Valley of Sonnarra Campaign :
So, what is it you ask  ?

Valley of Sonnarra  is a campaign for Dogs of War which goes beyond the standard sort of DOW league and creates a bit more detail and supplies long term objectives to players.

Goal of the Game:

Players try to lead their Warband into the valley, explore, gather riches and accomplish tasks while preventing others from doing the same.

As opposed to a ‘normal’ Dogs of War campaign this one will feature a game map which players will move their forces about on as well as scenarios that are appropriate for the area and forces within it. Try not to think of this simply as a game where the players crush everyone else, but more in the order of an electronic roleplaying game where there are special locations to explore, quests to fulfill and more detail than a simple slug-it-out league.

Game Setup:  

The game will consist of a game master who will administer the game, be responsible for making rulings and deal with all the strategic resolution. Players will be responsible for turning in orders and attempting to resolve battles in a timely manner so the game can progress quickly. A normal turn sequence would have the players turning in an order on a Monday evening, turns being resolved in the next couple of days and returns (and battle notifications) giving the players a week and a few days to resolve battles and get the final results back from the GM. Turn orders are then generated by players again and the cycle begins anew.

Differences from DOW regular play :
Unlike a regular DOW campaign players will need to keep track of where their figures are and what they are doing. There is also a fixed time scale here for each turn (even if it’s not stated) so healing does not occur as quickly as in DOW. 

In the Tactical game (covered later in the rules) there will be scenarios based on the location as well as the standard generic scenarios. And finally, there is a Game Master who will resolve movement and administer special scenarios as well as dealing with special situations that may arise. Be prepared to deal with situations that you might not normally see.

Some of the Secondary Roles do not function in the same manner that they did (see below) and some new ones have been created to deal with campaign considerations.

In addition there are RPG aspects

Sportsmanship

Starting Forces

Each player begins the game with 200 AP of troops, 120 experience and 80 resources to create a warband. Any unused AP (prior to experience being applied) becomes a starting bank of Gold, as well as any unused resources and the recruiting points you would have at the start of the game, negative values are rounded up to 0. 

Starting Gold

After determining the warbands makeup 1d6 is rolled for each figure in the warband, not including creatures. Captain gets a +3 to the roll, Lts get a +2, Sgts a +1. This is the grand total of starting gold the force has. Gold will be gained during missions and through other means. Gold is the standard used after the game to buy items, troops, build things and trade with other players, NPC forces, etc.

Starting Locations

Each player will start along the edge of the mmap in an area. This is the players base camp. Anything may be purchased from this location, but obviously it will have to be moved to other locations to be of use. There is assumed to be a caravan that links this location to other locations held by the player which may be interdicted by having all it’s exits held by other players or by other events. Other notes about this are within the text of the rules.

Strategic Game Play :

Every turn players will issue orders for their forces to regulate their actions in the coming turns.

Possible orders are :

Aid, Ambush, Attack, Escort, Explore, Force March, Fortify, Garrison, Intercept, Move, Pursue, Rest, Scout, Siege, Special, Trade.  The format of these orders is stated below along with their effects.

Movement / Order Requirements :
Having your Captain in the force will assure the orders occur, as well as the Lt. Having a Sgt in the force means there is a small chance the orders will not be carried out as effectively as you wish. Having none of those sort of figures in the force leaves a chance the orders will be carried out as specified. Don’t lose your command staff.

Special Movement Considerations and the Map:
One of the first things players will notice is that the map itself has no grid, hexagons or other marks than the simple location names. A force can be either at a location, outside a location or in transit to a location (from a different location). In order to move to another location you simply state that desire, moving from your current location to the next one in a direct line. The only thing that might be somewhat confusing is the fact you cannot ‘pass’ a location and move to one beyond it without moving past it.

For example, given the following map fragment some of the mechanics can become a bit more clear.

There are 2 players in the area, conveniently called player A and Player B.

Player A has a force that started the turn in the Muddy passes.  Player B has forces at Homlette. In the following turn Player A wants to move into the area. He could choose to move to the Grove of Elesre or the Ruins of Elbe but could not move directly to the Watchtower with going past one of those areas first. Conversely a force moving out of Homlette would have to move to the Watchtower first before moving to either the Ruins or the Grove. 

In order to get to the Pass from Homlette you would have to move to the Watchtower then either to the Ruins or Grove, then to the Pass.  Special considerations are explained in the movement order descriptions as appropriate.

As another example if player A was at the Ruins and moving toward the Watchtower while player B was occupying the Tower and desiring to move to the Ruins they may meet in transit. They would be considered to be ‘In Transit’ until the meeting was resolved.

Finally Player A (who is occupying the Ruins) has a feeling that player B (occupying the Tower) may be moving into the area. Player B decides to try to Ambush him outside the location. This would take place ‘outside’ the Ruins, but for all other effects both forces are at the Ruins location. 

The importance of these distinctions will be explained below with the orders that concern them.
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So, to sum up :
Each location on the map has 2 ‘areas’ the Location itself and the ‘outside’ area which places the force in the wilderlands, but in close proximity to the area. 

There is also a nebulous ‘transit ‘ area between each area and those closest to it.

Movement it done between area and those closest to it, although a force may ‘stop short’ and remain in the Outside area of a location or even the transit area. 

Two forces may be in same transit area and miss each other (it’s a big area). Similarly a force may be in a location and another in the ‘Outside’ area of that location and not be in conflict unless one or the other specifically planned to go attack the other. 

Cavalry may move 2 areas (for example moving from Homletee, the Outside area of the Watchtower (trying to avoid possible enemies at the Watchtower itself) and then on to the Ruins of Elbe.

A force may try to move 1 location farther than normal (by using the Force March order) , but may encounter problems where the troops don’t move as far as they were asked, become fatigued or even ambushed. 

Lastly a force may move 1 farther if it only moves through/into locations it already holds.  

Friendly Territory movement bonus and Force March orders cannot combined.

Orders and Effects :

Aid (conditions, forces)
Forces which have the Aid orders will help a specified other force in the same location under the conditions specified. They cannot do anything else while under the Aid orders. 

Ambush (conditions)

A force may, if at a location, choose to set a fixed ambush for any forces moving into the area. If successful they will have the option to choose to play the ‘Ambush’ scenario in place of a straight up fight if they engage the forces moving into that location. 

A player can choose to Ambush a location itself or ‘outside’ that location so certain actions could not be undertaken within that location (see Attack for more details). Setting an ambush in the location you are at rather than moving to the ‘Outside’ location increases the chance it will work, as does doing it outside a location, in certain terrain types and if you have a Military Advisor in the Ambushing force. 

If a force moving into the area detects an ambush they may be able to negate the effects (causing a regular battle) or even turn the tables on the ambusher (causing a different scenario set up).

A force may choose to exclude specific other forces from the ambush so they may pass freely on, choose to flee if the other force meets certain conditions, or otherwise modify their behavior within reason. The important note is that the more specific your condition the better chance it will have an effect. For example simply saying you won’t spring the ambush if the enemy force is ‘too big’ is subjective. If it outnumbers you or if you estimate it’s AP to be greater than a certain value is far more objective. Also the less conditions you specify the better it is as well.

Attack (location, conditions)
This simply states that a force moving into a location will choose to attack any other force in that location unless a condition is met. If there are defenders the attacker will (generally) get the choice of scenarios to play based on his wishes. 

For most locations this would be a simple matter of pushing the enemy force out of the area by fighting a standard battle.  

For a town (village, hamlet, etc or other inhabited area) there are several choices. Raid , Control, Raze and Pillage. These scenarios are explained in the Scenario section – but needless to say the objectives of the scenario all differ and will effects the strategic situation in different ways.

Escort (specific force)

This order has the force follow another as specified. This allows you to either combine forces to move together, or to coordinate your movement with another player. The escorting force is considered to be ‘outriders’ so they will be the ones first engaged if an engagement begins.

Explore (troops used)

If you wish to have your forces conduct an investigation of the location you are currently in (it takes a full turn) you may choose to do this. If attacked the forces allocated to the search may not be available until later in the game, if at all. 

However, if there is a special scenario or benefit to be gained from the location you are in you will be alerted to this fact. This is the only way you can take advantage of the special location unless some item or game effect states otherwise, even if you’d been told about it prior. You forces have to find the tricks out by themselves.

Force March (see Move)

Fortify (fortification)

This order allows a force (with sufficient figures and gold) to build a fortification at an area. In general the area has to be inhabited, but exceptions will be noted. The fortifications, and their effects are noted below. There must be at least a number of figures (as noted) to start the project. If an Engineer is not present there is a chance work will take longer than expected. Having more figures devoted to the project than required may help speed up construction, or possibly save money on it. The chance to complete a project in a given turn is : (on 2 dice) 

Easy 6+, Simple 7+, Medium 8+, Hard 9+, Difficult 10+

Engineer gives a +2, Quartermaster gives a +1, each subsequent turn after the first gives a +1, each 2 figures over the required number gives a +1 as well.  Being under siege causes a -5 modifier. A ‘2’ automatically fails. Other things (like events) may provide other modifiers, both positive and negative. 

Watchtower – costs x Gold and is easy to build. Requires x figures. This gives a bonus to Pursue orders, Intercepts and Ambushes

Signal Tower – costs x Gold and is easy to build. Requires x figures. This simple platform allows defenders a bonus in reinforcement time between Outside and Location battles. 

Walls – costs x Gold and is easy to build. Requires x figures. May be built multiple times to improve the height and complexity.  Each build creates a 2 cm tall wall around a building the settlement. A gap in the wall must exist equal to the base width of the builder. A gate (which closes the gap) may be built at the same time for x gold. 

Healers Hut –costs x gold and is easy to build. Requires x figures. This creates a building which houses all the supplies, beds and working area for a healer. This will help remove lingering wounds and aid in regular healing for figures in town under a rest order

Alchemist Workshop – costs x gold, takes x figures and is a medium complexity construction. When complete it allows the forces to purchase potions and may generate free potions during a turn.

Alchemist Lab – costs x gold takes x figures and is a difficult structure to build. This allows Dirz forces to create new powerful Clones and help to repair the others. An Alchemical Lab will allow clones and creatures of Dirz to hheal one level as if attended to by a Medic, including the possibility of lingering wounds (oops! Wrong DNA…) It will also allows figures who take a rest action to negate lingering wounds in the same manner.

Treasury – Takes x gold and is medium complexity to build. Requires x figures. A secure spot for your gold. It also gives a minor return here and there (it’s a random event). And because it’s secure – unlike a norm al loot pile which would just be sitting around, it’s behind closed and reinforced doors making it harder to raid.

Barracks – takes x gold and is medium complexity to build. Requires x figures. Provides a place to support a garrison, store their arms and secure prisoners. 

Granary – takes x gold and is medium complexity to build. Requires x figures. Provides a secure location to store foodstuffs and a bonus when resisting Sieges – since you have stored food. How much food ? It’s a roll every turn to see if the food runs out – it’s assumed that the folks around town try to keep it filled while your around.  

Aqueduct – takes x gold and is medium complexity to build. Requires x figures. It does for water what Granary does for food. And since it’s a supply of fresh water beyond an open well it can’t be fouled as easily either.

Mine – takes x gold and x figures to build. This is a difficult structure to build. A Prospector will help to do so, having a surveyed site will aid as well. It will yield an income each turn.

Plantation – is a medium complexity construction and takes x figures x gold to build.  This provides income (like the mine) but to a lesser extent. Cotton may feel nice on the skin, but it doesn’t fell as nice as gold…

Stable – costs x gold and requires x figures. Is a simple construction project. This provides a spot to stable riding and drought animals, protect them from famine, siege, etc. and purchase same said animals as required. An animal lost as a mount from a figure may turn back up here as well. 

Garrison (troops, special location, condition)

This simply indicates that the troops in question are not moving and that they are staying within the stated location to guard it. You may have some of a warband in the ‘Outside’ location and some at the location itself without penalty to the situation. IN this case the ‘Outside’ forces would enter during a later turn, which may be specified by the player or the scenario. The condition may specify an action  based on circumstance. For example a force in the ‘Outside’ location of the village of Homlette may have a condition to fall back to the village if outnumbered. Garrisons are obvious (i.e. they cannot Ambush).

Intercept (conditions)

This order allows a force to move out of a location in order to catch another force either at an Outside location (if the force is at the Location itself) or in transit (if at the outside location). Note however that this makes them more vulnerable to ambushes if the other player has chosen to do so. Like all other orders conditions may be added to stop the force from attacking friends, etc. 

MOVE (location, condition)

This order simply tells the force to move to another location. The intended movement target may be an outside location if the force does not want to make contact with troops inside the location. A force may also purposely stop at the ‘In Transit’ area between locations if so chosen.  Conditions may be used to stop the force short if there are troops already there, for example.

Normal a force may only move to an adjacent territory.

If you are moving within your own controlled locations (see Controlled Territories in the Strategic Rules) you may move two locations. 

Cavalry Movement
Cavalry may plot to move two locations and if it contacts no other forces after it’s first move will continue on to it’s second – barring conditions that would stop it. If desired an all cavalry force may choose to try to bypass a force at the end of it’s first move in order to get to it’s second movement location. If it encounters forces that wish to stop it at the end of it’s first move a roll is made with modifications based on relative speed, terrain and other factors. This will result in the cavalry force either being stopped, progressing onward with penalties or evading the other force. Military Advisor and Tracker are useful secondary roles to either evade or stop cavalry from accomplishing this feat.

Forced March
A warband may be issued a Force March order. It will be successful if used only between locations controlled by the forces. Attempting to Force March into uncontrolled locations may be unsuccessful generally causing the force to simply stop although other penalties may occur if extremes are met.

Bypassing Enemies
Unless the troops at a location have forces in the Outside location or Intercept orders a force may almost automatically choose to bypass them as opposed to coming to contact. There is a small chance they may be stopped regardless although Watchtowers and Signal Towers will modify this as well as the Tracker role in the bypassing force. 

PURSUE (condition)
If a force is in a location and other forces move past them (cavalry or Force marching troops for example) the troops with a Pursue order will attempt to follow them to their ending location, but not engage them. Tracker is useful for this endeavor. If successful the force will be one location area behind them for all purposes (i.e. in the Outside location if the target force moved into an area, inn the Transit area if the ended in the Outside area.) They will not move out of the current location if the target force ends inn the In Transit area of the current location.

REST
Troops with the Rest order simply kick back their feet and do nothing for the turn. This allows them to remove accrued fatigue and if wounded will help their wounds heal. However, they will be at a disadvantage if attacked during the turn – although they will defend themselves. There are no conditions for the REST order.

SCOUT (location)

A force with the Scout order will move into the location specified and look around for signs of the enemy. This will help disarm ambushes and may allow them to ambush the ambushers. This will not act as an EXPLORE order, however it may yield informational results. 
SIEGE (condition, assault condition)
This order applies only to the current location. A force Sieging a  location will attempt to stop forces from entering that area, forces from leaving the area and stop any trade going to and fro. Conditions (like the arrival of a much larger relieving force) can cause the siege to cease. Conditions to assault the location (i.e. attack) may be specified. Like all conditions, the more precise the better.

SPECIAL (condition)

This is a catch all order that takes the place of other orders because of special circumstances. Simply state the desire and any conditions and  it will be dealt with.

TRADE (condition)
If by actions of a your forces you have agreed to trading with other players/inhabitants of a location, you may specify that you are indeed trading with them. Exact items may be specified if required, otherwise generic trade of food, wine, colored rocks, etc. is assumed.

Maximum number of warbands

A player may have any number of total warbands wandering the map as he chooses. Note however, as stated before – that with a Captain or LT will always perform their orders without fail. Those warbands headed by a Sgt or figure with other secondary skills will have a chance of not acting on their orders or doing so in a different manner than intended.

No warband may have more figures than allowed by the standard DOW rules.

Strategic Control

A location is assumed to be in a players control if he was the last one to move forces into that area, there are no other forces contesting this in the same area (i.e. no battle) and other extenuating circumstances have not precluded it. It remains in the players control until something happens to change this.

Strategic Carrying Capacity

A figure may only carry with it effects that it would normally have and 1 other item (sack of grain, barrel, bag of loot, etc.). Some items may be massive enough to require multiple figures transporting it. A force may purchase mules, a cart or wagon for the prices listed below. This will allow the force to carry more items with it, which may become important.

Mules hold x pts of items and cost x gold

Cart : figure pulled hold x items and cost x gold

Cart : drawn holds x items and costs x gold

Wagon hold x pts of items and cost x gold

Special Locations & Scenarios

Some locations may have (as stated above) sublocations which either are special unto themselves or house special scenarios. They may allow the chance to gain an item, a one shot ability or something else. Initially at least the GM will try to administer the special scenarios – although other players may be asked to deal with the situation as well depending on the situation. Please keep this in mind and realize that you might be playing against other players who do not have their own forces at a battle. If you have issues with this, please mention it prior to us starting.

NonPlayer Forces

As noted above there are non-player forces within the scope of the campaign. This can vary from the inhabitants of a town to actual bands of troops carrying out a mission of their own. The actions of these NPC forces are noted ahead of time and are acting on their own agenda unless distributed by the players. I can only stress that these other forces are not going to used to specifically inhibit players who are winning (or losing). They will however gain experience like the player forces. If you think you will have issues with the fact that the guy processing the turn orders may be moving forces which will impact your own please mention it ahead of time and it will be discussed.

Quests

Players may be tasked, by non-player characters, forces or locations to undertake a quest. This quest will be specifically explained and the choice of doing so is purely up to the player. The quest itself may be partially resolved in a role playing manner if the player so chooses. They are entirely open ended. For example, the player may come upon a wounded knight on the road between locations and choose to heed his request to be taken to his fathers castle a few locations down the road. Perhaps the honorable Drune warband takes him to the castle and then demands not the reward for returning him, but to have more of a reward or the castle turned over to them. The situation will be resolved as they occur. A player is IN NO WAY required to participate in any of the quest play aspect of the game.

Recruiting Figures and Buying items

Once the game has started certain figures may not be recruited except at specified areas. Also, certain secondary roles will not be available to purchase unless the figure in question is at a specified area.

Veteran, Elite, Special troops cannot be purchased away from your starting location or at a town. 

Military Advisor, Priest, Lt, Medic, Alchemist, Recruiter, Diplomat, Engineer cannot be purchased away from your starting location or at a town. Dirz non-humanoid creatures (Abberations, Tigers, Pests) may not be recruited except at the starting location or if the player has built a Lab.

A Captain may not be replaced, only promoted.

Needless to say, in might be important to keep your lines back to your starting camp open.

Items from the standard items list may be purchased at any inhabited location, at the starting camp or at locations that are stated as selling items. Magic items and other non-standard items may be purchased at the starting location or other locations that are stated as having these available as well as a location which has a construction which provides it (like a Alchemist workshop can provide purchase of potions).

Extra equipment list and costs needs to be generated.

Alliances and Working Together

Players may choose to ignore the presence of others and may even choose to allocate troops to help the other players’ forces by use of the Aid order. If a location hosting several different forces is attacked the attacker can choose which to attack. Otherwise there is no formal alliances that can be made,, so a force at a location can just as easily take it from the owner if left alone as not. Beware.

Medics, Healing and the Strategic Game 

As stated earlier Medics and Bonesetters don’t work the same as in DOW. 

There is no recovery chart as in the DOW book. Figures that are wounded remain so within the game until natural or aided healing occurs.

A Medic (who is not dead at the end of a fight) will provide the same 50% chance of bringing a figure back from the dead (but not himself).  A Medic will allow each wounded figure to heal one wound level at the end of the game by rolling 2+ for that figure.  This is modified by the Medics wound level, so a Critically wounded medic heals others on a 5+, 4+ for Seriously wounded medic, a 3+ for a lightly wounded Medic. A roll of 1 on a figure fails to be healed and has a lingering wound. Until rested the figure cannot be healed beyond a light wound and has a -1 to all rolls.

A figure who is wounded may spend a turn using the Rest action to attempt to heal. This required a 3+ without a medic in attendance, a 2+ with one there. Lingering wounds may be healed in this manner as well.

Sieges

A force may choose to Siege a location. To do so they must outnumber the enemy in figures and hold the Outside location of that which they are trying to Siege. This will cause the location to be cut off from supply and every turn there is a possibility of the garrison suffering ill effects. This will tend to manifest itself as a chance any hired locals may desert, figures may suffer wounds and fortifications (like a Healers Hut) may run out of supply and become ineffective.

Needs charts

Items 

Within the game there will be several items which players may find, acquire, or obtain. These items will be revealed to players as they are gotten and a card will be given to them to represent the item and effects. Items which are only one use will be returned to the GM if expended. They are obviously only useful within the campaign and are not C3 official. If there are questions about the items they can be directed at the GM. Beware and be warned that these things will exist

Needs item list for GM

Random Events

There will also be random events that may effect locations and the players forces within. None of them will eliminate figures, but may be things from draughts, wandering merchants, rumors and other such information.

Need random event tables

Buying guys & stuff

TACTICAL GAME ISSUES :

Habitats & Tactical considerations

A location will have a predefined map, or in the absence of important features a methodology for setting up terrain.  All Outside and In Transit areas will have a methodology for dealing with terrain as well. The normal DOW rules for climbing, scaling and hurting things apply.  In a non-set board both players will get a piece of terrain they may set anywhere on their side of the board within the standard set up area for their side. The board is divided into 12 zones. The zones are shown below :

	
	
	
	
	
	

	
	
	
	
	
	


The diagonal line shaded areas are the ‘no setup’ areas as shown in standard setup rules. The clear areas in the sides setup area and the grided lines area is the middle no set up area. Players must roll once for each clear sector and the terrain rolled must touch either the rear no set up area or the center no set up area with about a quarter (but no more than half)  of the piece. If that is impossible due to prior terrain placement then it must touch the rear no set up area with the same restrictions. If neither situation is possible then it must be placed as close as possible to one of those 2 situations.

Terrain charts needed

Physical feats – climbing, jumping & swimming

There may be call for figures climbing, jumping and swimming in special scenario areas. Barring equipment (like ropes) then the figure must simply make a roll to succeed. For example, jumping over a chasm (without Leap) may be stated as a difficulty 12 feat which you roll 1d6, add your movement and attempt to equal or exceed the target number. A running start may give you a +1 if a walk is used, +3 if a run action is used to jump. Wound modifiers apply. A 1 always fail and 6 may be rerolled. The same will hold true for climbing (target number, INI+roll with equipment modifiers) and swimming (STR roll, modifier for equipment and excessive load). Failure will be defined (damage from falling, damage from drowning, etc) . 

Mounting and Dismounting

Troops which are normally mounted may become dismounted and subsequently become foot troops. A full list of mounted figures will be included here along with modifications to their statistics and abilities.

	Troop Type
	New MOV
	Notes

	Drune raider
	10
	

	Mounted Thallion
	Thallion ?
	

	Lion Mtd Knight
	7.5 ?
	Loses Lance attack ability Cou drops by 1 ?

	Lion Mtd Standard
	7.5 ?
	Loses Lance attack ability

	Lion Mtd Musician
	7.5 ?
	Loses Lance attack ability


Figures with a mounted and dismounted profile (like the Red Lioness 2nd incarnation) would simply use the cards that define the state she is in. In the case of figures with separate profiles you cannot simply buy them a horse (or warhorse) to create the mounted profile. You would have to pay the AP difference in mounted and dismounted profiles to have access to the mounted one.

Loss of Mounts

As part of the post battle it is possible a mounted figure may lose it’s mount. In this case it becomes the foot profile until a new mount can be obtained. Random events may cause this to occur as well as game events (like a Siege for example).

Tactical turn limits & ending a game

Within the realm of a normal game there is no turn limit unless specified by the scenario. This may lead to some situations which are resolved (burden of the attacker) below. Otherwise the game will go on until one side or the other is eliminated, victory conditions are met or a side declares a loss. If a side declares a loss they simply flee the field and are judged to get away.  Where this may not be to the liking of some folks who would wish to kill the other side to the man it takes into account the desire to provide first aid, track down your own fleeing troops, pick up loot, etc.

Burden of the attacker

Because of the general lack of turn limits the burden of winning falls on the attacker. Which is to say that if the attacker chooses to attack he may then not stand off and wait for the defender to come to him (except for special circumstances). If the defender feels that the attacker is simply stalling he may declare ‘time’ and the game then proceeds three more turns before ending. Military Advisor may attempt to lengthen or shorten this as per the normal rules. If a defender has made this declaration without justification a plea may be made to the GM and possible refinement of the battle results may occur. Needless to say, play all friendly-like.

Dead, dying, loot, prisoners, and ransoms

Post battle whichever force is determined to have won holds the battlefield. If the fight was a draw, this whole section can be ignored.

Any figures of the enemy which are determined to be dead after Medic and/or Priest rolls (if those troops were at the battle and are still alive) belong to the force which won. They may choose to attempt to revive the troops and hold them prisoner as well as taking their stuff. What they are done with in subsequent turns is up to the owner.

Mundane equipment lost by a figure that is recovered becomes gold for the holder, even if the figure is later ransomed or (ahem) otherwised disposed of.

Tactical scenarios

Secondary Roles in the Strategic Game :
Military Advisor : aids in ambushing attempts, extending or ending a game early.

Lt : provides strategic leadership and warband maximum

Sgt : provides strategic leadership and warband size modifier

Quartermaster : Provides bonuses to construction rolls (by providing materials), adds to the capabilities of other producing structures (Alchemist, Plantation, Mine, etc) The DOW additional resources chart is used as well if the Quartermaster was involved in a battle with the ‘Resources’ gained becoming Gold, as long as was not killed during the battle and it was played to conclusion.

Medic : Provides healing help as described in the rules and possibly scenario uses.

Prospector : May survey for mines, locate other special areas for income producing construction and may have use in a scenario setting.

Alchemist : Provides the same effects as in DOW. (2 less gold as opposed to resources) May also have effects in the special scenario settings

Tracker : aids in identifying ambushes, using Pursue orders and may help in special scenarios

Priest : Same effects as in DOW as well as being in the force which suffers the casualties. Obviuosly there may be effects within special scenarios.

Recruiter : This will reduce the asking price of any event or scenario  driven figures which offer themselves to be hired during the game.

Diplomat : Minimum rank :3, Reknown gain : +5, Not cumulative. Costs 15 EP. Gives bonuses when encountering non-player forces and has scenario uses.

Engineer : minimum rank : 2 Reknown Gain : 0, 15 EP. Gives bonuses to construction and possible scenario usefulness.

Animal Handler : Minimum rank : 1 Reknown Gain : 0, 15 EP. Reduces the cost of daft and riding animals by 2 gold, increases the chance to acquire new animals and providing a minimal income from a location with stables.
