Clash of Kings

3 vs 3  play-by-email

· Make sure you are familiar with the rules! (duh)
· Game of Thrones

· 

 HYPERLINK "http://www.fantasyflightgames.com/PDF/clashofkingsrules.pdf" 

Clash of Kings

· Latest FAQ
· any other rule clarifications in tricky situations will be in accordance with the accepted rules as discussed here and here. Some house card interpretations have been clarified in the cok_pbem_cards excel file. As a last resort, any disputes in rule interpretation will be submitted in those forums for resolution. Most of those tricky situations are covered there somewhere, and usually relate to house card text abilities.
· Clash of Kings options we will be using:

· Ports

· Fortifications

· Siege engines

· Common one time orders

· Unique one-time orders

· The new Clash of Kings house cards 

· The following house rules will also be implemented:

· Baratheon & Greyjoy both start with 3 footmen and 2 ships. All the other houses start with 2 footmen, 1 knight and 1 ship as per usual. This way, all houses start with the same muster points on the board.
· Baratheon & Martell swap their starting positions on the King’s Court Track. This is required for the balance of Baratheon’s starting position now that he has 1 less point in strength (a footman instead of a knight). Greyjoy has sufficient resources available to not require further adjustment.

· Stark, Lannister, Tyrell & Martell get a permanent +1 bonus on all battles that occur in their home territories. The “home territory” is the territory which has the printed house shield on the board.
· Greyjoy & Baratheon get a permanent +1 bonus on all battles that occur in their home sea area, viz. Ironman’s Bay for Greyjoy & Shipbreaker Bay for Baratheon. Their island home territories do not get a +1 bonus.

· Higher strengths for Neutral Territories (7 for The Eyrie and 6 for Kings Landing – making them consistent with the +1 defense bonus for home territories)

· Note that we will not be using the modified deck rigging for Westeros Deck I. 

· Houses
· One player Per House
· Map updates

· Whenever an action requires an update to the map, a new map will be emailed with the Turn and an incremented number, eg. cok_pbem_map_0100.jpg will be the base map before we start, then the next version showing orders will be cok_pbem_map_0101.jpg etc. At the start of Turn 2, the map will be called cok_pbem_map_0200.jpg etc 

· Emailing moves:

· All moves and Order Placement must be email to Third Party for Master Board Change

· Placing orders:

· First, one-time orders must be placed. This is a separate phase to placing normal orders.

· Any one-time orders will need to be described in an email to Third Party
· One-time orders are placed in order of play. 

· The map will be adjusted to now show the hidden one-time orders and emailed.

· All of your houses’ normal orders can then be described all at once in an email to the 3rd party.
· Once they have received all of the orders from all houses, they (3rd Party) will forward all of them on to the Master Controller and the map will be adjusted, showing all the revealed one-time and normal orders. Then emailed onto individual players.
· Order resolution

It is very important to stay with the Iron Throne order. You will receive all maps as changed

· Mistakes

· Placing too many star orders – if the other player notices before the first star order of that house is resolved, then the other player may remove any of the offending house’s star orders PLUS any other order of that house (including one-time, star or normal orders). Hopefully, this will make damn sure that this never happens.
· If a One-time order is illegally played (eg. a third “Recruit” order), then that order is removed PLUS all other orders of that house.
· If an order is played in an area where it is not allowed (eg. a Consolidate Power order in a sea area), then that order is removed from the board and cannot be replaced. If the order is a One-time order, that order is forfeited and cannot be played again. 
· If an order is placed which is not allowed under a Westeros Deck III condition - eg. placing a Consolidate Power order when Feast for Crows (Consolidate Power orders may not be played during the Planning Phase) is in effect – then that order is removed from the board and cannot be replaced. If the order is a One-time order, that order is forfeited and is removed from the game.
· If a house card is played that is not permitted (ie. a used house card), his opponent will instead select a house card of his choice from that player’s hand and the battle outcome determined using that card.

· Any mistakes made during resolution of orders must be noted & fixed before the next order or phase is commenced – otherwise the play stands.

Exception: violating supply – as soon as it is noted that troops have exceeded supply limits, that player must immediately remove sufficient appropriate troops to bring him back to within his allowable supply level.

· If a mistake is made with the map, it’ll need to be fixed up and play backtracked as required. Any actions after a mapping mistake that affects outcomes will be void. It’s in everybody’s interests to check the map when you get it to make sure it is correct.

· Westeros Decks

· The Westeros decks card selector (cok_pbem_westeros_card_selector.xls) will be used in Excel. 
· Ports
· Under no circumstances can ships of 2 different houses co-exist within any area, including a Port.
· During those phases of the game where Power Tokens are received (Game of Thrones Deck II Westeros card & resolution of Consolidate Power orders), then friendly ships in adjacent sea areas must be from the same house to receive Power.
· Siege engines & fortifications

· Note that siege engines are only effective in attacking castles, strongholds & fortifications, where they add +4 to basic combat strength. In attacking all other areas, siege engines add 0 to basic combat strength.

· Note that when a player chooses to place a fortification in an area, he forfeits any power that he would otherwise have received. eg. a player has placed a Consolidate Power token on Kings Landing, which has 2 printed crown symbols. He may either a) collect 3 Power or b) build 1 fortification. He cannot build a fortification and also receive Power.
