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Order of play

Pregame

Determine families
Determine marriages
Distribute cards
Determine Influence
General

Influence and it use.

During Game

Draw Event Cards
includes:

Assassins

Movement and Battle
includes:

Parliament
includes

Anarchy

Plague

Chancellor Summons Parliament
Chancellor Must Summon Parliament
Writs (Messengers)

Rebellions and Revolts

Raids (Option: Royal Foreign Forces)
Storms at Sea

Free Move

Embassies

Movement Control

Battle Control

Piracy

Seaborne Battle and Invasion
The Killing of Captives
Imprisonment

Conditions required

Jurisdiction

Voting and Influence

Judgement on Writs brought

Actionable crimes

Sentencing on crimes - penalties available
Acts of Parliament

Distribution of Chancery (not Church)
Effects on Movement and Battle
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Synods
includes

Conditions required
Jurisdiction
Voting and Influence
Judgement on Accusations brought
Actionable crimes
Sentencing on crimes - penalties available
Making of Bishops and Archbishops

Coronation
Marriage, Dalliance and Procreation
Death through natural causes
includes
Death through aging
Death in childbirth

Draw Crown Pack cards

Appendices
A. Table of Lineage
B. Procedures for using Table of Lineage and Marriage
C. Examples of use of Table of Lineage
D. Family or House Master record sheet
E. Lineage Master record sheet
F. Influence of characters at the start of the Game
G Assassination Table
H. Movement capabilites and segment sequencing
I. Natural Events
s Dalliance, Sexual Congress and Love Marriage Table

VICTORY CRITERION

A) As the game, except that the winner is the player stacked with the King
who has the largest number of troops with him or his family.

B) To be the last surviving Noble House

) To be the last surviving Noble House with a male over 14 years
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PREAMBLE
i) Genesis

A long time ago, in the pages of Gallimaufry (a zine published by the designer of
this variant), appeared an irregular column called 'The Game Design and Development
Forum' and in that some ideas for additions to the game of Kingmaker were discussed. [
had already, in discussions with the game's original designer, Andrew McNeil, obtained
permission to publish a variant incorporating some of the ideas which had been rejected
for the US version of the game, as well as a blanket licence to include such ideas as |
saw fit! Over the years (about six) I have discussed these ideas with a number of
different people (their names appear in the Acknowledgements) and gradually a rather
large variant has evolved.

The principal addition has been to add a personal element to the game, so that
players can identify more with the progress of their party and pieces. This adds a new
dimension to the game and, in some senses, makes it more of a role-playing game than a
board game.

I do not, however, think that the end result is necessarily playable. (It is, for
example, extremely unlikely that it will ever be played postally in Gallimaufry - for
which fact, many apologies to Mike Taylor.) That remains to be tried, by someone with
more fortitude and space available in their zine. At the time of publication, the rules
relating to battle and siege have been tried and tested, as have 'personalised' Nobles.

However, as intimated above, cut-down versions of the variant may well be
playable and this will be the subject of future discussion in the pages of Gallimaufry.

ii) Kings (Acknowledgements)

With any game or variant, rather like a piece of music, whether the writer or
composer realises it or not, borrowings from the ideas of others are almost inevitable.
The first debt of thanks goes to Andrew McNeil, who designed the game. Not only for
the game itself, but also for the hours spent in his study discussing what the game was
about and how to improve it. He was very patient with a strident and rather different
point of view (reflected in some sections of these rules). Thanks are also due to Charles
Vasey, whose needle-sharp brain and knowledge of the period contributed much to my
own understanding of the rules. Invidious as it is to pick out further names, certain
people (name the guilty men!) ought to be mentioned: Dave Clarke, Edwin Godfrey, Will
Haven, Roger Kitchener, Phil Murphy and Colin Walsh, all of whom contributed in some
fashion to either my understanding of the game or to these present rules.

iii) Introduction

This is a very complex game for four to ten players. Be warned, do not attempt
to play this game unless you have a great deal of commitment, a ream of paper, the
original game and aeons of time, not to say a large does of insanity. If you're actually
going to run this be post, then think again, unless you have nothing better to do with at
least seven hours a month, come deadline time. If the designer's programming skills
ever improve to the requisite stage, then some of the procedures in the rules will be
published in computer program form.

iv) Layout and Organisation

As mentioned above, these rules are more likely to be adopted piecemeal rather
than wholesale and as such the rules have been written in conversational style, rather
than the more usual sectionalised presentation.






