VIKING RAID RULES
OBJECT:

· To gain the most coins in the allotted time!!

Minimum number of players =3

Figures should be 15mm or 25/28mm.  You also need two packs of Playing cards.

One ruler (12”),  Suitable figures, Animals (Cow, Sheep, Pig, Chicken etc), one D6.
One direction dice One D10  One D20. Buildings for your settlements.
Take the Jokers from the second set and add to the first set 54 cards in total.

Sort these into the four suites:  Diamonds, Clubs, Spades  and Hearts.

Value of cards:

	Joker
	Ace
	2
	3
	4
	5
	6
	7
	8
	9
	10
	Jack
	Queen
	King

	0
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12
	13


Place the four packs face down (Remember which pile is which!!)

Diamonds =  Wealth (value in coins)

Clubs         =  Movement in inches

Spades       =  Attack value (+Modifiers)

Hearts        =  Defence value (+Modifiers)

The game uses small coins to keep record: 1ps are ideal plus a central pot to contain them in
If your leader(or son of) / other warrior is in base to base contact with your settlement then the attacker must first fight to capture it.
If you capture a settlement deal yourself two cards from the Diamond deck and take that number of coins. This can only be done once for each settlement in the game
.The leader (or son of) can recapture a settlement but will not get any coins for recapturing it!!. The leader is always in charge until killed then it moves to Son of Leader. There is never 2 leaders only 1 that makes decisions.
It is up to the player how to deal with the Animals Villagers, Warriors and Leader.
You can only buy a villager when you buy farm animals. You may not have extra or spare villager. If you have no farm animals you have no villagers(or Warriors)
Using your Wealth!!
Remember: If you buy Warriors or Villagers you must pay for their loyalty for that day.

If you buy more warriors or villagers  you must pay for their loyalty for the day even if it is partially completed.
Each 1 coin worth of Farm Animal  keeps a villager ,Warrior in food per 10 or 12 turns however if any of your Farm Animals are lost the equivalent in Warriors are also lost. (for each 1coin of farm animal keeps a warrior/villager on the battlefield)

 I.E.  you have 3 chickens and 2 ducks  1 Villager  and 6 Warriors .However the plague hits and your chickens die.  So 3 of your Warriors are taken off the battlefield wherever they are situated. This does not apply to your Leader  and Son of  Leader.(Uncle or next in line to the settlement) they do not need feeding.
To buy (cost in coins) for one day
One leader costs zero  
One son of leader costs zero
One warrior costs one coin for loyalty  and one coin for food
One villager costs one coin for loyalty and one coin for  food
To buy (cost in coins)
One war pony costs 6 coins
1 Warrior can only have 2 weapons.

Archer can only have extra a dagger or sword
Javelin can only have 1 javelin and a sword or dagger or  2 javelins

Weapons
Spear costs 2 coins.               
Sword costs 1 coin.

Shield costs  1  coin.                                             
Axe cost 1 coin                                                      
Long axe costs 2 coins.                                        
Bow costs 2 coins.                                                
Quiver (24 arrows) costs 2 coins.                            
Helmet costs 1 coin.                                             
Javelin costs 2 coins. Can have up to 2             
Chain mail costs 2 coins.                                     
Dagger coasts 1 coin.                                          
Animals
One Duck costs 1 coin.

One Goose costs 1 coin.

One Chicken costs  1coin.

One Goat costs  2 coins

One Pig costs 2 coins.

One Sheep cost  3 coins

One Cow costs 4 coins
Animals do not need coins to feed or maintain
Sequence of Play:

Each leader throws the D6 to determine who goes first on each day  Then clockwise round the table.  Each move is equivalent to one hour.
Throw  1xD6  1,2,3,4  =  Spring/Autumn   5,6  =  Summer
The days are split into hours of daylight:     Spring/Autumn 10 hours long. = 10 turns

                                                                          Summer      12 hours long =  12 turns
Each settlement leader can, in their turn, Communicate, Loan, Fire, Bargain, Sell,  Attack,  Build Move, Make alliances and buy. If you buy new warriors then these must start from your settlement or from a settlement you have captured.  If you have no settlement then you cannot buy warriors, villagers or animals until you capture or recapture a settlement(see Optional Rules)
Game Starts: Shuffle the Diamond Pack
You start with a total of 30 coins plus an additiional 2 cards from the Diamond Pack  add these totals together  and this gives your total wealth at the start of the game.  Each player places his settlement on the table. You must buy weapons and armour for your Leader, Son of Leader. You must buy Animals and a villager for your settlement  Animals must be tended so one Villager can mind up to five animals. Any untended animals will wander off and be removed from the table. You must buy Warriors , weapons and armour depending on how many coins are left.
Each turn,  ( 10 or 12)   each player:  
Shuffles the Diamond Pack (14 cards) and take one card.

The value of the card in coins is your extra coins this turn
You cannot take a Diamond Card if your settlement has been captured (see optional rules)
Shuffles the Clubs Pack (14 cards) and take one card
The card value is the maximum move  (in inches) for all your figures in this move.  There are no reductions for crossing soft or hard cover.  Mounted warriors travel double distance.  i.e 6 of Clubs + 6” for foot,  12” for mounted. You may move all or nothing of your movement.
Shuffles the Spades and Hearts Packs (14 cards each)

If a villager is contacted by a Warrior (base to base) then he must surrender or is killed.   If a Warrior or Leader contact (base to base) then the attacker draws a Spade from the deck and the defender draws a Heart from the deck.

Spades are the attack value         Hearts are the defence value.

You can  fight once per turn (i.e. in your own turn)

Modifiers:   Attack/Defence  add to the card that is drawn:

+ 1 for  Helmet, Shield, Axe, Dagger,Sword
             moved more than 6” to attack, behind Soft cover.

+2 for Chain Mail, Spear or Long Axe, behind Hard Cover
Archers and javelin fight with sword or dagger in base to base

The most a Warrior can have in attack value is +6  (7 if moved over 6” inches)   example  +1  for Helmet , +2 Chain Mail   +1Shield   +2 Long axe.  +1 sword (The sword is discounted because he is using 2 hands for the long axe as would if he was with a Spear. He can still have his sword just in case his long axe is broken.   You cannot  have +2 weapons together. You can have +1 weapons in each hand but the shield is slung on your back giving only attack value of +5 Remember you can only have 2 weapons per warrior.
To kill a difference of 4 or more is required, if less than four either continue during defenders turn or the defender can choose to run away to fight again!!
Example of Hand to Hand combat: 
One Viking (no armour, with a sword) attacks after moving 4” into contact.

The defender is a Viking with (Chain Mail, Helmet, Sword and Shield) in the open.
The attacker draws the eight of Spades, the defender draws the two of Hearts.

The attacker has 8 + 1 for the sword for a total of 9.

The defender has 2 = 1 (shield) +1 (Helmet) +1 (Sword)+2(Chain Mail)                   

                                                                                                    for a total of 7
The difference is less than 4 so the combat can continue.
A  joker in Spades means that the attacking warrior breaks his weapon (lets hope you have bought him 2 weapons)

A joker in Hearts means that  the defending warriors weapon breaks.

You do not add a weapon coin value to your War Chest if a weapon is broken.

If both warriors have no weapons left both warriors are removed from the battlefield unless they are in base to base contact with a friendly warrior who can provide a weapon.
 If you do not have a weapon and are not in contact with any enemy or friendly warrior you must return to your nearest warrior or settlement and either buy a weapon or get a weapon from a friendly warrior.
If you have made an alliance with another leader you can, if in base contact, stab him in the back. This is only done if you have a Dagger weapon. Method: Draw one Spade card.  No additions.  A difference of 8 is required to kill. If the assassination bid fails the attacker can plead for his life or can be killed at no cost.
Note: Whoever kills a leader and also Son of Leader  controls the victims settlement.
If you take control of the victims settlement.  However your wealth must pay for the Villagers, Warriors loyalty or they will desert.(if still in the settlement) As soon as you take control you must pay to the central pot a coin for each warrior and villager.  Any you do not pay for , leave the game..  You can choose which warriors or villagers can stay and rest will be removed from the table. The farm animals do not need to be paid for and will not be removed so long as there enough villagers to tend to them.
 A Leader or Son of Leader can desert their settlement with their warriors, villagers and farm animals (see optional rules  Flags and Standards)
The victor in a Warrior to Warrior fight gets the Losers weapon coin value and adds this paper total to his War Chest total  Every warrior must retain at least one weapon.  If a Warrior ends up with no weapons in combat he must surrender to his opponent It is then his choice whether to kill him (taken off the battlefield immediately  or give him one of his two weapons and serve under him (remember the victor must pay a coin for his loyalty and there must be a extra animal from his own settlement to feed him or he will be taken off the battlefield)
War Pony

Warriors dismount and mount at no extra cost in movement and always fight dismounted.  War Ponies have no attack value and if their mount is killed they will be taken over immediately by the victor even if it is by a archer or javelin.
Warriors 

Warriors can kill Farm Animals They have no defence value and a difference of 4  would kill the farm animal Use the combat procedure.Remember if you control your opponents farm animals he has no Warriors
Firing at enemies:
Similar procedure to hand to hand fighting:  Spades for attack, Hearts for defence

Bow range 0” - 18”   Javelin Range 0” – 6”

Method:  Only applies on foot  cannot fire from War Pony
Attacker:  Draw one card from Spades deck    add +1 for bow +2 for javelin

Defender: Draw one card from Hearts deck add +1 Helmet, +2 Chain mail, +1Shield, +1Soft Cover+2 Hard Cover
Difference of 4 or more kills, otherwise a miss.
Example:  Bowman draws 10 of spades + 1 for Bow =11

                  Defender draws 4 of Hearts +1 Shield +1 Helmet = 6
                                       Difference is 11 – 6 = 5 so defender is killed.
Achers can move and fire once or can  not move and fire twice (can be different targets). Archers can also kill villagers, farm animals and war ponies by bow firing.

This may result in animals fleeing if a villager is killed if no other villagers tending the animals. 
A joker in Spades  means that the bow breaks  or the javelin snaps.
Remember 1 villager tends up to 5 animals.

Javelin can  move and fire once or can not move and fire twice (can be different targets). Javelin can kill villagers farm animals and war ponies by javelin. 
This may result in animals fleeing if a villager is killed if no other villagers tending the animals.
War Pony/Farm Animals
Warriors dismount and mount at no extra cost in movement  and always fight dismounted .  War ponies have no attack value and if their mount is killed will be taken over by the victor immediately.

If you fire at  a War Pony or Farm Animals  go through firing procedure    so a difference of 4 and it is killed a War Pony or Farm Animals have no defence value
If it is mounted throw 1D6     1,2,3,4 the warrior is ok   5.6 and the warrior is killed. Do not forget to add weapon coin value to paper total of War Chest if warrior is killed
Winners and Losers
See War Chest
Wild Beasts
If the leader (Son of Leader) draws a joker in Clubs (Movement) in his turn then throw one D6.  He can then place a wild animal 10” from another leader’s settlement (His choice of settlement) You may attack Wild Beast  in your turn but have only 1 weapon attack addition .no other additions a difference of  4 or more and the Wild Beast is dead 

Each turn draw a clubs card after each players movement. This is the wild beasts movement then throw a direction dice to see which direction the wild beast will move in. After the wild beasts movement if it is then only 3” away it will attack the nearest figure.
D6 Scores:
1 – 2 

Wild Boar   Draw one Spades card from the deck, victim draws one Hearts card. Difference of 4 and you are badly gored and die!!!

3 - 4 
The wolf   Draw one Spades card from the deck, victim draws one Hearts card. Difference of 5 and you are mauled and die!!!

5 
Bear       Draw one Spades card from the deck, victim draws one Hearts card. Difference of 3 and you are torn apart and die!!!

6

Troll        Draw one Spade card from the deck, victim draws one Hearts card. Difference of 2 and you are torn apart and die!!

Animals use Direction dice to decide direction. If more than one animal on the battlefield they will not attack each other.
If they leave by a table edge they will not return.

Note: There are no modifiers for extra Armour,Weapons or shields!!!

Notes:
Remember to keep some coins back when reaching towards the next day. On a new day you will have to pay for loyalty and food.  That is 2 coins per figure. Warriors and Villagers will start to desert if you do not have enough coins.
PLAGUE
If a leader draws a joker in diamonds in his turn he may choose any other settlement to send the plague too. Throw 1D10 dice.
1, 2   Ducks

3 4    Geese

5 6    Chicken

7       Goats

8       Pigs

9       Sheep

10    Cows    

 If you get the selected Farm animal these will be removed immediately. Warriors may or may not be removed depending on what farm animals are left .A villager may or may not be removed depending on what different farm animals are left and how many.
Optional:

Berserkers

You can turn a Warrior into a Berserker for 1 attack turn when the same card denomination appears in spades and hearts  ie    the attacker draws  a 4 of spades and the defender draws the 4 of hearts(if there is not a difference of 4) this enrages the attacking warrior and he is then allowed to turn over an extra spade card  ie    he turns into a berserker and turns over  the  6 of spades this is a difference of 4 so it is a kill.  All other additions previously ie  +1 helmet  etc are discounted   It will cost 2 coins  to turn over the extra card.
Oracles, Old Soothsayer, Old hag

You can buy a Oracle etc  in your turn to ward off evil spirits. This will cost 10 coins Place the Oracle outside your settlement and throw a 1xD10 the number is the turns that a nominated enemy leader cannot attack your settlement. This only applies to one enemy leader. This can only be done once per day. Oracles cannot be killed. They have no end value in coins
Flags, Standards

It costs 10 coins to buy a standard or flag.

This becomes a focul point for your leader.(Son of Leader) If he has lost his settlement he can buy warriors villagers  farm animals and war ponies and they can appear at his battle standard. If he still has a settlement  troops must still appear from his settlement . If enemy warriors contact base to base unopposed or fight for standard and win it is deemed lost and taken from the battlefield . A leader can buy another Flag Standard but must have only 1 at any one time. Flag Standards have no end value in coins
Tomb

Place a tomb in the middle of the battlefield. If you decide to enter(single figures only) the tomb you will be met by the Dead Viking King.  If you attack or defend you will be on the first turn on -4  second turn -3 third turn -2 fourth turn -1 You will only  attack with 1 weapon and no extra additions. The Dead Viking King has only a sword for attack and no other additions. Immediately after you attack, it will then be the Dead Viking Kings turn to attack your figure. If it is not resolved the melee will continue in your next turn. If you win then throw 5x6d and that is the amount of coins you can add to your treasure chest.(if you have no settlement you still get the coins)
War Chest

This is classed as your coin total in paper value.(the cost of)
Add the  total up in coins of all Farm Animals 
Add the total up in coins of  all War Ponies  
Add the total up in coins of all the Villagers   (1 coin)

Add the total up in coins of all the Warrriors  (1 coin) and their weapons and armour.

Do not add in the total of your leader and son of leader and also their armour and weapons.
Add the total up in coins of all Captured Weapons
Add the total up of all the extra coins not used.
Add +10 coins if you have killed an   opposing   Leader

Add +5 coins if you have killed an  opposing Son of Leader

This final total compare to your opponent and must be greater than his to win the game.
Fortifications (Hard Cover)

It takes 2 warriors 1 turn to build 2inches of field fortifications. This costs 2 coins If warriors are contacted by enemy warriors while building them they are immediately killed. War horses may not pass through field fortifications. If no warriors defending field fortifications (base to base with fortifications )  warriors may pass through unimpeded with no loss of movement.  Wild beasts  farm animals  and villagers may not pass through. If your settlement is surrounded by field fortifications you will still lose farm animals if your villagers and warriors are lost. A fortified entrance cost 10 coins and takes 4 warriors 2 turns to build. Fortifications have no value in coins.
