Warlord: Saga of the Storm

Released just last year, this new Collectible Card Game from AEG uses a 20-sided die and the rank-and-file system. It’s easy to learn, fun to play, and strategically challenging.
Anatomy of a Warlord card:

There are three types of Warlord cards: Items, Actions, and Characters. 
The number at the top-left (in the axe) is the melee strike modifier.

The number at the top-right (in the shield) is the armor class.

The number at the bottom-left (in the diamond) is the skill.

The number at the bottom-right (in the blood drop) is the hit points.

The number in the symbol on the left side is the character's level.

The color in the symbol is the character's alignment (white good, black evil)
The symbol on the left side is the class:

Gauntlet = Fighter

Glove = Rogue

Starburst = Cleric

Scroll = Wizard

Oval = classless/special
Spending:

To spend a card, rotate it 90 degrees on the table. This indicates that this card is used up for this turn.

To Play:

Put your starting army on the table, the three level-one characters in front (this is the first rank), and the two level-two characters behind them (rank 2) and then your warlord in the third rank (even though the warlord is fifth level, it goes into the third rank in the starting army). Shuffle your deck.

Each turn:

1. Discard any cards you don't want from your hand.

2. Unspend the cards in your army.

3. Draw cards from your deck until you have 5 in your hand.

4. Roll for initiative to see who goes first.

5. Take turns doing orders.

6. Once all players pass, the turn is ended. Start another turn.

An order can be:

· A melee strike

· Spending a character to move it

· Adding a character to your army from your hand

· Equipping an item

· Playing an appropriate action card

· Using a special ability

· Passing

Melee Strikes:

On your order, you can make a melee strike from your first rank to an enemy first rank. Spend a ready character in your first rank, announce who is being attacked, pause for your opponent to play an action card if they want to, then roll the die. Add your character's attack modifier to the roll, and compare it to the armor class of the defending character. If your number is greater than, or equal to, the defenders armor class, you hit and inflict a wound. A roll of 1 always misses, and a 20 always hits, regardless of modifiers. If the defending character has no more hit points, it dies and goes to the discard pile.

Movement:

You can spend a character to move it either forward or backward one rank. It is legal to do this, even if it will create an illegal rank, though the illegal rank must be immediately fixed.

Adding a character to your army from your hand:

You can use your order to place a character from your hand into your army, in the rank corresponding to the character's level, as long as this doesn't create an illegal rank. If placing the character would create an illegal rank, you cannot play the character at this time. For example, if you want to play a fourth-level character into your starting army, simply place it behind your warlord, into the 4th rank. In order to play a 6th level character, you will need at least 5 ranks in your army. This is the cost for playing powerful characters; you must have a supporting rank structure. (If a character is not the same faction as the warlord, that character has a loyalty penalty, and must be played one rank higher than its level. Mercenaries don’t suffer a loyalty penalty.)

Equipping an item:

You can use your order to equip a character with an item from your hand. Make sure that the item and the character are the same class. To see if you can equip the item, add the character's level to the rank it is in. If this number is greater than, or equal to, the level of the item, you can equip it. To equip the more powerful items, characters often have to move to higher ranks before they can equip them. This is the cost of equipping powerful items; you must have a supporting rank structure.

Playing actions:

Action cards can be played by a character in your army, on your order. Make sure the class symbol matches a character’s class, and that the character is of at least the level of the action. Some actions have the word "react" on them. These can be played when they say they can be played. The action card will say if the character must spend to use the action. All cleric actions are cleric spells, and all wizard actions are wizard spells.

Using a special ability:

Many cards have special abilities. For example, a ranged strike (see below) is a special ability. Some special abilities are "once per turn" and don't spend the character. I like to put a marker on these to remind me of that ability, and I take it off when I've used it that turn.

Ranged strikes:

Cards that have a ranged strike say so in the text at the bottom. For example, "Spend Order: Perform a +2 ranged strike." means that the character must spend, then target a character exactly two ranks away for a +2 strike. Note that items this character has equipped don't affect the ranged strike; a sword isn't much use if the character is shooting an arrow.

Illegal ranks:

Any time a rank has more characters in it than the rank in front of it, that rank is an illegal rank. It must be fixed immediately, by spending a character in the illegal rank and moving it forward one rank. You may also choose a spent character to fall forward to fix the rank, but that character becomes stunned.

Stunning:

A stunned character is rotated another 90 degrees from spent, so that it is upside-down. Stunned characters cannot equip items, use special abilities, or use do orders of any kind. They just sit there. When a turn starts, all stunned characters are rotated to the spent position, and it will be another turn until they are ready. Stunned character can fall forward to fix illegal ranks, and they just stay stunned.

Building a deck:

Minimum 50 cards, no more than 50% of the deck can be the same type of card (character, item, action). No more than 3 of any single card in the deck. You can have multiple unique cards in a deck, but only one can be in your army at any given time.
