No Quarter Kingdoms: Strategic level campaign supplement
by Matt Lyon

What Is NQ Kingdoms?

NQ Kingdoms takes No Quarter into the realm of strategic gaming. By using NQ Kingdoms and the supplemental campaign rules, players cannot only link battles with evolving armies but actually create scenarios based on an ever evolving global scale. NQ Kingdoms uses hex-maps and simple game mechanics to allow players to raise armies and build empires without any tedious over-thinking or book-keeping. NQ Kingdoms' intended purpose is to enhance NQ by giving players a reason to fight (other than having a good time, of course!)

What You Need To Play

Almost everything you need is included in this document, save dice and people (each of which you will need at least two of). The only additional requirement is either a box of push pins, which will be used to mark territory and possibly place pieces should you choose to mount your map vertically (more on this later) or some coloured paper (construction paper, the cheap stuff) which can be cut up to make territory markers (a hole punch speeds this up immensly). Otherwise, you simply need to print out the Army roster, unit markers, village and city markers and the capitals. Finally, you'll need to generate a map using the Mapmaker utility.

Using The Mapmaker 

Double click on the mapmaker.swf in your files and run the program. You will see a hex-grid to the right and a series of small hexes on the left. The small hexes are buttons, clicking on one will generate the corresponding tile in the centre of the hex-grid. Click and drag the newly created tile to it's desired location. Hold down the "alt" key and click on the tile to rotate it to a facing of your choice. Certain tiles (those where a single terrain type is dominant) do not rotate but rather offer a choice of styles when alt-clicked. 

Arranging Tiles

Tiles come in different sets. Deep ocean (dark blue), Shoreline (light blue), Plains (green), Forest (dark green pattern), Mountain (grey/brown pattern), Desert (beige), River (self-explanitory) and Arctic (White). The placement of the tiles should be fairly obvious. Patterns are designed to intigrate with one another in a logical manner (artic tiles cannot be placed next to desert tiles, for example) and placing them should be fairly intuitive (and fun!). When designing your campaign world, be sure to consider the Capital Tile Race Restrictions (see below) to ensure each player has a legal start point. When you are happy with the arrangement, press the "Print" button in the bottom right corner and adjust settings as desired for print quality. CAUTION: Be certian only to place tiles in full spaces in the grid. If you place tiles along the outside edge of the grid, the map will not print properly.

Map Use

Once you have finished your map, print it out. If possible, print it on cardstock. Otherwise it should be glued to a bristol board backing for added strength. Once finished, run the program again and create additional maps to create your campaign world (2-3 maps per player are recommended). Be sure to keep previously printed maps on hand for comparison to ensure terrain edges match. If possible, get a bulletin board (cork board) and mount the maps on it. This will free up vital gaming space by allowing you to store the map vertically and eliminates the concern of having pieces moved around once the campaign is underway. If a bulletin board is not available, find a seperate sheet(s) of cardboard and mount the maps to it.

Playing NQ Kingdoms

Once you have a game map to your liking, print and cut out the appropriate army counters and structures. Players begin the game by designating a Capital. This will be a tile corresponding to the racial listing below and at least eight tiles from the capital(s) of your opponent(s). Capitals are always built on a tile which is a complete terrain type (ie a tile which is all Plains, all Desert, etc).

Race


Capital Tile

--------


----------------

Human/Koralon

Plains/Arctic

Elf


Plains/Forest

Dwarf/Growler

Plains/Mountain

Orc/Goblin

Mountain/Forest

Dark Dwarf/Demon
Mountain/Desert

Chaos


Mountain/Artic/Desert

Undead


Desert/Plains

Initial Deployment

Once Capitals have been established, each player recieves 5000 points to spend on Army Units. These are standard points as used in regular games of NQ. Players may decide amongst themselves as to the limits placed on each Army Unit but as a general guidline, it should be a minimum of 500 and a maximum of 3000 points. Using the Army Roster provided, note the current value of the Army Unit alongside it's corresponding letter. Each player then chooses a colour of push-pins to designate their territory and inserts one pin into each of the tile surrounding their Capital. Army units are then placed in the hexes immeadiately surrounding the Capital. Up to two Army Units of the same player may occupy one Hex. 

Game On!

Players roll for intiative exactly as per a normal game of NQ. The player who wins the intiative moves one of his Army Units, then his opponent moves one and so on until all units have been moved. As Army Units are moved, the territory they pass over is claimed for their empire. Once an Army Unit has LEFT a hex, place a territory pin in it to show it has been claimed. Although obviously preferable, the colour of the pins need not match the colour of the Army Units. As long as everyone knows what colour pins each player is using, it's all good. 

Each Army Unit may move two hexes per turn, except over "restriced movement" hexes, namely: Rivers, Deep Ocean, Shoreline or any hex which is completely one type of terrain (ie like those chosen as Capitals and the Capitals themselves). These hexes may be entered and left at the cost of the entire Army Unit's move (ie an Army Unit which has moved one hex who's next move would take it into a restricted movement hex must stop where it is and wait til next turn to enter the RM hex). Note that Army Units attempting to enter Capital tiles are likewise restricted UNLESS it is the Capital of the Army Unit in question, in which case it will be familiar territory and movement will be unimpeeded (ie a Chaos Army moving through it's Mountain-based capital is unimpeeded but that same Army attempting to invade a Dwarf Mountain-based Capital is restricted). Unit facing is unimportant.

Combat Type A

If opposing Army Units wind up in the same hex then it's time to get it on! Players should note the respective Army Unit points values and then play a game of NQ using forces based on those values. If desired, the Army Unit's exact composition should be written down for reference and noted in the extra notes section of the Army Roster for that Army Unit (ie write out the army for use in NQ and name it something like "Grimcrag's Horde", then note in the roster next to Army Unit C "see Grimcrag's Horde"). After the game concludes, those who wish to do so may use the supplemental campaign rules to record advances and casualties. Once the outcome is determined, the winner remains in the contested hex and the loser retreats to their Capital (or nearest village or City) to lick their wounds. Obviously, Army Units which are wiped out are... well, wiped out! Recalculate points values based on actual survivors and round off to the nearest hundred points. Note the Army Unit's new value on the Roster.

Combat Type B

Grossly outclassed Army Units may make for occasionally amusing NQ games but usually are more trouble than they're worth to set up. To speed things along, players may simply roll-off to to see how much damage is done. Each Army Unit rolls D5 for every full 500 points it contains (ie 500-900 rolls D5, 1000-1400 rolls 2D5, etc). Multiply the result by 100 and deduct it from the enemy Army Unit's total points value. As above, the winner remains in place, the loser is sent back to the Capital or nearest village/city.

Combat In Occupied Areas

When combat takes place in a hex that contains a village, city or Capital, the inhabitants will usually muster some sort of defence to repel invaders and aid their empire's Army (sometimes out of loyalty, sometimes out of fear). To see how the inhabitants react, roll on the following table:

D5
Village

City

Capital

----
----------

------

----------

1
Flee!
         Barricade
           Barricade

2        Barricade
         Barricade
        Minor Defence

3        Barricade      Minor Defence      Minor Defence

4    Minor Defence   Minor Defence      Major Defence

5    Minor Defence   Major Defence      Major Defence

Result

Description

---------

-----------------

Flee!

The settlement is abandoned and the inhabitants leg it! Defender gets no bonus

Barricade
The inhabitants board up their windows and pray. The defender gains +100 points

Minor Defence
A group of loyalist militia offer their services. The defender gets +500 points

Major Defence
Not on MY watch! Every able bodied citizen grabs a weapon! Defender gets +1000 points

Note that if no Army Unit is present in the hex at the time the enemy invades, the occupants will be left to their own defence. Should this be the case, villages roll D5 for combat, Cities D5x2 and Capitals D10x2 and count as being 500, 1000 and 2000 point Army Units respectively. Unlike Army Units however, a village, city or capital must be wiped out completely or it is not counted as destroyed.

Once a village or city is destroyed, roll a D10. On a roll of 1-5 the village/city remains intact and can be used by the player that captured it. On a roll of 6-10 it has been sacked and is completely useless, remove the counter. In the case of cities, there is a posibility they may remain useful even if badly damaged. On a roll of 6-10 make a further roll. For this second roll, a 1-5 indicates the area is still of use, replace the city with a village. A roll 6-10 on the second roll means it truely has been destroyed. Capitals on the other hand ALWAYS count as destroyed. If a player's Capital is destroyed, the city which is furthest from it and from enemy territory becomes the new capital, switch the counters and discard the city. If no cities remain, then that player is defeated and the game is over.

End Round

When all combat has been resolved, the round is over. Players may now generate income and use it to bolster their territory and recruit new units (and in that order). Points generated and spent are recorded in the income column of the Army Roster. Points costs and generation are as follows:

UNIT

COSTS

GENERATES

-------

-----------

--------------------

Army
       Players Choice
         0

Capital

  Free

D10x200 points

Village
          1000 points
  D5x100 points

City
          2000 points
D10x100 points

Note that villages/Cities built at the end of the CURRENT round cannot be used to generate income until the end of the NEXT round. To build a village or city, a player must simply declare that they are doing so and place the appropriate counter on any hex currently occupied by one of their Army Units that is NOT a restricted movement hex. Villages may be upgraded to cities for 1000 points. Army Units can be recruited in any size up to the agreed minimum/maximum and may be placed in any vacant village or city hex or any hex adjacent to that player's Capital. 

Adding Depth

Although kept intentionally simple and semi-abstract, there's no reason (other than a lack of terrain models) not to take the terrain shown on the map hex where your battle is fought literally and reflect it in your games of NQ. So if the conflict takes place in a forest, trees and foliage will feature heavily in your terrain, if fought in mountains, rocks and hills, etc.. This will not only keep games interesting, it will also inspire you to build more terrain (never a bad thing.... unless you live in a one-room apartment!). You should also feel free to write notes on the actual maps themselves (you printed them, after all!) an so name mountain chains, seas, lakes, forests, etc. "The Battle of Deathgrip Ridge" sounds so much cooler than "that time we fought next to the mountains".....

