gates do not have
to be in the vanguard, but many scenarios will place
them there to represent the idea that the defenders
are behind those fortifications for the protection
they offer. That being said, the GM might well
decide to put the city gates in the center rank, so
the setup of fortifications isn’t meant to be taken

too literally.

TYPES OF FORTIFICATIONS

The following are the most common fortifications,

showing their typical placement on the battlefield.
These are not the only possibilities, though, and the
GM is free to use towers and walls in any combina-
tion to build unique fortifications, calculating those
fortifications’ hit points accordingly.

STONE FENCE

This short wall provides protection for only one

or two units. It might be used in a short battle in
which a handful of units fight over a small town.
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GUARD TOWER

This is a lone tower, atop which an artillery unit
can leverage height and superior position to
maximize the chance of inflicting casualties on
enemy forces.

CENTER | RESERVE | VANGUARD
CENTER | RESERVE | VANGUARD

TOWN WALLS

This larger version of the stone fence offers protec-
tion for even more units.

KEEP

Akeep is a collection of towers clustered closely
together, and essentially acts as a large tower.

CENTER | RESERVE | VANGUARD
CENTER | RESERVE | VANGUARD

CASTLE

A castle represents the largest fortification typically
found on a battlefield, built up of both walls and
towers to provide maximum benefit for infantry
and artillery.

CENTER | RESERVE | VANGUARD
CENTER | RESERVE | VANGUARD

CITY GATES

A sturdy town wall is abutted by towers on either
side of it! A large city gate is shown below, while a
smaller one would have two towers with just a one-
or two-space wall between them—and would have
fewer hit points.

Each gate space 1s either a tower space or a wall
space. Artillery units that move from a tower space
to a wall space lose the bonus to Power that a
tower provides.

RESERVE | VANGUARD
RESERVE | VANGUARD

CENTER
CENTER

REAR
REAR

TERRAIN

Terrain represents general effects that change the
nature of the battlefield, from fog to rain to dense
forest. Units of certain ancestries feature soldiers
that are historically used to fighting in certain
types of terrain, allowing those units to ignore the
penalties terrain imposes. At the same time, certain
terrain offers advantages for specific types of units.

FoG

Fog obscures vision and creates strange auditory

effects. A sergeant’s command shouted from the
other side of the battlefield might echo through
the fog to sound like it’s coming from just a few
feet away, making it difficult for troops to hear
their orders.

Any artillery unit in fog has disadvantage on
Attack tests. Any unit that rolls a 1 on a Command
test while in fog becomes disorganized.
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FOREST

DEFEND THE PASS

Trees act as natural cover, making archers almost
useless in forest fighting. While in forest terrain, any
artillery unit has disadvantage on Attack tests.

MubD

Mud, including terrain near or in a swamp, stymies
movement. Any unit in mud must march in order
to move | space, and it does not benefit from any
bonuses to movement.

RAIN

Rain obscures vision just like fog, and creates
muddy ground to combine aspects of both those
terrain types. While in rain, each unit must march
in order to move 1 space, any artillery unit has
disadvantage on Attack tests, and any unit that rolls
a | on a Command test becomes disorganized.

PLAINS

The wide-open expanses of plains are excellent
for cavalry units, providing them with maximum
maneuverability. While in plains terrain, any cav-
alry unit has +2 to Command.

MOUNTAINS

Mountains feature treacherous slopes, steep cliffs,
and falling rocks, and units unaccustomed to mov-
ing in such conditions routinely lose soldiers. While
In mountain terrain, any unit that moves must
succeed on a DC 8 Power test or suffer 1 casualty.

SCENARIOS

Scenarios change the shape of the battlefield,
creating unique developments that might challenge
forces on one or both sides, negate one side’s advan-
tage in numbers, or make some units useless!

BRIDGE

When two armies fight over a bridge, each side’s
vanguard rank is reduced to a single space, and
cavalry units cannot be used. This scenario often
comes down to a battle between artillery and

aerial units.

In this scenario, one side occupies the pass while
the other side must break the first side’s defense,
minimizing the field for one side. Cavalry units
cannot be used in the battle, and artillery units can
target only enemies in the same column. This sort
of battle lends itself to a small army taking on a
much larger one.

CHARGE THE HiLL

This scenario uses a normal battlefield, except the

defender’s rear rank is at the top of the hill and
each rank in front of it is farther down the slope.
Any unit moving uphill must succeed on a DC 8
Command test to march 2 spaces. On a failure, the
unit moves 1 space instead. (If a unit’s movement is
limited, as when moving through mud, it might be
able to march only 1 space and might not be able to
move at all on a failure.)

Any infantry unit that moves 1 space downbhill
before attacking inflicts 1 additional casualty on
a successful Power test made as part of an attack
against a target unit that is downhill from them.
Cavalry units attacking from the high side of
the hill have advantage on Attack tests against
any units.

This scenario allows a small number of units at
the top of the hill to defend against a larger army at
the bottom of it.

COMMANDERS ON THE FIELD

Sometimes two armies meet in a field and neither

side 1s defending anything. In this scenario, the
commanders of the armies are leading their troops
against each other, rather than fighting face to face.
Each commander chooses a unit to lead. If two
units each led by opposing commanders end up
adjacent to each other, a commander can forego
issuing an order to their unit to instead challenge
the opposing commander to single combat. This
1s an opposed Command test. The victor decides
whether the single combat proceeds.




e e ————————— Y

1 S N , NE @}ﬁj

SINGLE COMBAT

The battle is paused, and the two leaders enter

combat together, rolling initiative again after each
round. Either commander can yield as an action,

in which case their unit suffers 1 casualty. If one g g
commander drops to 0 hit points or dies outright, gl g ;
the unit they commanded immediately breaks = = i
and the single combat is over, though the battle - - g i
can continue. E E i
: ;

BATTLE OF THREE ARMIES ;
This scenario imagines two different allied armies g g ((a ;
attacking a third army. This scenario allows one B B {
large army to fight off two smaller armies. l ‘

The defending army has no rear rank, but it /%
has two vanguard ranks and two reserve ranks. If ’

one of those vanguard ranks collapses, units in the
defending army’s center rank and the reserve rank
behind the collapsed vanguard are both exposed to
the army the collapsed vanguard faced.

Bridge scenario battlefield (below),
Defend the Pass scenario battlefield (top right), and
Battle of Three Armies scenario battlefield (right)

VANGUARD | RESERVE
VANGUARD |  RESERVE

RESERVE |  CENTER

VANGUARD | RESERVE | CENTER | RESERVE | VANGUARD
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|  UNIT TRAITS
Opver and above the statistics found on each unit
card, a unit’s traits define what it is able to do
during battle. Unit Traits Descriptions (below)
' fif breaks out every trait found across all units in King-
N doms & Warfare, plus those in the special unit deck
(page 144). Each unit has the name of each of its
i 45 traits printed on its card but not the full description,
il for two reasons. First, it would make the cards too
large. And second, it would require players to pick a
| unit card up every activation to read what its traits
! can do. Easier to print the traits out for all players
involved in the battle.
‘ If the text of a trait conflicts with the base-
“' A\ line rules in this book, the text of the trait takes
l precedence.
i

RECHARGE

q The notation “Recharge X—Y” means a unit can
AN use a trait once, and that the trait then has a ran-
dom chance of recharging during each subsequent
activation. Each time the unit activates after using
the trait, roll a d6. If the roll is one of the numbers
in the recharge notation, the unit regains the use of
the trait.

l! LEGAL TARGET

Where a trait refers to a legal target, this means any

target that a unit could normally make an Attack

test against.

UNIT TRAIT DESCRIPTIONS

Traits are presented in alphabetical order.

AAAUUUGH!!! When this unit breaks, all adja-
cent units suffer 1 casualty.

Adaptable. This unit has advantage on Morale
and Command tests.

Aerial Bombardment. If this unit spends an
activation doing nothing, it can use its next acti-

: vation to target a fortification by making a DC 13
2l Power test. On a success, it deals 1d4 + 2 damage to
the fortification.

1 Amphibious. This unit does not suffer move-
ment penalties when fighting underwater, or in

Y rain or mud.

———— i

Arcadian. This unit has advantage on Power
tests to resist battle magic.

Archers. This unit can attack any opposed
unit. Successful Power tests the unit makes against
opposed units that are not exposed inflict only
| casualty.

Armored Carapace. This unit suffers no casual-
ties from artillery Attack tests.

Barbs. An opposed infantry unit that makes a
successful Power test as part of an attack against this
unit suffers 1 casualty.

Battle Hymn. This unit has a bonus to Morale
equal to its commander’s domain size, as do allied
units while adjacent to this unit.

Better than One. When this unit attacks an
opposed unit, it can also attack any other adjacent
opposed unit.

Big. This unit has advantage on Power tests
against units whose casualties are lower than
this unit’s.

Blanket Fire. As an action, choose a rank
on the battlefield. Attack each unit in that rank.
Recharge 4-6.

Blinding. When an opposed unit fails an Attack
test against this unit, the opposed unit is disoriented.

Burning. Each opposed unit that activates adja-
cent to this unit suffers 1 casualty.

Burrow. As an action, remove this unit from the
battlefield. On its next activation, place the unit in
any empty space. The unit is disoriented until the
end of that activation.

Chaos Vulnerability. This unit has disadvan-
tage on Power tests to resist battle magic.

Charge. If this unit moves at least 1 space before
it attacks, it has advantage on Attack tests for this
activation as long as the target is in the direction
the unit moved.

Chorus of Victory. As an action, choose a rank
on the battlefield. Each allied unit in that rank
increments its casualty die and has advantage on
Attack tests until the end of its next activation.
Recharge 6.

Close Range. This unit has advantage on Attack
tests and Power tests against adjacent units.

Cloud of Darkness. Opposed units have disad-

vantage on Attack tests against this unit.
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Collateral Damage. When this unit makes a
successful Power test against an infantry or artil-
lery unit, the unit opposite the target also suffers
1 casualty.

Consume. As an action, choose an adjacent
opposed unit with casualties lower than this unit’s.
That unit must succeed on a DC 15 Power test or
break. Recharge 5—6.

Corrode. When this unit makes a successful
Attack test against an opposed unit, that unit takes
-2 to Attack and Defense. Each opposed unit can
be affected by this trait only once per battle.

Corrosive Breath. As an action, choose three
adjacent opposed units. Each unit must succeed on
a Power test (DC = 8 + this unit’s size) or suffer 2
casualties and gain one acid token. Recharge 5—6.

Create Dead. If this unit causes an opposed unit
to break, replace that unit with a Ghoul Infantry
unit under the command of this unit’s commander.

Damage Resistant. Successful Attack tests
against this unit inflict no casualties. Successful
Power tests inflict casualties normally.

Daylight Weakness. While in direct sunlight,
this unit has disadvantage on Power tests.

Dead. This unit always succeeds on Morale tests,
and cannot be diminished.

Dig! As an action, choose a space containing an
opposed fortification and remove this unit from the
battlefield. On the unit’s next activation, the target
fortification takes 2d6 damage and this unit breaks
as though it were in that space.

Dire Hyena Mounts. This unit has advantage
on Attack tests against diminished units.

Disruptive. When an opposed unit adjacent
to this unit activates, it has a 25 percent chance of
doing nothing on that activation.

Draconic Ancestry. This unit cannot be dis-
organized or weakened, and it is immune to the
Harrowing trait.

Dragonkin. If there is an allied dragon in the
battle or if this unit’s commander has some sort
of draconic ancestry, this unit has advantage on
Attack tests, Command tests, and Morale tests.

Drone. As an action, choose a rank on the battle-
field. Each opposed unit in that rank must succeed
on a DC 15 Power test or suffer 1 casualty and be

unable to move on its next activation. This unit can
use this trait only once per battle.

Elf-shot. When this unit succeeds on a Power
test as part of an attack, the target unit must suc-
ceed on a DC 10 Power test or become weakened
until the end of its next activation.

Embiggen. As a reaction to activating, this unit’s
size increases to 8. Its casualty die becomes a d8 and
is incremented twice. Until the end of its activation,
the unit has advantage on Attack tests and Power
tests. This unit can use this trait only once per battle.

Eternal. This unit has advantage on Morale tests
against undead or fiend units, and on the Morale
test to attack units with the Harrowing trait.

Ethereal. This unit has +1 to movement. It can
move through other units, but only if it can end its
movement in an empty space. Other units do not
gain bonuses to Defense from fortifications against
this unit’s attacks.

Fade. After a successful Attack test, this unit can
move back 1 space. Opposed units cannot use the
Follow Up maneuver in response.

Fast Siege Weapon. This unit can attack a
fortification. It automatically hits (no Attack test or
Power test needed) and deals 3 damage.

Fast Siege Weapon (Heavy). This unit
can attack a fortification. It automatically
hits (no Attack test or Power test needed) and
deals 5 damage.

Fearless. This unit automatically succeeds on
Morale tests.

Fearsome. As a reaction to making an Attack
test, this unit forces the target to succeed on a
Morale test (DC = 8 + this unit’s size) or suffer 1
additional casualty.

Feast. At the end of this unit’s activation, if any
diminished unit is adjacent to it, increment this
unit’s casualty die.

Fire Blast. As an action, this unit forces two
adjacent opposed units to each make a DC 13
Power test. On a failure, a unit suffers 2 casualties.
Recharge 5-6.

Fire Breath. As an action, this unit forces

three adjacent opposed units to each make a
Power test (DC = 8 + this unit’s size). On a failure,
a unit suffers 2 casualties and gains a fire token.
Recharge 5-6.
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Fire Immunity. This unit does not suffer casual-
ties from traits or other effects with ‘fire’ or ‘flame’
in their names, or from fire tokens.

Flaming Weapons. When this unit makes a suc-
cessful Power test as part of an attack, it adds a fire
token to the target in addition to the normal effects
of the test.

“Follow the Standard!” When this unit
succeeds on a Power test as part of an attack, each
cavalry unit the unit’s commander controls can use
a reaction to immediately make an attack against
the target of the Power test.

Guerrillas. When this unit succeeds on an
Attack test against any opposed infantry or artillery

unit (but not siege weapons), that unit is disoriented.

Gulp. As an action, this unit forces an opposed
infantry or artillery unit (but not a siege engine) to
make a DC 15 Power test. On a failure, the target
unit is diminished (or is broken if it was already
diminished). Recharge 5-6

Hallucinatory Spores. As an action, this unit
forces a legal target to make a DC 15 Power test.
On a failure, the opposed unit attacks one of its
own allied units of this unit’s choice on the opposed
unit’s next activation.

Hard Hats. This unit has +2 to Defense against
attacks from aerial units.

Harriers. If this unit succeeds on a Power test as
part of an attack, this unit becomes the target unit’s
only legal target on its next activation.

Harrowing. Any opposed infantry, cavalry, or
aerial unit must first succeed on a Morale test (DC
=10 + this unit’s tier) when it attacks this unit. On
a success, the attacking unit is not affected by any
unit’s Harrowing trait for the rest of the battle. On
a failure, the attacking unit’s activation ends.

Heroes of the Myriad Worlds. Once per battle
as a bonus action, this unit can gain advantage
on Attack tests and Power tests until the end of its
activation.

Holy. Undead and fiend units have disadvantage
on Attack tests and Power tests against this unit.

Hop. For its movement, this unit can move to
any empty space on the battlefield.

Implacable. This unit cannot unwillingly be
moved or teleported, and it can ignore any effects
of terrain.
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Indistinct. Attack tests for ranged attacks made
against this unit have disadvantage.

Inexorable. This unit is immune to any effect
that would hinder or stop its movement, or that
would deny it the ability to use actions.

Inspire Fear. Whenever this unit leaves an
opposed unit diminished, all goblinoid units in the
same rank as this unit can immediately attack a
legal target.

Into the Breach. As a reaction when it success-
fully executes the Follow Up maneuver, this unit
has +2 to Defense until the beginning of its next
activation.

Invisibility. This unit cannot be attacked until it
successfully attacks an opposed unit.

Jaunt. In place of its movement, remove this unit
from the battlefield. It returns to the space it left,
or an unoccupied space of the GM’s choice if that
space 1s occupied, at the start of its next activation.
Recharge 5-6.

Lightning Breath. As an action, choose a rank
on the battlefield. Each unit in that rank must
succeed on a Power test (DC = 8 + this unit’s size) or
suffer 2 casualties. Recharge 5—6.

Load the Bones. While any diminished unit
is adjacent to this unit, this unit has +2 damage
against opposed fortifications.

Magic Resistant. This unit has advantage on
Power tests to resist battle magic.

Magical Adepts. As a bonus action, this unit
forces an opposed unit to make a DC 13 Power
Test. On a failure, allied units have advantage on
Attack tests against the opposed unit until the end
of the battle. Recharge 5-6.

Maneuver: Detonate. As an action, this unit
deals 1d4 + 2 damage to an adjacent fortification.
Recharge 3-6.

Maneuver: “Evasive Maneuvers!” As a
reaction when an opposed artillery unit makes an
Attack test against this unit, impose disadvantage on
the opposed unit’s Attack test. Recharge 5-6.

Maneuver: “Fire!!” As a reaction to a success-
ful Power test made against a target unit, add a fire
token to the target. Recharge 4-6.

Maneuver: “Hold the Line!” As a reaction
to being diminished, this unit makes a DC 13
Command test. On a success, this unit ignores the




7

casualties that caused it to become diminished, and
is not diminished.

Maneuver: “Lancers! Flank Them!” As a
reaction when an opposed cavalry or aerial unit
inflicts 1 or more casualties on an allied infantry or
artillery unit, this unit makes a free attack against
that opposed unit.

Maneuver: “Land and Charge!” While this
unit has the aerial type, it can use a bonus action to
make a DC 11 Command test. On a success, this
unit’s Power tests have +2 damage on this activa-
tion, but the unit’s type becomes cavalry for its next
activation. At the end of its next activation, the unit
regains the aerial type. Recharge 4—6.

Maneuver: Outflank. As an action, move this
unit into any empty space. Any opposed unit that
exccutes the Follow Up maneuver in response has
disadvantage on the Command test.

Maneuver: “Prey on the Weak.” As a reaction
to an exposed opposed unit being diminished, this
unit makes a DC 10 Command test. On a success,
the unit makes an attack against the opposed unit.

Maneuver: “Ram Them!” As an action, this
unit targets an opposed cavalry unit and makes a
DC 15 Command test. On a success, the target unit
suffers 1 casualty and loses its next action.

Maneuver: Repair. As an action, a fortification
this unit is on or adjacent to recovers 1d4 + 2 hit
points, up to its starting hit points.

Maneuver: Spit Upon Their Horns. As a
reaction to succeeding on a Power test made as part
of an attack, this unit makes a DC 13 Command
test. On a success, the target unit suffers 1 addi-
tional casualty.

Maneuver: Strafe. As a reaction to succeeding
on a Power test made as part of an attack against an
opposed artillery or infantry unit, this unit makes a
DC 13 Gommand test. On a success, two adjacent
opposed units in the same rank as the target unit
each suffer 1 casualty.

Maneuver: Testudo. As a reaction to suffering
1 or more casualties from an opposed artillery or
aerial unit’s Attack test, this unit makes a DC 13
Command test. On a success, any opposed unit
targeting this unit has disadvantage on Power tests
until this unit’s next activation.
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Mass Protection Against Evil. Any opposed
infantry or artillery unit must succeed on a DC
15 Morale test to enter the vanguard rank of this
unit’s side.

Meld. As a reaction to a successful Attack test
against an infantry or artillery unit, this unit can
move into the target unit’s space. While this unit is
in the target’s space, the target unit cannot move
and can attack only this unit. Units attacking either
unit in this space have a 50 percent chance of tar-
geting the wrong unit.

Mobile. This unit has advantage on the Com-
mand test when using the Follow Up maneuver, and
can move back 2 spaces when using the Withdraw
maneuver.

Nature’s Bond. When an allied infantry or
artillery unit suffers 1 or more casualties, this unit
can take the casualty instead. This unit must deploy
in its side’s front.

None. This unit has no traits.

Noxious Fog. As an action, this unit places two
poison tokens in each of 4 adjacent spaces. Any unit
that moves into a space with one or more of these
poison tokens or that activates there suffers 1 casu-
alty per token. Each space loses one poison token
at the end of this unit’s subsequent activations.
Recharge 5-6.

Pack Tactics. When an adjacent unit that also
has this trait successfully uses the Follow Up maneu-
ver (page 109), this unit can move into any empty
space adjacent to this unit’s current position.

Pike Training. This unit has advantage on the
Command test for the Set for Charge maneuver.

Point Blank. When this unit succeeds on a
Power test as part of an attack against an adjacent
unit, it inflicts 1 additional casualty.

Poisonous. When this unit succeeds on a Power
test as part of an attack, the target unit is also weak-
ened until the end of its next activation.

Pool of Soul’s Blood. Any opposed infantry
or artillery unit adjacent to this unit cannot leave
its space.

Quadruped. Ior its movement, this unit becomes
a cavalry unit until the end of its activation. The unit
leaves the grid and then returns to the space it left at
the end of its activation (or to its army’s reserve rank

if that space 1s occupied). Recharge 5-6.
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Ram Riders. When this unit succeeds on a
Power test as part of an attack, the target unit must
succeed on a followup DC 10 Power test or become
disoriented until the end of its next activation.

Reckless. This unit can take disadvantage on
any Attack test in order to have that Attack test
inflict an additional 1 casualty.

Reflector. When this unit fails a Power test
against a wand, it can use a reaction to roll a d20.
On a 10 or higher, this unit suffers no effect from
the wand and the unit activating the wand suffers
the effect instead.

Regenerate. Each time this unit activates, incre-
ment its casualty die by 1.

Relentless. As a reaction to suffering a casualty
that would cause this unit to break, this unit makes
a DC 13 Power test. On a success, this unit does not
break and has 1 casualty.

Resolute. This unit always succeeds on
Morale tests.

Rime. Any opposed infantry or artillery unit
adjacent to this unit has its movement reduced to 0
and cannot benefit from bonus movement.

Rock! As an action, this unit can make an Attack
test against any opposed unit, with disadvantage if
the target is an aerial unit. Recharge 4-6.

Rockbreaker. This unit deals double damage
against fortifications.

Rolling Thunder. As an action, this unit makes
an opposed Power test against an adjacent opposed
unit. If this unit’s result is equal to or greater than
the target’s, the target unit must move back 1 space
or break. This unit immediately moves into the
target unit’s vacated space.

Rush. This unit automatically succeeds on the
Command test for the Follow Up maneuver.

Savage. Each successful Attack test by this unit
adds a bleed token to a target unit. Each bleed
token inflicts 2 casualties.

Scourge of the Wild. This unit has +2 to Attack
and +2 to Power against orc, goblinoid, or elf units.
Scouts. This unit can deploy into the rear rank

of an opposed army.

Screech. As an action, this unit forces an
opposed unit to succeed on a DC 15 Power test or

become misled. Recharge 4-6.

Shock Troops. Each time this unit causes
another unit to be diminished, this unit gains +2 to
Attack and +2 to Power until the end of the battle.

Siege Engine. This unit must spend | round of
battle doing nothing before each attack. This unit
can attack a fortification. It automatically hits (no
Attack test or Power test needed) and deals 1d4
+ 2 damage.

Siege Weapon. This unit can attack an adjacent
fortification. It automatically hits (no Attack test or
Power test needed) and deals 3 damage.

Slam. When this unit succeeds on a Power test as
part of an attack, the target unit is also disoriented.

Smoke Screen. When this unit succeeds on an
Attack test against another unit, that unit is also
disoriented.

Solar Flare. Once per battle as a reaction to
targeting a fortification, the damage this unit deals
to fortifications is maximized, and it deals that dam-
age to all fortifications in one rank.

Soporific Spores. As an action, this unit forces
a legal target to make a DC 13 Power test. On a
failure, the opposed unit is disorganized.

Sow Chaos. Each opposed unit within 1 space of
this unit has disadvantage on Morale and Com-
mand tests, and suffers 1 additional casualty if it
fails the Morale test to avoid becoming diminished.

Spike Shot. As an action, this unit forces a target
unit to succeed on a DC 12 Power test or suffer 2
casualties and become weakened. An affected unit
can repeat this power test at the end of each of'its
activations to lose the weakened unit condition.
Recharge 5-6.

Split. When this unit is diminished, place an
identical unit with the same current combat statis-
tics and casualties in an empty adjacent space.

Spores. When this unit is targeted by a successful
Attack test from an infantry, cavalry, or aerial unit,
the attacking unit must succeed on a DC 13 Power
test or become disoriented.

Stalwart. While this unit is diminished, opposed
infantry and cavalry units have disadvantage on
Power tests against it.

Stinky. Any opposed unit adjacent to this unit
has disadvantage on Attack tests.
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Stone. Each opposed unit that activates adjacent
to this unit suffers 1 casualty.

Stoneskin. As a reaction to suffering 1 or more
casualties from any opposed artillery unit, this unit
can ignore 1 of those casualties.

Strength in Numbers. This unit begins the bat-
tle with 1 additional casualty for each other undead
unit in its army.

Stupid. Each time it attacks, this unit has a 25
percent chance of ignoring its intended target and
attacking a random adjacent unit.

Swords of the Dragon Lord. When this unit
makes a successful Attack test against a target unit,
the target must succeed on a DC 13 Morale test or
suffer 1 additional casualty.

To the Death. If this unit breaks as a result of an
opposed unit’s Attack or Power test, the attacking
unit suffers 1 casualty.

Veterans of a Thousand Wars. This unit’s
movement increases by 1. When attacking units of
a lower tier, its damage increases by 1.

Wail. Once per battle, this unit can use an action
to force each adjacent opposed unit to make a DC
15 Power test. On a failure, a unit suffers 1 casualty,
and its Morale bonus is reduced to 0 until the end
of its next activation. On a success, a unit has dis-
advantage on Morale tests until the end of its next
activation.

Warbred. As a reaction to succeeding on a
Power test as part of an attack, this unit can make a
DC 10 Command test. On a success, this unit can
attack again.

Wave. When this unit succeeds on a Power test
as part of an attack against an opposed unit, the
opposed unit is pushed back 1 space if there is an
empty space behind it. If there is no empty space,
the opposed unit and the unit behind it each suffer
1 casualty.

Whirlwind. When this unit succeeds on an
Attack test against an opposed infantry unit, that
unit takes —2 to Attack and Defense. Each opposed
unit can be affected by this trait once per battle.

You Follow! Whenever this unit successfully uses
the Follow Up maneuver, each goblinoid unit in the

rank this unit leaves can move 1 space.

ANCESTRAL UNITS

Many of the units that make up the armies in the
warfare rules are organized by ancestry. Six of the
most common ancestries are discussed below—
humans, elves, dwarves, orcs, goblinoids (including
hobgoblins and bugbears), and undead. These
ancestries cover many of the peoples and forces that
players and GMs might commonly recruit from,
with other ancestries available through the special
unit deck (see below).

Organizing units by ancestry is completely arbi-
trary, but still useful. If it makes sense for a specific
campaign, any of these ancestries can be easily
reskinned and referred to as specific nations, tribes,
or domains. In an all-human campaign, dwarf
units could represent a line of human mountain
folk, while elf units stand in for the soldiers of a
steadfast forest realm. In the same way, not all elf
units need the same traits. A GM night develop
three or four additional traits for different courts of
elves in their world, so that only one court gets the
Eternal trait.

Each of the standard ancestries features nine
units, including a variety of infantry, cavalry, and
artillery units covering Tiers I, II, and III. It’s pos-
sible to build a solid army using just the units from
those ancestries, making use of the characters’ and
NPCs’ backgrounds and alliances.

UNITS, NOT CHARACTERS

It’s important to note that the way members of

a given ancestry organize for war can be very
different from how they perform during adventur-
ing or when fighting a dragon single-handed. In
other words, the stats a member of an ancestry has
in combat are not related to the ancestry’s stats in
warfare. The things that make a good adventurer
don’t necessarily make a good soldier. Instead,
these rules focus on how members of a particular
ancestry might organize in large companies, how
good they are at taking orders, how seamlessly they
coordinate with dozens of other soldiers, and how
they maintain their cool while taking casualties.
As such, the typical stats for an elf, dwarf, or
zombie in the core rules don’t translate mathe-
matically into a unit’s stats. Rather, a unit focuses
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on culture, training, and behavior as those things
apply to the requirements of a large battle. By the
same token, the soldiers represented by units are
not adventurers. Though they have solid combat
skill, their training is mostly focused on fighting
together and not breaking under pressure. A battle
in a dungeon or a dragon’s lair is not a place for

a hundred soldiers trained with pike and shield,
accustomed to deploying in formation and to count
on the soldiers in front of, behind, and beside
them. Army battles take place in wide-open spaces
to allow this sort of unit to make best use of its
soldiers’ training. Cram them all into a series of
10-foot-wide corridors without light, and it drasti-
cally reduces their effectiveness.

An army might have some kind of special oper-
ations section whose soldiers function more like
adventurers, at least in terms of their skill sets. But
for the most part, those sorts of soldiers are not the
soldiers in a standard unit.

HUMANS

Humans are feeble and weak compared to most

of the other ancestries in the book. They have
no ancestral bonus to Attack, Power, Defense, or
Toughness. What pathetic creatures! However, they
are better than most other ancestries at two things:
Morale and Command. And as it turns out, these
are critical elements to success on the battlefield.
Human units are thus less likely to break and run
when the battle gets tough or things get weird. And
they’re better at executing complex commands,
which means their infantry are more likely to suc-
ceed on maneuvers such as Follow Up and Set for
Charge. Taken in combination with the Adaptable
trait that all human units have—granting advantage
on Morale and Command tests—and humans are
an ancestry optimized for warfare.

Many are the commanders who’ve looked out
at a pathetic band of spindly humans and imag-
ined them to be easy pickings—only to experience
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real dread and terror when the humans don’t
break. They don’t run. Rather, they stand fast.
They hold their ground. And they think tactically.
Each ancestry has its own specialty in the field of
war. But for humans, their specialty is war.

Human armies are versatile. The best armies
have a variety of units: infantry, cavalry, and artil-
lery, and humans are equally good at all of these.
This means you can field a balanced army, evenly
divided between these disciplines. However, it’s
your army. You should muster the units you think
are fun to field. Try an army with lots of archers!
Or use your domain’s Espionage skill to spy on the
enemy, learn their army’s composition, and muster
units to thwart them!

If you don’t know which units your enemy is
fielding, try mustering the Hounds of Dalrath.

They gain a bonus against most of the units the
GM is likely to use.

ELVES

EIlf units are better on Attack than other ancestries

in this book, representing their hereditary affinity
with sword and bow. Elf units include some of the
best archers in the game, though they are otherwise
physically unimpressive on the battlefield. That
said, elf units are highly mobile, making it easier for
them to exploit any holes in an enemy’s defenses.

If a unit breaks or uses the Retreat maneuver, elf
infantry will very likely move into position to take
advantage of that gap.

As well, elf units have the Eternal trait. Undead
and infernal creatures are no different to them than
humans, dwarves, or goblins. As such, the soldiers
of an elf unit don’t experience existential dread at
seeing a zombie horde shuffling toward them any
more than they do in response to a human horde.
This makes them better at holding their ground in
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the face of units that strike fear into the hearts of

soldiers of other ancestries.

Elf armies favor archers! No surprise there. The
Elven Thorns are one of the best artillery units
in the game. Weakening opposed units with the
Thorns is a powerful strategy likely to contribute to
your victory. But the Forest Mist unit is also not to
be underestimated.

Like many well-trained infantry units in the
book, the Forest Mist gains a bonus to Defense
when it moves into a gap left by an opposed unit
after a successful Follow Up maneuver. In addition
to the Forest Mist’s high Defense, they can plunge
into gaps of the opposed infantry without worrying
too much about taking casualties as a result.

DWARVES

Dwarves are a hardy folk, granting their units
greater natural Toughness than the units of other
ancestries. This makes them excellent infantry,
and dwarf infantry units are among the best in

the game. Dwarf units also have the Stalwart trait,
meaning that even after a dwarf unit is diminished,
it is very hard to break it.

Infantry should be the meat and potatoes of any
dwarf army, but dwarves field good artillery and
cavalry too! Dwarves favor crossbows for their foot
soldiers, and these are devastating at close range.
But artillery must deploy into the center rank, so
a skilled dwarf commander focuses on using their
infantry to open some space in the front rank, and
then move their artillery units adjacent to opposed
units to maximize their close-range effectiveness.




e

A

ORcCS

Orecs share the elves’ affinity with weapons (grant-

ing a bonus to an orc unit’s Attack) and have
increased Toughness that makes them excellent
soldiers. But their most potent asset is the Relentless
trait, which allows an orc unit in danger of break-
ing to keep fighting and stay on the field. An orc
unit reduced to the very last of its soldiers can keep
fighting almost indefinitely!

Orcs are the traditional enemies of human, elf,
and dwarf armies, known for their proud and fierce
culture and traditions. But a domain that can avoid
conflict to ally with orcs (typically in exchange for
assurances of respect for territorial boundaries and
mutual defense in times of need) can gain access to
powerful units. An entire orc army with the Relent-
less trait is a thing few enemies are prepared to
face. But orc units have a wide array of other traits.

N

T

The Bloodwalkers can outflank any enemy, p
making them the equivalent of super scouts. And | A
the orc cavalry known as the Hellriders ride night-

mares, which grant that unit the Harrowing trait.
Most enemies find the presence of these hell steeds
on the battlefield a serious blow to morale, and
opposed artillery struggle to focus on targets whose
Jaunt trait allows them to attack, then shift into the
Ethereal Plane where they cannot be reached.

PROXYING OTHER STEEDS
Cavalry units gain no bonuses to their stats based
on the mount they ride, but different mounts con-
tribute unique traits to their unit. As you can infer
from the Hellriders, nightmares add the Harrowing
and Jaunt traits to this unit.

A GM who wants to give cavalry units different
mounts should easily be able to look at existing

mounted units in the game and reverse engineer
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what that mount does. Nightmares grant the Har-

rowing and Jaunt traits. Ram-mounted cavalry get
the Ram Riders trait, units with elk mounts get the
Spit Upon Their Horns maneuver, and so on.

GOBLINOIDS

Often at the low end of the pecking order under big-
ger, stronger species, goblins tend to be pressed into
service as levies more so than trained troops. But
goblinoids also include the powerful bugbears and
the hobgoblins, two peoples whose love of regimen-
tation makes them exceptional soldiers. As such, the
proper mix of goblins, hobgoblins, and bugbears on
the field can prove a match for any other ancestry.
Bugbear units have huge bonuses to Attack and
Defense (and are all Tier III units as a result). They
also inspire other goblinoid units to greater deeds,
so that an army of goblins with a bugbear unit
leading them can be a formidable threat! For their
part, hobgoblins are fearless combatants and sound
strategists, giving hobgoblin units a better Attack
than units of other ancestries, and making them the

equal of human units for Morale. Hobgoblin units
also make use of the Warbred trait, granting an
additional attack after a successful Power test. This
can be used to devastating effect as hobgoblin infan-
try chew through opposing forces—and makes those
units easily the equal of humans on the battlefield.

Although goblins are typically no one’s first
choice for infantry units, their cleverness more than
makes up for a lack of physical strength. Goblin
Sappers make use of the Dig trait to undermine
enemy fortifications, while Goblin Smokers use the
Smoke Screen trait to leave opposed units unable to
properly retaliate to goblinoid attacks.

An all-goblin army normally focuses on hobgob-
lins for infantry, artillery, and cavalry. Goblins are
useful as levies and maybe one or two specialized
units, such as Goblin Sappers if the enemy has a
fortification.

Because the Bugbear Heavy Claw unit has traits
that can grant free movement and attacks to gobli-
noid units, it’s best to use that unit for an all-goblin
army. If you want to spice up an existing army with
some goblinoid units, hobgoblins are best.
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UNDEAD

Not an ancestry so much as a necromantic tool used
by the commanders of evil domains, undead units
feature in many NPC-led armies. Low-tier undead
units are intended to be expendable, but higher-tier
units are quite nasty—and many interesting undead
units can be found in the special unit deck.

The baseline units of an undead army are skel-
etons and zombies. Skeleton units are destroyed
relatively quickly, but zombie units can be as hard
to take down as orc units. What makes all undead
units especially formidable, though, is the Dead
trait and the Harrowing trait. The Dead trait
means an undead unit never worries about Morale
tests and can’t be diminished. Because its soldiers
aren’t alive, they don’t worry about their fellow
bonebags being ground up by enemy forces.

The Harrowing trait means that most units of
mortal creatures are freaked out by the presence
of undead on the battlefield. Elf units pay undead
no mind, but the units of other ancestries don’t like
the prospect of fighting against their own fore-

bears risen from the grave. A sense of dread and

foreboding fills the field when undead march, and
especially at the beginning of a battle, undead units
can have a major advantage!

Undead armies shine once they get past Tier I
units. The main purpose of fielding skeletons and
zombies 1s to unlock ghoul, wight, and wraith units!
Ghoul Infantry regain lost casualties thanks to the
Feast trait, allowing them to feed on the corpses of
fallen enemies or allies. And the ghoul artillery unit
known as the Fireborn can inflict ongoing damage
with fire tokens from their special maneuver.

Deathstormers are wight cavalry units that race
across the battlefield on skeletal steeds. And the
unique Tier IIT wraith unit known as the Black
Wind is even more powerful. Along with the Dead
and Harrowing traits, this unit gains bonus move-
ment and can move through other units thanks to
its Ethereal trait. This also means units that the
Black Wind attacks gain no benefit from fortifica-
tions. If you've amassed a large enough army to
field the Tier III units, you probably don’t need
that Zombie Catapult—but you should probably
field it anyway, because it’s dope.
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THE SPECIAL UNIT DECK

Of course there was no way to fit every possible

unit anyone might think of into a single book, so
MCDM had to produce a supplement to King-
doms & Warfare: the special unit deck. This fea-
tures sixty-four nonstandard units from a variety
of additional ancestries and monstrous lineages,
including dragons, fiends, more undead, kobolds,
giants, black puddings, centaurs, gnomes, elemen-
tals, and more!

Ultimately though, the three tiers of units across
six ancestries in this book, plus the special units
that can be mustered by domains, are enough
to run any number of interesting, unique battles
without resorting to additional special units—espe-

cially when those battles include fortifications and
different kinds of terrain.

Moreover, it’s our hope that the warfare system
and the setup of units is clear enough to make
creating new units fun. There’s no need to buy the
special unit deck just to field a single dragon unit
for a battle. Rather, just think about the system as
presented, imagine how dragons might work in it,
and create your own unit—which will probably
end up very close to the official dragon units in the

special unit deck!

FOR THE GM: BUILDING
THE VILLAIN'S ARMY

Just like the regular game focuses on the characters,
these warfare rules are not a competitive exercise.

It’s still the GM’s responsibility to curate content in
order to create drama. So while the GM can use the
same rules for building the villain’s army as the play-
ers use to build the characters’ army, it is perhaps
more important that the army the heroes face is
sufficiently challenging. Likewise, the villain’s army
should reflect the choices the players and characters
have made. The heroes can always get in over their
heads, bite off more than they can chew, and end up
facing overwhelming odds on the battlefield—just as
they can in combat with individual enemies.

The rules used for designing encounters with
monsters apply to the warfare rules as well. Thus
“more units” is typically a greater challenge than
“better units,” just like a standard encounter with
many more monsters than characters can quickly
become a TPK. The villain’s army should obey the
rules for unit command and dependencies (part of
the Building an Army section starting on page
100). But knowing that an army can field one Tier
I'V unit does nothing to suggest which unit is best
for a particular scenario—and not all units of the
same type are equal in battle.

Players can muster units only from ancestries
they have connections or alliances with, or from
ancestries predisposed to lend aid through good
roleplaying. But the GM should make liberal use
of monstrous units, as well as any units from any
ancestry that seems reasonable and dramatic. The
GM is not restricted by which ancestries they can
field, as long as it seems reasonable that the leaders
of an opposed domain would have access to those
monsters or ancestries.

Deciding which units to field is not a science. It
will take interpretation, guesswork, and experience
to properly balance a battle—and to figure out that
not all battles should be balanced. And this process
doesn’t stop once the battle begins! A GM might
find that they need to discreetly fudge some die rolls
or have units use less than optimal tactics because
they realize only midway through the battle that
they’ve overloaded the villain’s forces—and that the
characters’ army is about to have a bad day.

In addition to the general advice for players,
GMs should keep the following points in mind
when building armies for a villainous realm or any
other domain fighting against the characters:
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e If one side has Tier V units, the other side prob-
ably should too. But a few heavily upgraded Tier
IV units could balance things out.

L]

As a general rule, avoid scenarios where one side
has many more or much better units than the
other side.

If one side has a super-heavy, super-elite unit,
that’s fine—as long as it’s clear how the other

side can make up for that. A good number of
veteran medium units might be enough. Strategi-
cally, a good army is one with infantry, artillery,
and cavalry units. About half an army should

be infantry.

Tactically, an army should focus on breaking the
opposing side’s front. If one side’s artillery and
cavalry are used to try and get to the opposing
side’s center through the rear while infantry
attack the opposed vanguard, that side will prob-
ably lose because it’s dividing its forces.

L]

Once an opposing side’s front is broken, the
attacking side’s units can move around more.
This opens up many different strategies, and lets
cavalry and artillery units become more flexible.

L]

The best use of archers is for picking off units
that are close to breaking. (Assuming there are
no aerial units to attack!)

It’s reasonable for a GM to design a battle meant
to be a rout of the characters’ forces. But that
should happen only if the players have gotten in
over their heads in spite of the GM’s best efforts
to the contrary.

These rules can always be adjusted for drama
and style. Perhaps a particular villain relies on a
horde of infantry! But the rules are designed to
make it so that an all-infantry army won’t be able
to bring enough troops to bear to be effective,
and will likely inevitably lose to a better-balanced
army. Still, GMs should always remember that as
with the characters facing off against single foes,
the rules for warfare expect the players to
face reasonable challenges and win. The only
time this should change (again, as with the regular
game) is if the characters have gotten themselves in
over their heads because they’ve done something
foolish—particularly against the GM’s advice.

WHEN SHOULD A
MONSTER BE A UNIT?

As a rule, opposed units should not be creatures so
mighty that the characters would prefer to handle
them personally. For example, a 5th-level party’s
army should not face off against a Red Dragon
unit, both because that unit will probably smoke
(perhaps literally) the characters’ small, relatively
inexperienced army—and because the players
would most likely prefer that their characters fight
that dragon face to face.

Eventually, though, as the characters level up,
what was once a major threat becomes a minor
1ssue. A high-level party with a large, experienced
army might see a Black Dragon unit flying around
the battlefield and shrug. “Our army can take care
of it.” These things are relative.

REINFORCEMENTS:
THE SECRET WEAPON

Because this is a brand-new system and no one is
well familiar with it, players and GMs might find
themselves in the middle of a battle that’s going
badly. “Going badly” means something undra-
matic is happening. One side is being routed, while
the other side faces few challenges leading to an
unearned victory. This scenario is bad no matter
whether the player characters are the ones routing
or being routed.

If this happens, it’s a good time for the losing army
tto deploy their reinforcements. These are new units
that arrive on the battlefield in the nick of time to
save the day. (Cavalry are traditional reinforcements,
but there’s no need to be a martyr to tradition.)

Reinforcements should be used sparingly, and
should always be a dramatic reveal. As just one
example, an NPC domain whose leaders decided
to stay neutral despite being courted by both the
characters and the villain during intrigue makes
an excellent source of unexpected reinforcements
for either side. If the reinforcements come to aid
the heroes, then the players and their characters
gain control over them. The GM decides if rein-
forcements arrive and which units show up. This
is a narrative tool used to keep the tension high,

though, not a part of the battle setup.

&
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== {rongholds & Followers intro-
7 Y>> [l duced the idea of Concor-

| dance, a numerical value

] every character possesses that
measures how closely aligned
they are with their god’s or

: patron’s teachings and desires.
Anyone who worships a god or follows the teach-
ings of a church or a greater power has Concor-
dance. In a fantasy world where these beings are
objectively real and grant their followers access to
spells and abilities, any character should be able to
petition their god and, if they are found sufficiently
pious, receive aid.

ACTION-ORIENTED

Many of the creatures presented here are designed
to be boss monsters: enemies that can take on an
entire party by themselves or with a handful of min-
ions. But boss monsters that are just “higher CR”
often fail to challenge the characters. We’ve got a
solution: action-oriented monsters.

The key to effective solo villains is giving them
plenty of opportunities to act and move when it’s
not their turn. Thus, each action-oriented creature
in this book has at least one special bonus action
and reaction, as well as “villain actions” that let
them dominate the battlefield.

These actions make the boss monsters action-
oriented, dynamic, and formidable. Whether
fought as an exciting solo challenge or alongside a
few easy-to-run minions, action-oriented monsters
challenge the characters with dramatic and
powerful actions in combat.

VILLAIN ACTIONS

Every action-oriented monster has three villain

actions that they can use after an enemy creature’s
turn. Villain actions are similar to legendary actions
with the following exceptions:

* A creature can only use one villain action per
round (as such, villain actions tend to be more
powerful than legendary actions).

* Each set of villain actions has a recommended
round order. These abilities give the battle a
logical flow and a cinematic arc.

The first villain action is an opener, which
shows the characters that they are not battling
a typical monster. Openers generally deal some
damage, summon a minion, buff the creature,
debulff the characters, or move the creature into
an advantageous position. They’re just a taste of
what’s to come.

The second villain action provides crowd con-
trol. It typically fires after the heroes have had a
chance to respond once or twice, get into position,
and surround the villain. This second action helps
the villain regain the upper hand. Like an opener,
this action comes in many flavors, but it is even
more powerful than an opener.

The third and final villain action is an ultimate
move or “ult”—a showstopper the villain can use
to deal a devastating blow to the characters before
the end of the battle.

While every creature has a recommended order
of actions, you can take villain actions in the order
most dramatic for your fight. You could push back
a villain action if a monster is stunned or might
stay alive for more than three rounds, or you could
perform the recommended third action in round
two after several surprise critical hits!

COURT OF DECAY

The Last City, a hulking necropolitan ruin in the
center of the Abyss ruled by the Demon Prince of
Undeath, is home to insidious undead creatures—
called the Deathless and the Soulless, they are
creatures of hate, memory, and mind who refuse to
yield to law and surrender to the grave.

The Court of Decay and the Court of the Deep
maintain a taut, uneasy truce. The Deathless have
no souls, so they yield no power to the demons of




the depths. But they do not fall into lethe (page
165) and therefore pose a constant threat.

Ancient kings of the Mundane World, these
Deathless Lords mastered unholy lore in life
so their unfailing will would overcome the
sleep of death.

ZAAR ANATHEMA,
THE SHACKLED KING,
THE KING IN GOLD

Z.aar, the Thane of Kalas Mithral and Lord of
House Qor, once ruled the empire of steel dwarves
and personally arbitrated disputes between the
Celestial domains and the Terran Empires. He was
a wise king, just and true. Now Kalas Mithral is

dead, forgotten, and he who once ruled now serves
in the Court of Decay.
The end of Kalas Mithral came with the war

P The astral celestials’ first Army of

against
Night sieged the walls of Kalas Mithral for months
and weeks and days, six and six and six. The
Legion of Adamant was mighty in warfare and
impervious to sorcery and sword. But the greatest
weapon the astral celestials wielded was treachery
and corruption, and the Legion of Adamant, once
called the Legion Unyielding, faltered.

The King in Gold foresaw the ruin of his house,
his capital, and his people. He swore a vow that
Kalas Mithral would not fall while he lived and
in answer came a howl from below. A bane placed
deep within the earth at its creation called out
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to Zaar. Long had the elementals known that Ord
placed hideous blights within his masterwork,
entombing them within the world. Fringe sages
among the dwarves wrote that all Orden was a
prison for something poisonous to the timescape.

Zaar summoned the Order of Fabrication, a team
of elite mechanists. He pointed to the floor of their
deepest chamber and uttered one command: “To
the heart of the world.” And thus the Order of Fab-
rication undertook their greatest making.

A mighty engine did the mechanists build,
its corkscrew tip sharp enough to pierce the shell
of the world, its hull clad in a metal never seen
before or since, its core able to withstand the titanic
pressures and temperatures. Thirty elementals
could the vessel hold, engineers to man the controls
and Zaar’s elite wardens to battle whatever they
encountered below, whatever guarded the bane at
the heart of the world. War-ender did they name
the great machine, for they believed the power
below would end the wretched siege and bring their
people salvation.

None now live who remember the War-ender’s
expedition, but this much is known: many days
after it pierced the shell of the world, the War-
ender emerged, its hull shattered, its crew gone.
Only Zaar remained, manning the controls alone.

And gripped tightly in his hand, exhumed from
the depths of the earth, was the Zellac Oranic (see
page 213 in the Magic Items section), a stone that
radiated death and turned the living into shadows.

At first, the lords of the other houses believed
Zaar had unearthed their salvation. For three days
Zaar led the Legion of Adamant with the verdant

stone in hand, and the Army of Night melted
away before him.

But the other houses quickly realized the price.
While the Army of Night retreated, the dwarves of
Kalas Mithral died, turned into dark umbras by the
hideous stone. What seemed at first a victory was
instead devastation—the Army of Night simply with-
drew while the Zellac Oranic feasted on legions of life.

Zaar did not heed his noble court’s pleas as they
begged him to surrender the stone. When he turned
his back on them, they declared his house Anathema
and stripped him of his rank and title. But Zaar did
not notice this shame.

Eventually, the Legion of Adamant was gone,
their souls fed to the stone. Only as he stood alone
on the battlefield, the Army of Night an oncoming
flood of death, did Zaar realize his folly. He called
out to Ord, to Aan, to Myr and Kul, the makers of
carth and air, of water and fire, and the four gods
heard him. But their answer was not mercy—it
was condemnation.

Sea, Sky, Mountain, and Magma cursed Zaar.
And Ord, maker of the world, shackled the King in
Gold, bound the Zellac Oranic to him for eternity. As
his flesh and mind decayed, he died howling, watch-
ing the mile-high walls of Kalas Mithral, which had
never known tarnish nor blemish, fall to Night.

The star elves slaughtered the steel dwarves to the
last, sparing none, and pulled their gleaming silver
city down around their corpses. Zaar, the Shack-
led King, fell into the Unthinking Depths, where
he drags the green stone through the Last City,
remembering nothing of his days of glory—only the
death of his people and the king who failed them.
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Large undead, chaotic evil

Armor Class 18 (plate)
Hit Points 256 (27d10 + 108)
Speed 40 ft.

STR DEX CON INT WIS CHA
20(+5) 16(+3) 18(+4) 12(+1) 12(+1) 16(+3)

Saving Throws Str +10, Dex +8, Con +9

Damage Resistances cold, lightning; bludgeoning,
piercing, and slashing from nonmagical attacks

Damage Immunities necrotic, poison

Condition Immunities charmed, exhaustion,
frightened, paralyzed, poisoned

Senses truesight 60 ft., passive Perception 11

Languages Common, Dwarvish

Challenge 13 (10,000 XP) Proficiency Bonus +5

Ball and Chain. As a bonus action, Zaar throws

the Tellac Oranic toward one creature he can see
within 30 feet of him. The target must succeed on a
DC 18 Strength saving throw or be pulled up to 25
feet toward Zaar.

Fed by Souls. Zaar regains 10 hit points at the start
of his turn if he has at least 1 hit point but fewer hit
points than half his hit point maximum.

Legendary Resistance (3/Day). If Zaar fails a saving
throw, he can choose to succeed instead.

Sunlight Sensitivity. While in sunlight, Zaar has
disadvantage on attack rolls, as well as on Wisdom
(Perception) checks that rely on sight.

Turn Resistance. Zaar has advantage on saving
throws against any effect that turns undead.

ACTIONS

Multiattack. Zaar makes three warhammer
attacks, one of which can be replaced with a Tellac
Oranic attack.

Warhammer. Melee Weapon Attack: +10 to hit,
reach 5 ft., one target. Hit: 27 (4d10 + 5) bludgeoning
damage. If Zaar hits the same target twice with his
warhammer on his turn, the target must succeed on a
DC 16 Constitution saving throw or become stunned
until the start of Zaar's next turn.

reach 30 ft., one target. Hit: 19 (4d6 + 5) necrotic
damage, the target’s Strength score is reduced by
1d4, and the target gains a level of exhaustion. The
target dies if this reduces its Strength to 0. Otherwise,
the reduction lasts until the target finishes a long rest.
If a humanoid dies from this attack, two shadows
controlled by Zaar rise from the corpse.

REACTIONS

Mantle of Shadow. Whenever Zaar takes damage,
he can create a 15-foot-radius sphere of magi-

cal darkness centered on himself. This darkness
remains until dispelled or until the beginning of
Zaar's next turn.

VILLAIN ACTIONS

Zaar has three villain actions. He can take each action

once during an encounter after an enemy creature’s
turn. He takes villain action 1 during the first round
of combat, villain action 2 during the second round,
and villain action 3 during the third round.

Villain Action 1: Summon Shades. Zaar calls forth
shades captured within the Tellac Oranic. A will-o'-
wisp appears in an unoccupied space next to each
enemy within 30 feet of Zaar that he can see. These
will-o"-wisps act immediately when summoned, then
immediately after Zaar on the same initiative count,
and fight until they're destroyed. They follow Zaar's
commands and disappear if he dies.

Villain Action 2: Call Unto Death. A draining pulse
emits from the Tellac Oranic. Any creature that is
not undead within 30 feet of Zaar must succeed
on a DC 18 Wisdom saving throw or gain a level of
exhaustion. If the target is within 5 feet of Zaar, it
makes this saving throw with disadvantage.

Villain Action 3: Reaper. Souls surge from the
Tellac Oranic to pull the living into undeath. Any
creature that is not undead within 60 feet of Zaar
must make a DC 18 Constitution saving throw,
taking 28 (8d6) necrotic damage on a failed save
and gaining a level of exhaustion. On a successful
save, the creature takes half as much damage and
doesn't gain a level of exhaustion. A humanoid
slain by this villain action that is not brought back
to life before the start of its next turn rises as a
wight under Zaar's control.
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KHORAK, JARL
OF DRENGRHEIM

When the Nine Clans of Vanigar rose in the north,

Khorak the Stone Giant warned the other giant
tribes that humans would spread, multiply, and
drive the giants into extinction. Some agreed, and
though they joined Khorak against the spread of
the clans, their forces were not enough and the
Vanirmen repelled them.

Khorak took his remaining followers into the arc-
tic wastes of Vanigar and there made bargain with
Olkhar, the Vanir God of Trickery. Olkhar gave
Khorak and his followers the power they needed to
conquer the Vanirmen, but his bargain cost them
an eye. A ragged band of giants entered the frozen
desert, but a cyclopean horde emerged—a force
whom none could stand against.

Armed with Olkhar’s gift, a prophetic power
called deadsight, Khorak and his followers won
many battles against men, and more giants joined
his growing legion. Khorak personally slew each
of the chieftains of the Nine Clans in battle and
claimed the lands of men. An empire of giants
emerged, called Drengrheim, with Khorak
the Far-Seeing at its helm. But these
victories and this empire could not sate
Khorak’s hunger, fed by the visions of
the deadsight. 1t told him everything,
showing endless lands and treasures
to claim—all while hiding from him
the means of his undoing.

He turned against the other
giants, seeking to control their
resources, and did what the
humanoids could not: united

the clans of giants against him. The Cloud, Fire, |8
and Ice tribes united under the banner of Jarl ’A;
Manghild, a fire giant princess Khorak orphaned ' q)
and thought left for dead. In the end, Khorak died

in battle against the jarls of the combined tribes. 5 |
Never before had they allied, and never would EF Aﬁ

they do so again.
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Huge undead, neutral evil

Armor Class 17 (natural armor)
Hit Points 276 (24d12 + 120)
Speed 40 ft.

STR DEX CON INT WIS CHA
26(+8) 14(+2) 20(+5) 12(+1) 18(+4) 14(+2)

Saving Throws Str +13, Con +10, Wis + 9

Skills Insight +9, Perception +9

Damage Resistances cold, lightning, necrotic;
bludgeoning, piercing, and slashing from
nonmagical attacks

Damage Immunities poison

Condition Immunities blinded, charmed,
exhaustion, frightened, paralyzed, poisoned

Senses truesight 120 ft., passive Perception 19

Languages Common, Giant

Challenge 15 (13,000 XP) Proficiency Bonus +5

Legendary Resistance (3/Day). If Khorak fails a
saving throw, he can choose to succeed instead.

Staff of Providence. The staff of providence (see
page 213 in the Magic Items section) has 15 charges.
While holding this staff, Khorak can use a bonus
action to expend 1 or more of the staff's charges to
cast one of the following spells from it (spell save DC
17, +9 to hit with spell attacks): guiding bolt (1 charge),
spirit guardians (3 charges), or flame strike (4 charges).
The staff regains 1d10 + 5 charges daily at midnight.

Turn Resistance. Khorak has advantage on saving
throws against any effect that turns undead.

ACTIONS

Multiattack. Khorak makes two staff attacks, or
makes one staff attack and uses his Chieftain Crown.

Staff of Providence. Melee Weapon Attack: +16 to
hit, reach 15 ft., one target. Hit: 29 (4d8 + 11) blud-
geoning damage plus 10 (3d6) radiant damage.

Chieftain Crown (Recharge 5-6). The skulls in
Khorak's crown emit a chorus of chattering screams.
Each creature within 30 feet of Khorak that can hear
the chorus must make a DC 18 Wisdom saving throw.
On a failed save, a creature takes 49 (14d6) psychic

damage and has disadvantage on its next attack roll
or saving throw. On a successful save, the creature
takes half as much damage and doesn't have disad-
vantage on its next attack roll or saving throw.

REACTIONS

Deadsight. Khorak's gift from Olkhar allows him
to foresee oncoming attacks. He adds 5 to his AC
against a melee attack that would hit him and can
make a melee attack with the staff of providence
against the creature who made the attack. To do so,
Khorak must see the attacker and be wielding the
staff of providence.

VILLAIN ACTIONS

Khorak has three villain actions. He can take each
action once during an encounter after an enemy
creature's turn. He takes villain action 1 during
the first round of combeat, villain action 2 during
the second round, and villain action 3 during the
third round.

Villain Action 1: Read the Future. Khorak fore-
sees the characters’ actions. Each enemy creature
Khorak can see within 60 feet of him must succeed
on a DC 18 Intelligence saving throw or have their
tactics revealed to Khorak for 1 minute. Whenever
a target that fails this saving throw makes an attack
roll or a saving throw before the minute ends, the
target must roll a d6 and subtract the number
rolled from the attack roll or saving throw. A crea-
ture can repeat the saving throw at the end of each
of its turns, ending the effect on itself on a success.

Villain Action 2: Visions of Death. Khorak con-
jures visions of death to horrify his enemies. Each
creature Khorak can see within 60 feet of him that
he chooses foresees a gruesome way they could
die in the immediate future. Upon receiving this
vision, the target must succeed on a DC 18 Wis-
dom saving throw or become frightened of Khorak
for T minute. A frightened creature can repeat the
saving throw at the end of each of its turns, ending
the effect on itself on a success.

Villain Action 3: The End Is Nigh. Khorak foresees
his own impending doom. He casts as many spells
as it takes to expend all remaining charges of the
staff of providence.
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TELCEZALCO XXVII I, Telcezalco and his followers slaughtered thou-
THE BLOoOD RIVER sands of tetzahuitl, pouring a river of blood that

Telcezalco was the last king of the inantzicatl, the

they bathed in. They emerged immortal and undy-

ing, but their victory over death was short-lived.

serpent folk of Orden. The serpent king’s devotees Defiling the sacred pact between the inantzi-

gladly followed him into wars on other islands, wor- catl and the tetzahuitl woke Goxomoc, the god of

shipping him as a god. But Telcezalco was mortal. the terror lizards. Telcezalco’s newfound power

Every passing day reminded him of that fragility. was nothing in the face of Goxomoc. The titan

The inantzicatl believed the terror lizards of the lizard decitnatedthe sl and andithcsa el

island—the tetzahuitl—were sacred. They offered empire. No more would the snake-men of Ix build

food, jewels, and other sacrifices to the tetzahuitl or smelt or write, for Goxomoc destroyed all they

before hatchings, long journeys, and battles to had. The few survivors left Ix in search of more

ensure good fortune, and never harmed the lizards O O

lest they risk angering the gods. Telcezalco sus- Telcezalco, twenty-eighth and last, ruled over the

pected their blood contained great power—power death of his empire. Now he serves in the Court of

over life and death. He was right ... but the only Decay, and all fear the arrival of the final king.

death he gained power over was his own.

TeELCEZALCO XXVIII

Large undead, chaotic evil

Armor Class 19 (natural armor)
Hit Points 336 (32d10 + 160)
Speed 40 ft., climb 40 ft., swim 40 ft.

STR DEX CON INT WIS CHA
20(+5) 17(+3) 20(+5) 12(+1) 14(+2) 18(+4)

Saving Throws Str +11, Dex +9, Con + 11

Skills Athletics +11, Perception +8, Stealth +9

Damage Resistances bludgeoning, piercing,
and slashing from nonmagical attacks

=22

Damage Immunities necrotic, poison

Condition Immunities charmed, exhaustion,
frightened, poisoned

Senses blindsight 30 ft., darkvision 60 ft.,
passive Perception 18

Languages Common, Draconic
Challenge 17 (18,000 XP) Proficiency Bonus +6
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Coiled Spring. As a bonus action, Telcezalco can
move or jump up to a distance equal to his move-
ment speed without provoking opportunity attacks.

Legendary Resistance (3/Day). If Telcezalco fails a
saving throw, he can choose to succeed instead.

Magic Resistance. Telcezalco has advantage on
saving throws against spells and other magical effects.

Spider Climb. Telcezalco can climb difficult surfaces,
including upside down on ceilings, without needing
to make an ability check.

ACTIONS

Multiattack. Telcezalco makes three attacks: two
with his scimitar and one to constrict.

Scimitar. Melee Weapon Attack: +11 to hit, reach
5 ft., one target. Hit: 12 (2d6 + 5) slashing damage,
and the target must make a DC 19 Constitution
saving throw, taking 24 (7dé) necrotic damage

on a failed save or half as much damage on a
successful one.

Constrict. Melee Weapon Attack: +11 to hit, reach
15 ft., one Large or smaller creature. Hit: 16 (2d10 +
5) bludgeoning damage, and the target is grappled
(escape DC 19). Until this grapple ends, the target is
restrained and takes 15 (3d6 + 5) bludgeoning dam-
age at the start of each of its turns, and Telcezalco
can't constrict another target.

Withering Breath (Recharge 5-6). Telcezalco
exhales necrotic energy in a 60-foot cone. Each
creature in that area must make a DC 19 Constitu-
tion saving throw, taking 56 (16dé) necrotic dam-
age on a failed save, or half as much damage on a
successful one.

REACTIONS

Rearguard. When another creature enters a space
within 5 feet of Telcezalco, he can make a scimitar
attack against that creature.

VILLAIN ACTIONS

Telcezalco has three villain actions. He can take each
action once during an encounter after an enemy
creature's turn. He takes villain action 1 during

the first round of combat, villain action 2 during

the second round, and villain action 3 during the
third round.

Villain Action 1: Vengeful Spirits. Telcezalco
causes 2d4 will-o’-wisps to burst from his body.
Each will-o'-wisp emerges in an unoccupied space
within 5 feet of Telcezalco. The will-o’-wisps act
immediately after Telcezalco on the same initia-
tive count, and fight until they're destroyed. They
follow Telcezalco's commands and disappear
if he dies.

Villain Action 2: Extract Spirit. Each creature
within 5 feet of Telcezalco or one of his will-o'-
wisps must succeed on a DC 19 Constitution
saving throw or take 18 (4d8) necrotic damage
as a will-o’-wisp bursts from the target's body.
The will-o’-wisp emerges in an unoccupied space
within 5 feet of the target. The will-o'-wisp acts
immediately after Telcezalco on the same initiative
count, and fights until it's destroyed. It follows
Telcezalco's commands and disappears if he dies.
In addition, Telcezalco's Withering Breath immedi-
ately recharges.

Villain Action 3: Spirits’ End. Any remaining
will-o'-wisps can use their full movement and then
explode, dropping to 0 hit points. Each creature
within 5 feet of a will-o'-wisp when it explodes
must make a DC 19 Constitution saving throw,
taking 28 (8d6) necrotic damage on a failed save,
or half as much damage on a successful one.
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MAELODOR RHYLLEARNAN,
KING OF THE FOXGLOVE COURT

“Men will be the end of this world.”
—MAELODOR RHYLLEARNAN

Long before the first empire of man, Mdelodor
Rhyllearnan watched the Gol spread across
the land. Where once only elves, dwarves, and
dragons lived, now a fourth mortal people
walked among them.

They did not farm, nor build roads, nor cut
wood, all the offenses elves would later levy against
men. But they worshipped many gods. Mdelodor
refused to share his kingdom with the humans,
so the Gol went to war. They had warred against
elf and dragon and dwarf—they had even warred
against each other. Maelodor didn’t scare them.
Such defiance filled the king with rage.

“They will consume the world,” Maelodor said.
“Leave them. They will consume themselves,”
the Queen of the Foxglove Court observed.

But the king became obsessed with the Gol.
Their expansion unnerved him, and he spoke
incessantly about his never-ending war with
these humans. The Queen in Digitalis urged her
husband to seek a truce and appeal for peace.
Maielodor ignored her wisdom. After years of
watching her people die for Mdelodor’s obsession,
the Queen of the Foxglove Court left in the night,
leaving her husband to his lonely war. She and
her guard and favored courtiers slipped away in
the moonlight and established the Orchid Court,
which rules the Great Wode still.

Mdelodor raged. He claimed the Gol ensorcelled
his wife. It was their fault the battle continued,
and now it was their fault he fought this bloody
conquest alone. He howled a vow to his god that
day, and Val heard his cry. The Oath of the Hunt
bound the King in Digitalis to his own fury. On
the longest night of the year, he gathered his devil-
hound cavalry and began the Solstice Hunt, the
hunt against humans.

For weeks did the Solstice Dogs hound the
Gol, their bows and hawks and jaws hewing men
before them like weeds razed from a garden.
Midelodor’s forces caught the Gol surprised and
pressed the advantage.

Finally, a Gol leader summoned the demon
Taamgul, who carved into men sorcerous tattoos.
These Gol, their skin still bleeding from the arcane
ink, rode against the Solstice Dogs with Taamgul
at the lead and cleaved the hunt’s devilhounds out
from under them.

Taamgul slew Mdelodor Rhyllearndn, the King
in Digitalis, but the King’s vow sustained him.
Dead, he fought on, and Taamgul was forced to
embrace him. When she returned home to the
Abyssal Waste, she dragged Mdelodor with her.

Maielodor Rhyllearnan now serves in the Court
of Decay, but legends tell of powerful necromancers
summoning the ancient king, and his dread cavalry
sometimes rides out against all humans, thirst-
ing for vengeance.




Large undead, lawful evil

Armor Class 18 (natural armor)
Hit Points 228 (24d10 + 96)
Speed 60 ft.

STR DEX CON
19(+4) 26(+8) 19(+4)

INT WIS
16 (+3) 20(+5)

CHA
15 (+2)

Saving Throws Dex +14, Con +10, Wis +11

Skills Animal Handling +11, Perception +11,
Survival +11

Damage Resistances acid, fire, lightning, thunder;
bludgeoning, piercing, and slashing from
nonmagical attacks

Damage Immunities cold, necrotic, poison

Condition Immunities charmed, exhaustion,
frightened, grappled, paralyzed, petrified,
poisoned, prone, restrained

Senses darkvision 120 ft., passive Perception 21

Languages Common, Elvish, Sylvan

Challenge 19 (22,000 XP) Proficiency Bonus +6

Deadly Critical. Méelodor rolls the damage dice
three times instead of twice when he scores a
critical hit.

Ghost Rider. Méelodor and his mount are one crea-
ture. Any effect that targets either creature targets
both. Méelodor can't be separated from his mount
by any means.

Incorporeal Movement. Maelodor can move
through other creatures and objects as if they were
difficult terrain. He takes 5 (1d10) force damage if he
ends his turn inside an object.

FOC SO STCOTOCITTIOTCTTOD

Legendary Resistance (3/Day). If Maelodor fails a
saving throw, he can choose to succeed instead.
Oath of the Hunt. Méelodor has advantage on
attack rolls against humans. He also automatically
succeeds on any Wisdom (Survival) checks made to
track or otherwise locate humans.

Shade Step. As a bonus action, Maelodor
can teleport up to 60 feet to an unoccupied
space he can see.

ACTIONS

Multiattack. Maelodor makes two attacks with his
longbow and uses his Dog Bite once. When his Bird
of Prey is available, he can use it in place of one of his
longbow attacks.

Dog Bite. Melee Weapon Attack: +14 to hit, reach
5 ft., one target. Hit: 13 (1d10 + 8) piercing damage
plus 13 (3d8) acid damage.

Longbow. Ranged Weapon Attack: +14 to hit, range
150/600 ft., one target. Hit: 21 (3d8 + 8) piercing
damage plus 13 (3d8) necrotic damage.

Bird of Prey (Recharge 5-6). Maelodor sets his
ghostly falcon on a creature he can see within 60
feet. The creature takes 28 (8dé6) necrotic damage
and must succeed on a DC 19 Dexterity saving throw
or become blinded for 1 minute. On a successful
save, the target takes half damage and is not blinded.

REACTIONS

Phase. Maelodor adds 4 to his AC against one
melee attack that would hit him. To do so, Maelodor
must see the attacker. If this reaction would cause
the attack to miss, the attacker takes 22 (4d10)

force damage as they pass through Méaelodor’s
incorporeal form.
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VILLAIN ACTIONS

Méelodor has three villain actions. He can take each

action once during an encounter after an enemy
creature's turn. He takes villain action 1 during
the first round of combat, villain action 2 during
the second round, and villain action 3 during the
third round.

Villain Action 1: Hunting Hounds. Maelodor
whistles, causing three ghostly hounds to appear
in unoccupied spaces he can see within 120 feet
of him. These hounds use the ghost stat block but
can't use the Possession action. The hounds act
immediately after they are summoned, act immedi-
ately after Maelodor on the same initiative count,
and fight until they're destroyed. They follow
Maelodor’s commands and disappear if he dies.

Villain Action 2: Call of the Wild. The Solstice Dog
lets out a resounding howl, compelling creatures

to join the pack. Any creatures within 300 feet of
Maelodor and able to hear the howl must succeed
on a DC 19 Charisma saving throw or be charmed
by Méaelodor for 8 hours. A charmed creature fol-
lows Méeldor's instructions to the best of its ability
and treats Maelodor's enemies as its enemies. If

a charmed creature is damaged, it can repeat the
saving throw at the end of its turn, ending the effect
on itself on a success.

Villain Action 3: Heartseeker Volley. Maelodor
fires a magical arrow skyward that bursts into a vol-
ley of arrows. Maelodor makes one longbow attack
against each creature of his choice that he can see
within 600 feet of him. If a target hit by this attack
has fewer than 50 hit points, or is reduced to fewer
than 50 hit points by the damage from this attack,
the target immediately drops to 0 hit points.

TRISTAN VASLOR,
THE KING BELOW

Three thousand years before the Council of Aber-

danon, men from the Commonwealth flooded into
the region then known as the Central Plains. They
were organized and bore advanced technology.
From Khouirsir they brought the stirrup, and from
Kalas Mithral they brought the secret of steel. Rid-
ing at the head of their armies was Tristan Vaslor,
a warrior unmatched. In a search for great power,
he led them to war with the Gol, the first humans.

But the Gol were lorecrafty and called upon
the demons Khuurtok the All-Seeing, He of Five
Hundred Eyes; Bytorr the Wolf; and Ullrok the
Blighted, Consort of Flies. These demons fought
alongside the Gol and pushed back Tristan Vaslor
and his army. An uneasy truce settled, but Tristan
Vaslor desired conquest.

The Central Plains were wild then, populated
with hidden temples to unknown gods and mystic
towers where hermit sages delved into knowledge
man was not meant to know. The wizard Pellum
lured Tristan to the White Tower, a tower of necro-
mancy, and offered him aid in exchange for service.
“Seek you the Temple of Primordial Chaos,” the

wizard called out from atop his tower. “There you
will find the sword Maethelgas, which shall aid you
in your domination. And also a book I desire, one
of little value to you.” (See page 211 in the Magic
Items section for details on Maethelgas.)

Tristan and his knights rode out, found the
temple, and made to sack it, but the temple was
vast and many things hostile to light and life
dwelled and warred within. For one year did
Tristan’s knights siege the temple, building a
makeshift city around it, delving deep, disap-
pearing for weeks, until Tristan emerged with the
codex Pellum desired ... and a great black iron
runesword in his hand.

Pellum was true to his word—bound to Maethel-
gas, Tristan was able to drink the souls of his ene-
mies. Many Gol leaders did he slay, and each time
Macethelgas grew in power.

Finally, the vast plains were conquered. The
region was named Vasloria, and Tristan ruled for
300 years, his life extended by the powerful sword
at his side. But the blade required souls—Tristan’s
conquest could not cease. Soon the humanoid
tribes were brought under his sway, and this was
not enough. The elves and dwarves did he fight,
and still the blade called for more.
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Eventually, Tristan turned against his own dukes suffering. The people cowered and lived in fear.
and fed their souls to the blade. After this massa- None dared stand against their dread sovereign.
cre, his knights damned him, entombing him in the Not until two brothers, Adun and Cavall—one
crypt he built for his many dead wives. a farmer, the other a soldier—preached a new way

For three days, the knights of Vasloria thought of living. Not to remain slaves to fear, but to resist,
their nightmare ended, but in his desperation to fight, even if it meant death. Even the grave was
Tristan fed his own soul to Maethelgas. The crypt better than this wasteland they endured.
quaked with a necrotic surge, splitting asunder as They led their growing congregation to the Dead
Tristan emerged from his crypt as the Dead King. King’s castle and there confronted him. While

For ten years, the King Below, the One Below All, none imagined they might live, much less prevail,
ruled over Vasloria. Under his dread hand, Vasloria Adun and Cavall prayed. Their prayer rose in
descended into a nightmarish realm of cruelty and righteous light and banished Tristan Vaslor to the

Abyssal Wasteland, and as his undead howling
faded from castle walls, the rule of the King Below
ended and Vasloria knew peace.

The One Below All once ruled a continent, and
in power he remains after death-—he serves in the
Court of Decay at the right hand of the Lord of
Decay, the Ultralich, Khorsekef the Infinite.

TRISTAN VASLOR

Medium undead, chaotic evil

Armor Class 21 (+3 plate)
Hit Points 294 (28d8 + 168)
Speed 30 ft.

STR DEX CON INT WIS CHA
26(+8) 19(+4) 22(+6) 21(+5) 18(+4) 23 (+6)

IS0

Saving Throws Dex +11, Con +13, Wis +11

Skills Intimidation +13, Perception +11

Damage Resistances bludgeoning, piercing, and
slashing from nonmagical attacks

Damage Immunities necrotic, poison

Condition Immunities charmed, exhaustion,
frightened, paralyzed, poisoned, stunned

Senses darkvision 120 ft., passive Perception 21

Languages Common
Challenge 21 (33,000 XP) Proficiency Bonus +7

Hunger Sight. While Tristan holds Maethelgas, he
knows the location of all creatures within 60 feet of
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him that aren't constructs or undead.

Legendary Resistance (3/Day). If Tristan fails a
saving throw, he can choose to succeed instead.
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Pact of Power. Maethelgas protects its wielder from
all but the greatest of harm. If Tristan takes 15 or less
damage from an attack or spell, he instead takes no
damage from the attack or spell.

Seeking Sword. As a bonus action, Tristan releases
Maethelgas to hover magically in an unoccupied
space within 5 feet of him. If Tristan can see the
sword, he can mentally command it as a bonus
action to fly up to 50 feet and either make one
attack against a target or return to his hands. If the
hovering sword is targeted by any effect, Tristan is
considered to be holding it. The hovering sword falls
if Tristan dies.

ACTIONS

Multiattack. Tristan makes two attacks with
Maethelgas and uses Paralyzing Fist, or uses Paralyz-
ing Fist twice.

Maethelgas. Melee or Ranged Weapon Attack: +18
to hit, reach 5 ft. or range 20/60 ft., one target. Hit:
25 (4d6 + 11) slashing damage plus 27 (6d8) necrotic
damage. If the weapon is used to make a ranged
attack, it immediately returns to Tristan's hand after
the attack is resolved.

Paralyzing Fist. Melee or Ranged Weapon Attack:
+15 to hit, reach 5 ft. or range 20/60 ft., one target.
Hit: 10 (3d6) bludgeoning damage. The target must
succeed on a DC 19 Constitution saving throw or
become paralyzed for 1 minute. The target can
repeat the saving throw at the end of each of its
turns, ending the effect on itself on a success. If
thrown, the fist flies back to reattach to Tristan's arm
after the attack.

Drink of Life (Recharge 5-6). A creature marked
by Tristan’s Catch the Scent must succeed on a DC
15 Constitution saving throw or immediately drop
to 0 hit points. Tristan heals an amount equal to the
hit points lost.

REACTIONS

Catch the Scent. When Tristan makes a success-
ful melee attack with Maethelgas, he can mark the
target. Tristan has advantage on all melee weapon
attacks against a marked target. A target remains

marked until it dies or until Tristan marks a dif-
ferent target.

VILLAIN ACTIONS

Tristan has three villain actions. He can take each
action once during an encounter after an enemy
creature's turn. He takes villain action 1 during

the first round of combat, villain action 2 during
the second round, and villain action 3 during the
third round.

Villain Action 1: Arena of Pain. Tristan conjures a
ringed wall up to 60 feet in diameter, 20 feet high,
and 5 feet thick. The wall is made of whirling, razor-
sharp blades formed from magical energy. The wall
provides three-quarters cover to creatures behind
it, and its space is difficult terrain. When a creature
enters the wall's area for the first time on a turn or
starts its turn there, the creature must make a DC
19 Dexterity saving throw, taking 33 (6d10) slashing
damage on a failed save, or half as much damage
on a successful one. The wall lasts for 1 minute.

Villain Action 2: Whirlwind of Blood. Maethelgas
makes one attack against every enemy creature
within 30 feet of Tristan, then flies to his hand or
the position where it started this villain action
(Tristan's choice).

Villain Action 3: Soul Shred. Tristan causes
Maethelgas to tear at the soul of all creatures he
can see within 60 feet. Each target must make a DC
19 Constitution saving throw, taking 61 (7d8 + 30)
necrotic damage on a failed save, or half as much
damage on a successful one.

.

N

(R



KHORSEKEF THE INFINITE

First Pharaoh of the Khemharan Empire, Khorse-
kef was immortal and ruled for over 3,000 years.

It was impossible for the Khem-hor to imagine

a world without their god-king. Even now, five
millenia later, the fashions and traditions Khorse-
kef ushered in are synonymous with Khemhara.
The cometary impact of his rule still echoes
loudly in the desert.

Under Khorsekef’s rule, the people of Khemhara
thrived in the desert. Khorsekef used his power to
ensure this, providing an oasis for an entire nation.
What his people could not know, because the desert
isolated them from the world, was that Khorsekef’s
rule denied them the right to change or grow. They
worshipped their god-king, who never died, and he
watched while generation after generation turned
to dust at his feet.

Children were born, grew old, married, had
children, but nothing ever changed. Names, like-
nesses, even identities, inventions, and discoveries
were endlessly recycled. The Khem-hor thought
this was the cycle of the world. The truth was
hidden from them.

At least, they did not until the coming of the
great explorer Lady Agatamori from Higara,
who crossed the desert in the ingenious sand ships
her engineers built. Lady Agatamori, a cartogra-
pher eager to chart new lands, did not bring war,
but she caused one. A civil war. A rebellion. A
war against time.

Khorsekef captured Lady Agatamori and her
retinue almost immediately and hid them in one of
his pyramids, called hedrons. But it was too late—
word spread. There were other humans in the world.
Humans who strove, created, invented. Humans
who were not bound to the Khem-hor’s eternal
cycles of rediscovery and reinvention, recycling
the same knowledge, even the same identities,
through eternity.

Still, this might have remained a rumor, soon
forgotten, but for the captain of the Pharaoh’s
guard who was so overwhelmed by the bright-
souled humanity in Lady Agatamori that he smug-
gled her and her crew out of the Great Tet and into

the Atenopolis.
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Like a virus, understanding began to spread. Pharaoh initially proved stronger, the Heironauts
The people of Khemhara had been lied to. They were growing more powerful by the hour. Soon,
were not alone in the world, and they did not have the very fabric of the manifold would rip, spilling
to die repeating the same generation over and over. the Atenopolis out into the Real.

Armed with new knowledge from conversing The Pharaoh then did the unimaginable: He
with the Khem-hor, Lady Agatamori’s vizier opened the Great Tet. The Great Tet was not like
unlocked the final clue. Khorsekef’s hedrons were the other hedrons. The other pyramids stored
not, as he had told his people, mausoleums for time like batteries, releasing it to perpetuate the
noble citizens. None were buried there. Instead, manifold Khorsekef created. But the Great Tet had
the hedrons had been set in certain astronomically never released its stores of time. The Pharaoh broke
significant locations for a secret purpose. The vizier the seal on the massive hedron, freeing the millen-
thought he knew why. nia contained within. Even the Heironauts had not

While the Pharaoh’s loyal guard closed in on known of the deep stores of time kept inside—it was
Lady Agatamori’s hiding place in the city, brave an emergency measure Khorsekef had built exactly
Khem-hor brought word of the vizier’s discovery for this contingency.
to the Heironauts, the Pharaoh’s cadre of wizards. Opening the Great Tet, the Infinite Pharaoh
They quickly assembled the clues and realized drank deep of the eons stored within, but its power
they, too, had been lied to. Their position brought was so great no physical vessel could contain it. His
so much privilege and luxury that it was easy to atoms burst with stored time and shredded apart,
trick them into thinking their limited knowledge leaving only his will.
was the sum total of world lore. The white-eyed, dessicated form that remained

The Heironauts discovered the great lie: the was the animated memory of the Will of Khorse-
hedrons were engines that stored time, absorbing kef. He was no longer the Pharaoh. He was now the
it from the topology of the manifold, a time-looped Ultralich, a mind so powerful no force has yet been
reality created by the Pharaoh, and transmitting discovered that can end him.
it into the Infinite Pharaoh to preserve him while Facing annihilation by the newly dead god
stagnating everything else. Nothing in Khem- before them, minds filled with new spells and
hara changed because nothing could change. ideas from Lady Agatamori and those of their own
Time itself had stopped. Each generation wasn’t creation, the Heironauts did something no citizen
merely like the previous—it was a single population of the Atenopolis had done in a millennium. They
giving birth to itself, burying itself, over and over improvised. They dared stand against the pha-
through eternity. They thought their pyramids raoh’s stagnant rule.
were tombs. But the desert was a tomb, and they “The gate swings both ways!” the First Heironaut
were the embalmed. declared, and her council understood. Using the

Powerful magics erupted in the desert as the residual power stored in the remaining hedrons,
Heironauts broke the oppressive cycle and made they invented a ritual to negate the Infinite Pha-
massive strides in lore. Within days they discov- raoh’s millenia-long program.
ered new spells, and soon reached a limit imposed They took the geometries of the manifold he had
by the hedrons. So they focused their lore on the created, the cul-de-sac of reality they had lived
hedrons and began to drain their power for them- in for uncounted centuries, and inverted it. They
selves, using the stored time to fuel their magic. spilled its contents across the timescape, and the

The Pharaoh, their god-king, could not allow Atenopolis reentered the Mundane World.
this. He used the power given him by the hedrons At the same time, the fabric of the pocket uni-
to bring battle against his own wizards. verse they lived in wrapped back against itself,

Cause grappled with effect as the War Against against its center. The point of origin. Khorsekef,
Time engulfed the Atenopolis. Though the the being that had created it.
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Caught within his own imploding manifold,
Khorsekef was hurled downward into the Abys-
sal Wasteland. There, he ascended as the Lord of
Decay and the King of Death. The Ultralich, com-
manding the loyalty of the Court of Decay. They
skirmish with the other courts while Khorsekef
secks a way to return to the Atenopolis and restore
his infinite rule.

Khorsekef vowed he would return, and the ora-
cles of Khemhara predicted exactly that for the last

Medium undead, neutral evil

Armor Class 18 (natural armor)
Hit Points 304 (32d8 + 160)
Speed 50 ft., fly 50 ft.

STR
12 (+1)

DEX CON INT WIS CHA
14(+2) 20(+5) 27(+8) 21(+5) 22(+6)

Saving Throws Con +12, Int +15, Wis +12

Skills Arcana +15, History +15, Perception +12,
Religion +15

Damage Resistances acid, fire, lightning, thunder;
bludgeoning, piercing, and slashing from
nonmagical attacks

Damage Immunities cold, necrotic, poison

Condition Immunities blinded, charmed,
deafened, exhaustion, frightened, paralyzed,
petrified, poisoned, stunned

Senses truesight 120 ft., passive Perception 22

Languages all

Challenge 23 (50,000 XP) Proficiency Bonus +7

Legendary Resistance (3/Day). If Khorsekef fails a
saving throw, he can choose to succeed instead.

Magic Resistance. Khorsekef has advantage on
saving throws against spells and other magical effects.

Rejuvenation. As long as Khorsekef's will persists,
he can't be truly destroyed. If Khorsekef is reduced
to 0 hit points, his body is destroyed and he is
banished from the current timeline. The instant this
occurs, Khorsekef reappears at full health in Necrop-
olis, the city at the center of the Abyss.

several millennia. But in the meantime, an explo-

sion of learning and innovation propels the Khem-

hor forward. The Pharaohs of the desert weave
the Eternal Design in preparation for the Infinite

Pharoah’s return. If they can complete it before he
returns, Khorsekef will find nothing but sand and

dust and scarabs where once was a bright civili-

zation—the Khem-hor will have saved themselves

and found a paradise.

Stolen Moments. As a bonus action, Khorsekef

steals precious seconds from one creature he can
see. On the target's next turn, it can either move, use
an action, or use a bonus action; it can only use one,
not all three. Once a creature has been affected by
this ability, it is immune to the effects of Khorsekef’s
Stolen Moments for the next 24 hours. Each time
Khorsekef uses this ability, he gains an additional 10
feet of movement. Khorsekef retains this additional
movement for the next 24 hours.

Temporal Nexus. Time bends strangely around
Khorsekef, causing stress to the living. When a
creature that is not undead moves within 60 feet of
Khorsekef for the first time on a turn or starts its turn
within 60 feet of him, that creature must succeed

on a DC 20 Constitution saving throw or gain a level
of exhaustion.

ACTIONS

Multiattack. Khorsekef makes one Stasis Touch
attack and one Leeching Blast attack. He can replace
one of these attacks with his Borrowed Time or his
Lost in Time actions.

Stasis Touch. Melee Spell Attack: +15 to hit, reach

5 ft., one target. Hit: 21 (6d6) force damage. The
target must succeed on a DC 20 Constitution saving
throw or become paralyzed for 1 minute. The target
can repeat the saving throw at the end of each of its
turns, ending the effect on itself on a success.

Leeching Blast. Ranged Spell Attack: +15 to hit,
range 120 ft., one target. Hit: 21 (6d6) necrotic
damage. Khorsekef recovers hit points equal to the
damage taken by the target.
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Borrowed Time (Recharge 5-6). Khorsekef is not undead within 120 feet of Khorsekef must
steals time from one creature he can see within 120 succeed on a DC 20 Wisdom saving throw or be
feet of him. The target must make a DC 20 Con- affected by the sands for 1 minute. An affected
stitution saving throw, taking 65 (10d12) necrotic target’s speed is halved, it takes a -2 penalty to
damage on a failed save, or half as much damage on AC and Dexterity saving throws, and it can't use

a successful one. If the target fails the save, it also reactions. On its turn, it can use either an action or
ages a number of years equal to the damage dealt. a bonus action, not both. Regardless of the crea-
Khorsekef regains hit points equal to the damage ture’s abilities or magic items, it can't make more
dealt. If Khorsekef's body is destroyed, the aging than one melee or ranged attack during its turn. If
effect is reversed. the creature attempts to cast a spell with a casting
Lost in Time (Recharge 5-6). Khorsekef banishes time of 1 action, roll a d20. On a 1-10, the spell
one creature he can see within 60 feet of him to a functions normally. On an 11 or higher, the spell
different timeline for 10 minutes. The target can use doesn't take effect until the creature’s next turn,
its action to attempt to merge back into the correct and the creature must use its action on that turn
timeline. When it does so, it makes a DC 20 Intelli- to complete the spell. If it can't, the spell is wasted.
gence check. On a success, it returns to the correct A creature affected by the sands can repeat the
timeline. When the target returns, it reappears in saving throw at the end of each of its turns, ending
the space it left, or if that space is occupied, in the the effect on itself on a success.

nearest unoccupied space. Ruby dragons banished Villain Action 2: Compress Infinity. Khorsekef

by this action return to their original timeline and can compresses the infinite possibilities of time to
choose to remain in it for as long as they wish. unleash a catastrophic blast of force. Khorsekef

chooses four points within 150 feet of him. Each

REACTIONS creature in a 20-foot-radius sphere centered on
Warp Step. When an attack would hit Khorsekef, those points must make a DC 20 Dexterity saving
he can warp time and cause the attack to miss. The throw, taking 42 (12d6) force damage on a failed
attacker must succeed on a DC 20 Constitution save, or half as much damage on a successful one.
saving throw or be cursed with warp sickness. The Villain Action 3: Final Countdown. Khorsekef
cursed target gains a level of exhaustion and can't expels a portion of his own time to destroy others,
regain hit points. The creature no longer benefits cutting his remaining hit points in half. All creatures
from the effects of a long rest and gains another level that are not constructs or undead within 60 feet of
of exhaustion every 24 hours. The curse lasts until Khorsekef must make a DC 20 Constitution saving
removed by the remove curse spell or similar magic throw. On a failed save, a target takes 65 (10d12)
or until Khorsekef's body is destroyed. necrotic damage and rapidly ages until it is 1d6
VILLAIN ACTIONS days away from death by old age. On a successful
save, a target takes half as much necrotic damage

Khorsekef has three villain actions. He can take each )
) ) and ages 1d10 years. While 1d6 days away from
action once during an encounter after an enemy
creature's turn. He takes villain action 1 during

the first round of combat, villain action 2 during

death, the creature has disadvantage on all attack
rolls, ability checks, and saving throws, and its
movement speed is halved. If Khorsekef’s body is

the second round, and villain action 3 during the lesirayel mho P e tsyeers e by i

third round. , -
effect; however, the target doesn't return to life if
Villain Action 1: Sands of Time. Khorsekef swirls they died of old age before Khorsekef's body was
the sands of time around him. Each creature that destroyed.
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COURT OF THE DEEP

The Abyssal Wasteland is a dead plane filled with
ruins of once-great cities. Or are they the degener-
ating reflections of existing cities in the timescape?
Sages differ. Demons call this place home, this
rotting reality where forgotten gods go to die. It is
a land of entropy and the creatures that call the
Waste home consider order a poison.

This is the deepest world in the timescape.
Creatures who sink this far down find themselves
unable to organize their thoughts, unable to plan
or scheme beyond base emotion and survival. Only
by feasting on the souls of others can a mind rise
above this entropy and muster order enough to
plan and, possibly, escape.

Cruel and unyielding, the demons who rank in
the Court of Depths gorged on souls until their
minds were sharp enough to plot and scheme and
climb over one another in a desperate attempt to
rise out of the depths and perhaps, one day, loose
themselves on the Mundane World, where souls are
rich and potent.

DEVOURERS OF SOULS

Unique among monsters, demons of the Court of
the Deep feast not upon food and water, but upon
souls. Souls fuel their bloodthirsty powers; while
starved for souls, a demon can scarcely even think.

Similar to how monster hit points are for-
matted, the number of souls a given demon has
consumed is presented both as a die expression
and as an average number. The amount of dice
used to calculate a demon’s soul count is depen-
dent on the demon’s challenge rating, as shown in
the table below.

SouL DIcE
Average
CR Soul Dice (Rounded Down)
1-10 1d4 2
11-15 2d4 5
16-18 3d4 7
19+ 4d4 10

During an encounter, a demon can burn souls to
use or enhance certain abilities, decreasing their
soul count. Demons gain more souls by slaying
other creatures. When a demon reduces a creature
to 0 hit points, the creature must immediately
make a DC 11 Wisdom saving throw before it falls
unconscious and begins dying. On a failed save,
the creature’s soul is consumed by the demon. The
demon adds 1 to their soul count, and the crea-
ture immediately dies and subsequently can’t be
restored to life by any means short of a wish spell.

Soul devouring makes the demons of the Court
of the Deep deadly opponents. You can remove
this ability and only have a demon devour a soul
when a creature dies through normal means
within 60 feet of it or adjust the DC of the saving
throw to give characters a better chance of living
through an encounter with one of these opponents.
Likewise, you can make the deadliness of soul
devouring scale with a demon’s power, requir-
ing a saving throw with a DC equal to 8 + the
demon’s proficiency bonus or equal to the demon’s
challenge rating.

There is no upper limit to a demon’s soul count.

When a demon’s soul count drops to 0, it falls into
lethe (see Lethe).

SO S S S S S S S

SOULS AND ACTION-
ORIENTED MONSTERS

The Court of the Deep monsters use villain actions
and soul devouring in combat. While action-
oriented monsters are made to be fought alone,
having a few low-challenge-rating demon or cultist
minions in the encounter gives the big bad some
souls to suck up! Consider adding some of these
creatures during an encounter with a member of
the Court of the Deep.
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SOUL-FUELED POWER

Each demon has a swathe of features that
require souls to use. These can be broken down
into two broad categories: passive features and
active features.

Passive features are triggered whenever a
demon’s soul count crosses a certain threshold. The
threshold is unique to each feature and detailed
in the feature’s description. The feature remains
active until the demon’s soul count drops below the
feature’s respective threshold.

Active features require a demon to burn souls
and lower their soul count to use. Some active
features buff common statistics, such as attack and
damage rolls, while others grant the demon access
to special—and oftentimes incredibly power-
ful-—new actions.

Each active feature has a base cost, or the num-
ber of souls that must be burned in order to use the
ability. This cost is noted in parentheses beside the
feature name. Additionally, some active features
allow demons to heighten the effect by burning
additional souls on top of the ability’s base cost.

SOULSIGHT
Demons have a special sense called soulsight,
which allows them to detect any sentient crea-
ture within a certain radius. Unless otherwise
stated, neither physical matter nor magical effects
can impede soulsight; however, creatures who
lack sentience or have no soul are invisible to a
demon’s soulsight.

The radius of a demon’s soulsight is denoted in
their respective stat block.

LETHE

When a demon runs out of souls, it falls into lethe:
a state of craven hunger, wherein a demon can

only lash out in a desperate search for sustenance.
Demons who have fallen into lethe are mindless and
violent creatures whose only goal is to consume.

While a demon is in lethe, it is subject to
the following effects:

e Its Intelligence score drops to 3 (—4), unless
it 1s already lower.

¢ It has advantage on all attack rolls and
disadvantage on all Intelligence, Wisdom,
and Charisma saving throws.

e It can’t cast spells.

* On its turn, the demon automatically moves
toward the nearest creature it can see with its
soulsight, regardless of the terrain in its way.
If the demon is still able to take an action that
turn, it uses its action to attack that creature
(or any obstacle in its way).

A demon is no longer in lethe when its soul
count increases above 0, at which point the
effects of lethe end.

TO EXISTING DEMONS
This section presents the stat blocks for six of the
most prominent demons in the Court of the Deep.
However, a court is nothing without its subjects,
and there are bound to be other demons roaming
the planes, all thirsting for souls.

To add soul rules to an existing demon, such as
a balor or vrock, first use the Soul Dice table to

calculate the demon’s initial soul count and increase
its challenge rating by 1. Then give the demon two
or three additional abilities it can use by burning

those souls, such as the following:

Abyssal Shield (Costs 1+ Souls). As a bonus
action, the demon can burn any number of souls
and increase its AC by an amount equal to the
number of souls burnt for 1 minute.

Soul Rend (Costs 1-5 Souls). When the demon
makes a successful attack against a creature, it
can burn up to 5 souls and deal an extra 14 (4d6)
damage for each soul burnt.

Hungering Strike (Costs 1+ Souls). When the
demon makes an attack roll and misses, it can
burn any number of souls and add a +5 bonus
to the attack roll for each soul burnt, potentially

causing the attack to hit.




GROYLE FLESHENDER

Barely able to form coherent thoughts, Groyle
has souls enough to hate and hungers for more.
A dullard and a brute, Groyle has no capacity for
cruelty—he has not the imagination or patience.
He rends and demolishes his way across the
battlefield, seeking out whichever creature’s soul
shines the brightest, endeavoring to consume
them whole and alive. Their screaming desper-
ation gives their immortal soul a sweetness the
Fleshender can’t resist.

Groyle begins combat by using Goring Charge
to attack a nearby spellcaster and follows it up
with a bite attack, preferring to target and swal-
low a creature with healing spells. The demon
then focuses his attacks on the toughest enemy;,
using Mark of Abhorrence and Soul Rend to
bring down foes quickly.

GROYLE FLESHENDER

Gargantuan fiend (demon), chaotic evil

Armor Class 16 (natural armor)
Hit Points 315 (18d20 + 126)
Souls 5 (2d4)

Speed 25 ft.

STR DEX CON INT WIS CHA
23(+6) 12(+1) 25(:7) 10(0) 10(+0) 12(+1)

Saving Throws Str +11, Con +12

Skills Perception +5

Damage Resistances cold, fire, lightning;
bludgeoning, piercing, and slashing from
nonmagical attacks

Damage Immunities poison

Condition Immunities frightened, paralyzed,
poisoned, stunned

Senses darkvision 120 ft., soulsight 60 ft.,
passive Perception 15

Languages Abyssal, Common

Challenge 13 (10,000 XP) Proficiency Bonus +5
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Goring Charge. If Groyle moves at least 20 feet
straight toward a creature, he can use his bonus
action to make one gore attack targeting that
creature. If the attack hits, the target must make
a DC 20 Strength saving throw. On a failed save,
the target takes an additional 13 (2d12) piercing
damage and is pushed 10 feet away from Groyle
and knocked prone.

Mark of Abhorrence (Costs 2 Souls). As a bonus
action, Groyle chooses one creature he can see
within 60 feet of him and marks it with his vile
hatred. Whenever Groyle uses his Multiattack and
targets the marked creature at least once, he can
make one additional claw attack against the marked
creature as part of the action. In addition, any attack
roll Groyle makes against the marked target scores a
critical hit on a roll of 19 or 20 on the d20.

The mark lasts for 1 minute, or until the target is
reduced to 0 hit points.

Soul Frenzy. As long as Groyle's soul count is 3 or
higher, he has advantage on melee attack rolls against
any creature that doesn't have all its hit points.

Soul Rend (Costs 1-5 Souls). When Groyle makes
a successful attack against a creature, he can burn
up to 5 souls and deal an extra 14 (4d6) damage for
each soul burnt.

ACTIONS

Multiattack. Groyle makes two attacks
with his claws.

Claw. Melee Weapon Attack: +11 to hit, reach 15 ft.
one target. Hit: 13 (2d6 + 6) slashing damage.

Gore. Melee Weapon Attack: +11 to hit, reach 5 ft.,
one target. Hit: 19 (2d12 + 6) piercing damage.

Bite. Melee Weapon Attack: +11 to hit, reach 5 ft.,
one target. Hit: 45 (6d12 + 6) piercing damage, and
the target is swallowed if it is a Huge or smaller crea-
ture. A swallowed creature is blinded and restrained,
it has total cover against attacks and other effects
outside Groyle, and it takes 21 (6d6) acid damage at
the start of each of Groyle's turns. If Groyle takes 30
damage or more on a single turn from the swallowed

creature, he must succeed on a DC 22 Constitution
saving throw at the end of that turn or regurgitate
the creature, which falls prone in a space within 10
feet of him. If Groyle dies, a swallowed creature is no
longer restrained by him and can escape from the
corpse by using 15 feet of movement, exiting prone.

REACTIONS

Spiteful Defense (Costs 1 Soul). When Groyle is
hit by an attack, he can bolster his armor. Until the
start of his next turn, he gains a +5 bonus to his AC,
including against the triggering attack.

VILLAIN ACTIONS

Groyle has three villain actions. He can take each
action once during an encounter after an enemy
creature's turn. He takes villain action 1 during
the first round of combat, villain action 2 during
the second round, and villain action 3 during the
third round.

Villain Action 1: Soul Sense. Groyle locates the
hostile creature with the highest number of hit
points remaining that he can see with his soulsight
and immediately moves up to 60 feet toward it. At
the end of this movement, Groyle can make a gore
attack using Goring Charge if possible.

Villain Action 2: Earthbreaker. With a furious
roar, Groyle slams his massive claws into the earth
and rends it asunder. Each creature within 30 feet
of Groyle must succeed on a DC 20 Dexterity
saving throw or be knocked prone. Additionally,
each creature that failed its saving throw can use
either an action or a bonus action on its next
turn, not both.

Villain Action 3: The End of All Flesh. Hatred
incarnate, boiling and crimson, seeps from Groyle's
wounds. Each creature within 15 feet of Groyle
must make a DC 20 Constitution saving throw,
taking 27 (6d8) psychic damage plus 27 (6d8)
necrotic damage on a failed save, or half as much
damage on a successful one. A creature reduced
to 0 hit points by this action has disadvantage on
its Wisdom saving throw to prevent its soul from
being consumed.
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HARA'ANTAR THE SOULTHIEF

Hara’antar the Blasphemite is the last acolyte of
the Blood Sun cult. Effulgent in her unholy wor-
ship, she intends to complete the bloodshadow rite,

assume the mantle of the High Priest, and start

the cult anew.

The soulthief’s prayers are unique in the Court
of the Deep; with tolling reverence empowering her
hissing orisons, she can fuel her dark spells with the
souls of nearby enemies without needing to con-
sume them first. This makes her a pariah among
the demons; if Hara’antar can tap into the dozens
or hundreds of souls each great demon carries,
what power could she gain?

SO OV OV C O VO OO T OO OO OO OO

HARA'ANTAR THE SOULTHIEF

Medium fiend (demon), chaotic evil

Armor Class 18 (natural armor)
Hit Points 195 (26d8 + 78)
Souls 5 (2d4)

Speed 0 ft., fly 40 ft. (hover)

STR DEX CON INT WIS CHA
14(2) 19(4) 17(3) 22(#6) 15#2) 15(2)

Saving Throws Wis +7, Cha +7

Skills Deception +7, Perception +7, Stealth +9

Damage Resistances cold, fire, lightning;
bludgeoning, piercing, and slashing from
nonmagical attacks

Damage Immunities poison

Condition Immunities charmed,
frightened, poisoned

Senses darkvision 120 ft., soulsight 60 ft.,
passive Perception 17

Languages Abyssal, Common

Challenge 15 (13,000 XP) Proficiency Bonus +5

Abyssal Resistance (Costs 1 Soul). If Hara'an-
tar fails a saving throw, she can choose to
succeed instead.

Blood Pact. The level of Hara'antar's spell slots

is determined by the number of souls she has:
3rd level if Hara'antar has 1 soul, 5th level for 2-4
souls, 6th level for 5-7 souls, and 7th level for 8
or more souls.




Draining Hex (Costs 2 Souls). As a bonus action,
Hara'antar can drain the life from one creature she is
grappling. The target must make a DC 19 Charisma
saving throw, taking 21 (6dé) necrotic damage on a
failed save, or half as much damage on a successful
one. Hara'antar then regains a number of hit points
equal to the damage taken.

Pact Magic. Hara'antar is a spellcaster. She has four
spell slots she can use to cast spells, requiring no
material components; the spell slot's level is depen-
dent on the number of souls Hara'antar currently has
when she expends that spell slot (see Blood Pact).
Hara'antar's spellcasting ability is Intelligence (spell
save DC 19, +11 to hit with spell attacks), and she
regains all expended spell slots when she finishes a
short or long rest. She knows the following spells:
3rd-é6th level (4 slots; see Blood Pact): blight,

circle of death, cloudkill, counterspell,

ray of enfeeblement
Soul Rend (Costs 1-5 Souls). When Hara'antar
makes a successful attack against a creature, she can
burn up to 5 souls and deal an extra 14 (4d6) dam-
age for each soul burnt.

ACTIONS

Multiattack. Hara'antar makes three attacks: one
with her bite and two with her pincers.

Bite. Melee Weapon Attack: +9 to hit, reach 5 ft., one
target. Hit: 17 (3d8 + 4) piercing damage, and the
target is grappled (escape DC 17). Until this grapple
ends, the target is restrained, and Hara'antar can't
bite another target.

Pincers. Melee Weapon Attack: +9 to hit, reach 5 ft.,
one target. Hit: 11 (2d6 + 4) piercing damage plus 14
(4d6) necrotic damage.

REACTIONS

Malediction (Costs 1 Soul). When a creature
Hara'antar can see within 60 feet of her makes

a saving throw, she can utter a vile curse, rolling
1dé and subtracting the number rolled from the
creature’s roll.

VILLAIN ACTIONS

Hara'antar has three villain actions. She can take each
action once during an encounter during an encoun-
ter after an enemy creature’s turn. She takes villain
action 1 during the first round of combat, villain
action 2 during the second round, and villain action 3
during the third round.

Villain Action 1: Rite of the Soulthief. Hara'antar
draws power from the souls of those nearby, using
them to fuel dark magic. Hara'antar increases her
soul count by an amount equal to the number of
souls within 30 feet of her. A sentient creature
counts as 1 soul; if another demon is within 30 feet,
Hara'antar gains a number of souls equal to the
demon's current soul count, and the demon loses
all its souls. For example, if three sentient creatures
and one demon with a soul count of 5 are within
30 feet of Hara'antar when she uses this villain
action, Hara'antar's soul count increases by a total
of 8 souls.

Villain Action 2: Rite of the Crimson Dark. A foul
mass of blood-tinged shadow erupts around
Hara'antar, forming a 15-foot-radius sphere of
magical darkness centered on her. This darkness
spreads around corners and barriers. A creature
with darkvision can't see through this darkness,
and nonmagical light can't illuminate it. The dark-
ness moves with Hara'antar and lasts until Hara'an-
tar uses another villain action. Each creature who
starts its turn in this darkness must make a DC 16
Wisdom saving throw. On a failed save, the crea-
ture must use its movement to exit the darkness’
area of effect.

Villain Action 3: Rite of the Blood Eclipse.
Hara'antar chooses one sentient creature she can
see within 60 feet of her and drains its soul of life.
The creature must immediately make a DC 19 Cha-
risma saving throw. On a failed save, the creature
takes 42 (12dé) psychic damage and is paralyzed.
On a success, the creature takes half as much dam-
age and is not paralyzed. Hara'antar then regains a
number of hit points equal to double the amount
of damage taken.
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ZOR'YAL LIFESWALLOWER

A cloud of blood surges across the battlefield.
Within its crimson deluge is the Lifeswallower. The

b

sanguine torrent cloaks Zor’yal from other demons
soulsight—without this invisibility, Zor’yal is weak.
But do not underestimate this deadly assassin. Her
claws are so potent, anyone caught unawares will
die to their sting.

Zor’yal led the assault on Kham, her demons
warring with the products of the Lords of Kham’s
beast-magic until the codex incabulum was opened
and the demons banished. Zor’yal is less now
than she was, but she remembers. Her insatiable
hunger for revenge against the Mundane World
drives the gory squall that carries her into battle
after battle until she can wreak her vengeance on

the world above.

ZOR'YAL LIFESWALLOWER

Large fiend (demon), chaotic evil

Armor Class 16

Hit Points 199 (21d10 + 84)
Souls 7 (3d4)

Speed 0 ft,, fly 60 ft. (hover)

STR DEX CON
20(+5) 22(+6) 18(+4)

INT
16 (+3)

WIS
18 (+4)

CHA
15 (+2)

Saving Throws Dex +11, Int +8

Skills Investigation +8, Perception +14, Stealth +16

Damage Resistances cold, fire, lightning;
bludgeoning, piercing, and slashing from
nonmagical attacks

Damage Immunities poison

Condition Immunities charmed, frightened,
paralyzed, poisoned, stunned

Senses darkvision 120 ft., soulsight 60 ft.,
passive Perception 24

Languages Abyssal, Common

Challenge 16 (15,000 XP) Proficiency Bonus +5




Abyssal Resistance (Costs 1 Soul). If Zor'yal fails a
saving throw, she can choose to succeed instead.

Lacerate (Costs 1-3 Souls). When Zor'yal takes
the Attack action on her turn, she can burn up to
3 souls and make an additional weapon attack for
each soul burnt.

Sneak Attack (1/Turn). Zor'yal deals an extra 24
(7d6) damage when she hits a target with a weapon
attack and has advantage on the attack roll, or when
the target is within 5 feet of an ally of hers that isn't
incapacitated and Zor'yal doesn't have disadvantage
on the attack roll.

Wounding Mist. As long as Zor'yal's soul count is

2 or higher, she is cloaked by blood-soaked clouds
of mist. The mist extends a distance of 10 feet from
Zor'yal. This area is heavily obscured, and demons
within the mist (including Zor'yal) are hidden and
invisible to soulsight. The mist moves with Zor'yal
and can't be dispelled by any magical or nonmagical
means. Zor'yal can see through the mist.

Wounding Step (Costs 2 Souls). As a bonus action,
Zor'yal can teleport to an unoccupied space she can
see within 90 feet of her. Her teleportation is accom-
panied by a cacophony of screams, and immediately
after she disappears, each creature within 10 feet of
the space she left must make a DC 19 Wisdom saving
throw, taking 16 (3d10) psychic damage on a failed
save, or half as much on a successful one. A creature
who failed the saving throw can't regain hit points
until the start of Zor'yal's next turn.

ACTIONS

Venomous Claw. Melee Weapon Attack: +11 to hit,
reach 10 ft., one target. Hit: 17 (2d10 + 6) piercing
damage plus 13 (2d12) poison damage.

REACTIONS

Weakening Mist (Costs 1 Soul). When Zor'yal is hit
with an attack, she can use her reaction to halve the

attack’s damage against her. If the attack was a critical
hit, it becomes a norm