Kingmaker Variants

NEW EVENT CARDS

Across the table sits the last remaining varlet
between you and the throne of England. That is,
between your Royal heir and the throne of England.
You, of course, will serve in an advisory capacity
only. Little does this scurrilous cad know, but two
months earlier you made a secret compact with
Percy (i.e., you drew his noble card from the Crown
deck a couple of turns ago) to aid in the cause of
your claimant (i.e., you are about to play the card) in
order to crush his faction (i.e., with Percy you've got
a 4 to 1 majority) and triumphantly enter London.

But wait! You have analyzed your plans to the
last detail. Nothing can go wrong. So why is this
pheasant (i.e., English turkey) smirking and
laughing in your face? You just drew a “Treachery”
card from the Event deck and have lost Percy to the
Crown deck. A “Treachery” card? Where did that
come from?

Hear Ye! Hear Ye! Are you tired of seeing the
same old plagues? Does watching your best noble
answer the same Raid and Revolt (don’t those
peasants ever take time out for a meal) provoke a
strong desire to do some raiding and revolting of
your own on the Event deck. Well, your troubles are
over. Now available for the first time is an
alternative. Try stuffing the Event deck with some
new surprises.

Presented herein are new Event cards that you
can add to the Event deck to rejuvenate your KING-
MAKER game. We suggest, however, that you
warn your opponents of these additions before
starting play or you may just find a sudden
escalation of the war to a more modern setting.

The new Event cards are shuffled into the Event
deck and utilized like the others. The number and
type of each new Event card to be used is up to you.
A recommended number of each type has been
included in the description, although it is not a
mandatory figure.

1. Treachery card

The player who draws this card must return one,
two or three Crown cards held in his hand (i.e.,
unplayed cards in hand) to the Crown deck. These
cards are chosen while face down by the player on
the left and are not revealed to anyone. If the player
holds less than the number to be removed, the excess
is ignored.

There are three types of “Treachery” cards; one
listing one Crown card to be removed, one listing
two Crown cards to be removed, and one listing
three Crown cards to be removed. One or two cards
of your choice should be shuffled into the Event
deck at the start of play.

2. Gales at Sea card

When this card is drawn, all ships currently at
sea are sunk, and all nobles and Royal heirs aboard
are lost. The ship cards of the sunk ships are
returned to the Crown deck and their ships removed
from the board. These ships can return to play when
their cards are redrawn.

The ships of the Warden and Admiral are
removed, but the office cards still remain in play.
The ships of these offices can be returned in either of
the two situations:

A. The office is awarded or transferred to a
new faction.

B. A vote in Parliament is taken at the
request of any faction in attendance to resurrect one

or more of the ships. A majority of the votes cast in
the House of Commons permits the ship or ships to
be returned to the port of origin under the control of
the proper office.

All nobles aboard a sunk ship and their awards
are returned to the Crown deck or the Chancery and
the Royal heirs are removed from play. It is
suggested that only one or two of these cards be
placed in the Event deck.

3. Refuge card

Option A: Rather than allow a noble and Royal
heir in the Advanced game unlimited stay in Ireland
and the Continent, permit only the Lieutenant of
Ireland unlimited stay in Ireland. Any noble or
nobles and any accompanying Royal heirs may stay
in Ireland, the Continent or Scotland only if they
play a “Refuge” card. On the “Refuge” card is listed
the number of turns that a noble(s) and Royal
heir(s) may stay in refuge. Once the time of refuge
has expired, the nobles and Royal heirs must either
leave or be lost. Nobles and their awards are
returned to the Crown deck or Chancery and Royal
heirs are removed from play.

When drawn, a “Refuge” card is retained in the
same manner as a “Free Move” card. It can be
traded. It is played just like a “Free Move” card
during the movement portion of the player’s turn.
Any number of nobles and Royal heirs in a faction
may take advantage of the refuge as long as they
move to the same location (i.e., Scotland, Ireland or
the Continent) in the same turn that the “Refuge”
card is played. Additional nobles and Royal heirs
cannot take advantage of the refuge after the turn
that the card is played orif in another location. Only
one group may be in refuge in one place at one time.
Combat cannot occur on the Continent or in
Sctoland. It may occur in Ireland.

There are three types of “Refuge” cards
available; one for three turns, one for five turns and
one for seven turns. Any number of each may be
placed in the Event deck at the players’ discretion.
The number of turns of refuge should be kept secret
and only revealed on the turn that the noble(s) and
Royal heir(s) must leave. A finger or thumb over the
number is sufficient to hide this information. When
the time of refuge is up or when all of the nobles
prematurely leave the refuge, the card is returned to
the discard pile. Nobles in refuge cannot be
summoned to Parliament although they may go
voluntarily. Scotland is considered a port in the
same manner as the Continent and Ireland. Once a
noble leaves refuge, he cannot return until another
“Refuge” card is played.

Option B: Include the islands of Anglesey
(Beaumaris), Wight (Carisbrooke), Man (Douglas)
and the Calais square as places which can only be
occupied with a “Refuge” card. Exceptions would
include unlimited refuge without use of a “Refuge”
card for Stanley in Man, for the Captain of Calais in
the Calais square, for the Treasurer of England in
Anglesey and the noble awarded Carisbrooke for
Wight. Any other noble to enter one of these island
squares would need a “Refuge” card.

Nobles can enter one of the refuge locations
without a “Refuge” card in order to besiege the town
or castle in the square, to attack a force in the square
(not allowed in Scotland or the Continent) or to
capture a Royal heir. They must leave the turn after
the siege, battle or capture has been concluded. A
faction which has successfully besieged a refuge
port, either Calais, Beaumaris, Douglas or Caris-

brooke has free refuge there up to the capacity of
that port (e.g., 200 troops for Carisbrooke, 100
troops for Douglas, etc.) as long as they retain
control of the port. A ship cannot involuntarily
enter a refuge port due to storms at sea unless it is
the only “closest” port, nor can a ship voluntarily
enter a refuge port unless it has enough strength to
successfully besiege it.

If a refuge contains a port and a force in the
open, the port must be successfully besieged before
the force in the open can be attacked.

Permit nobles the ability to cross from the
mainland into Anglesey (Beaumaris) if they start
their turn adjacent to that square (i.e., in the
Caernarvon square). Nobles can cross back from
Anglesey to Caernarvon in the same way.

4. Vacillating Allegiance card

Option A: Any number of these cards may be
placed in the Event deck. The drawer of this card
during the Event Phase immediately loses the use of
one noble for one turn. The noble affected cannot
attack or move in that turn. The noble affected must
be determined randomly. Players may devise any
system to choose the noble. A suggested method
would be to take all of the noble cards of the player
and mix them up. Have another player choose one
of the face down cards to determine the vacillating
noble. The noble cards are then returned to their
awards.

Another system that could be used if there are 6
or less nobles in the faction would be to assign a
number from 1 to 6 to each noble and roll a die

An affected noble aboard a ship prevents the
movement of the ship for that turn (ship is
becalmed).

If the card is drawn while determining the result
of combat, one of the nobles of the weaker of the
two forces involved in the combat must either return
home before the battle or siege or immediately
switch allegiance to the opposing faction. After the
noble is randomly determined, the odds are
readjusted and a die is rolled utilizing the table
below. A noble who is to return home must
immediately be placed on one of his home castle(s),
if friendly, or the closest friendly town, city or castle
if unfriendly. A noble who switches allegiance is
given to the opposing faction with all of his awards.
The noble now operates with and is part of the
opposing faction.

ATTACK ODDS
Majority 5-4 32 2-1 3-1 41
Return Home -6 15 14 13 12 1
Switch Allegiance — 6 56 46 36 26
Combat must continue and after the disposition of
the vacillating noble is determined, a new Event
card is drawn to determine combat. A noble who
switches allegiance may be added into its new
faction’s strength for the combat.

A “Vacillating Allegiance” card is ignored if the
affected faction has only one noble in play during
the Event phase or one noble in combat during the
Combat phase.

Option B: Rather than allow only the stronger
force the benefit of “Vacillating Allegiance” in
combat (Also recalling that Henry VII with a
weaker force defeated Richard III at Bosworth
Field because both Stanley and Percy vacillated),
roll one die and consult the Allegiance Table to
determine which force is affected by the “Vacillating
Allegiance” card.
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