Dominion - ancient art of war

Strategy Boardgame of Chess for 2-4 Players

Suitable for ages 9 and above.
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The Game

Dominion is a strategy game for 2-4 players.  The aim of the game is to eliminate all your opponents by removing all the other Emperors competing with you for dominance of the board.  Dominion involves an element of random chance in allowing promotion/demotion of units, the recruitment of new soldiers and the turning of enemy units.

The game also utilizes many different specialized units, which can be combined into various lethal strike combinations or into integrated defensive groups depending on the strategy employed.  The gameboard contains special features such as home territories, defensive lines and strongholds, which can be utilized for different purposes.  The overall flexibility allowed for in the numbers, types and features of the units and terrain gives players the ability to formulate different strategies and tactics, allowing for a highly varied and engrossing game.

This randomness gives the game an unpredictable character and should appeal to a wide range of players.  The overall strategy employed and the tactics used in offence or in defence is only limited by the imagination of the player.

Game Types
2 Player Game - Opposing teams are setup on opposite sides of the board in opposing Territories leaving 2 empty Territories on both sides of the board that can be captured by either side.  Total starting number of Peasants is 9.  Victory is achieved when one team has defeated the other.

3 Player Game - Teams are setup in 3 of the 4 Territories with 1 empty Territory that can be captured.  The team setup in the Territory sandwiched between the other two will have a slight disadvantage in poorer access to resource such as Peasants nearer to the empty Territory.  Total starting number of Peasants is 15.  Victory is achieved when one team has defeated all the other teams.

4 Player Game - Teams are setup around the board in all 4 Territories. Total starting number of Peasants is 21.  Victory is achieved when one team has defeated all the other teams.

4 Player Allied Game - Teams are setup in opposing camps around the board in all 4 Territories with North-South and East-West teams allied with each other.  Total starting number of Peasant is 21.  Victory is achieved in an allied victory with one camp defeating the other.

Supporting Game Pieces

i.) Fate Diviner - 1 three sided pyramid dice.  Each team throws it once at the end of every turn.  When the marked Xs are all facing up, it indicates the time to throw the Divining Sticks.


ii.) Divining Sticks - 6 flatten sticks marked on one side.  Throwing the 6 Divining Sticks and counting the marked sticks determines the Promotion/Demotion of units.  (alternatively use 1 regular six sided dice)


iii.) Territorial Flags (optional) - Each territory has one colored flag each representing 4 different ancient Kingdoms, the Liang, Qi, Chu & Zhao during the Han Dynasty in 195 BC China.  Each flag is displayed at each territory of the same color and is retained by the occupying team who controls 2 of 3 Territorial Strongholds to control the territory.


iv.) Territorial Flag Display Stand (optional) - Each team has one Territorial Flag Display Stand for displaying Territorial Flags owned.


v.) Imperial Seal (optional) - Each team owns an Imperial Seal of the Kingdom, which symbolizes the Emperor’s Mandate of Heaven to rule.  Victorious Emperors will seize the Imperial Seal of eliminated Emperors, showing their growing power and influence.
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Optional Pieces
Optional Pieces

The Units

i.) Emperor
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The Emperor is the single most important unit on the board but is also one of the weakest units.  Old and wise, the Emperor is the heart and soul behind your army.  The elimination of the Emperor from the board will end the game for the player.  Because the Emperor demands absolute loyalty from his closest retainers and from the top ranks of his army, the defeat of the Emperor will also mean total elimination of his entire court right down to the level of the Warriors and Assassins.  Only common soldiers and the lowly Sergeants are spared the slaughter.

Powerful in his own way he can be deadly at closed quarters but nevertheless remains vulnerable to the more powerful units in the field.

The Emperor moves 1 square at a time, in any direction, including diagonally.  The Emperor eliminates enemy units by displacing them from their square.

(similar to the King in Chess)
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ii.) Prince

The Prince is the heir to the throne and is the single most formidable unit on the board.  The Prince can spearhead daring strikes deep into enemy held territory and withdraw quickly due to his flexibility in movement.  Defensively, the Prince can burst in and out of situations to shore-up a defense or help break-up enemy assaults and sieges.  The power of the Prince is often felt immediately in any conflict, and the loss of this unit is usually an extremely great blow to the army.  In the event that the Emperor is eliminated, the Prince may, under the right circumstances ascend the celestial throne and assume command as the new Emperor.

Like the Emperor, the Prince moves in any direction but being younger and bolder, has full range of the board.  The Prince moves multiple squares at a time in any direction including diagonally.  The Prince eliminates enemy units by displacing them from their square at the end of his movement. 

(similar to the Queen in Chess)

iii.) General
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At the start of your campaign, you have one General to lead your army.  Generals together with Admirals form the core of your offensive and defensive power.  The General is a very powerful and dominating unit and in the hands of a masterful strategist, can be used to charge through opposing units leaving destruction in his wake.  The General has the ability to control wide swaths of territory in all four directions around him, allowing you to dominate and control the immediate landscape.  He is one of the most fearsome units under you and strikes terror into the hearts of your enemies every time he makes a move.

The General moves multiple squares at a time in any direction, but is unable to move diagonally due to his focused and straigh-forward approach to warfare.  The General eliminates enemy units by displacing them from the their square at the end of his movement.

(similar to the Rook or Castle in Chess or Chariot in Chinese Chess)

iv.) Admiral
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At the start of your campaign, you have one Admiral to help marshal your forces.  An Admiral holds the same rank as a General and together they compliment each other.  The Admiral is a powerful unit but shows more finesse in his approach.  He is capable of sharp surgical strikes, coming in from unexpected angles to destroy the enemy.  The Admiral does not dominate the landscape the way a General can but his subtle ability to destroy from afar allows him to plug holes in your defensive lines while remaining a threat to the enemy by being able to exploit even the smallest of openings between enemy units.  His power is often felt after he has struck, too late for your enemy to defend against.

The Admiral moves multiple squares at a time in the diagonals, preferring to avoid the brutishly direct approach favored by the General.  The Admiral eliminates enemy units by displacing them from the their square at the end of his movement.

(similar to the Bishop in Chess)

v.) Warrior
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Warriors are highly skilled fighting men, waiting to be discovered from amongst your troops.  There are no Warriors at the start of the game and have to be promoted up through the ranks of your Soldiers.  The Warrior is a special horse mounted unit that can leap over the heads of other units to achieve its goals.  A Warrior can spearhead your attack deep into enemy territory or help anchor your defense during an enemy assault.  Warriors also work well in teams, with each Warrior protecting the next in line allowing for deep penetrations that help peel open a defensive line.  Coupled with the Assassin, the Warrior strikes terror into the hearts of your enemy.

The Warrior moves by jumping 3x2 squares in an L shape, therefore able to circumvent fixed defenses.  The Warrior eliminates enemy units by displacing them at the end of his movement.

(similar to the Knight in Chess or the Horse in Chinese Chess)

vi.) Assassin
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Assassins, like the Warriors are soldiers with unique abilities.  There are no Assassins at the start of the game and need to be promoted up through the ranks.  The Assassin specializes in surprise attacks, jumping in from unexpected places to strike deep at your enemies.  Because of this ability, they can be used to effectively tie down enemy resources and hamper enemy troop movements or to be used for direct surgical strikes to eliminate powerful and troublesome enemy units.  When Assassins are paired together, they can be exceptionally deadly, wiping out enemy troops with their paired versatility.

The Assassin moves multiple squares at a time in any direction except diagonally.  This is similar to the movements of the General but unlike the General, the Assassin strikes its opponents, bursting out from behind another unit to surprise and destroy.  The Assassin eliminates enemy units by leaping over one other unit (friendly or enemy) in between them and displacing the enemy unit at the end of his jump.

(similar to the Cannon in Chinese Chess)

vii.) Sergeant
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Sergeants are the backbone of the army.  They lead your Soldiers into battle and are instrumental in maintaining discipline and small unit cohesion within the lower ranks.  However, your army at the start of the game is a loose rabble of poorly trained soldiers.  There are no Sergeants at the start of the game and need to be quickly promoted from within your ranks of Soldiers from those who show promise as leaders of troops.

The Sergeant moves 1 or 2 squares at a time in any direction, except in the diagonal direction where he moves 1 square at a time.  This movement allows him to form a tight defensive diamond in which he can rally the troops around his position as well as to be the defensive anchor for a unit of soldiers.  Being the team leaders in your army, the Sergeant can move into the squares occupied by your Soldiers by interchanging his position with that of the Soldier.  The Sergeant eliminates enemy units by moving 1 step diagonally to displace them.

viii.) Soldier
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Soldiers form the bulk of your army.  They are recruited and trained from the common peasants.  Soldiers are best used in tight defensive groups, although a smart tactician would see ways of using them offensively as well.  Together with their Sergeants, they maintain the lines of defense for your territories as well as help form siege lines when assaulting your enemy strongholds.  Singly the Soldier is the only army unit weaker than the Emperor.  At the start of the game, you have 7 Soldiers in your army.  Expect to recruit more Soldiers from the local peasantry in the surrounding neutral Territories.

The Soldier moves 1 square at a time in any direction except in the diagonal direction.  However, on your defensive lines within your territories, trenches and battlements constructed allow him to move along the lines, moving 1 square at a time diagonally.  They may interchange positions with Sergeants when a Sergeant moves into his position.  The Soldier eliminates enemy units by moving 1 step diagonally to displace them.

(similar to the Foot Soldier in Chinese Chess after they cross the river or the Pawn in Chess)

ix.) Peasant
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Peasants are the common people who live and work the land.  During times of crisis, they can be recruited into your army by convincing them to join your cause.  All sides in the conflict will court peasants from the Neutral Territories and the most successful recruiter will be able to field the largest army.

The Peasant duty is to work the land and therefore does not move but instead remains immobile in a single square.  The Peasant is unarmed and therefore cannot fight and eliminate other units but can be eliminated by army units.

Sometimes when the Fate Diviner determines it, new Peasants may appear within the circle in the centre of the board, new immigrants attracted by the bountiful lands of the neutral territories.  These Peasants may be courted and recruited by any army, fresh meat for the grinder.

x.) Recruited Peasant

Recruited Peasants are Peasants who have been newly recruited by your army and are now under your control.  However, they are unarmed and cannot be used to fight.  They can become Soldiers only by going into your Territories to be armed.  Recruited Peasants move in any direction except in the diagonal directions.  Because they are unarmed they remain targets for elimination or can still be recruited by army units of the opposing teams.

xi.) Free-Agent Peasant

Enemy Soldiers and Sergeants who belong to an Emperor who has been eliminated are spared execution and become “free-agents”, reverting back to becoming Peasants, dropping their weapons where they stand.  They were the Lower Ranks of the defeated army, formerly recruited from the normal Peasantry and revert back to Peasants, swearing allegiance to no one, preferring to work the land unless recruited again.  These free-agent Peasants are therefore ripe for recruitment into your army but will have to return to your Territories to be refitted and rearmed with your own weapons.  Free-Agent Peasants are the same as Peasants and are immobile, remaining where they were when their Emperor was eliminated.  They are also unarmed and cannot eliminate other units but can be eliminated by army units.

Upper Rank units cannot become Free-Agent Peasants.

Starting Play

The units are arranged onto the board, and then the team to start the game is chosen with the Divining Sticks.  Each team will in turn throw the Divining Sticks once and the team with the highest number shown will start the game.  As a start, each player can select two soldiers for promotion to Sergeants.  Every army after all, needs sergeants to keep the troops in line!  Choose wisely, the right man in the right place can mean the difference between a good disciplined army or a undisciplined rabble.

Turns are then taken clock-wise from the starting team.  Teams move by selecting a single unit to move on the board.  Any unit can be chosen provided the movement rules of the unit are followed and the square where movement is intended is not occupied by another unit of your own team.  Play is continued with each team taking a turn until the end of the game.

Building an Army
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i.) Recruiting Peasants

The first step to building an army is to recruit as many Peasants as possible as Soldiers.  Peasants are recruited by having two army units (any unit) straddle the Peasant on both sides.  The Peasant will then be convinced to join your cause and should then be moved back to your territories for training and arming.

They become Soldiers upon reaching your territories, having been armed and ready for your commands.  This active recruitment program will eventually swell your lower ranks, and the more Peasants you convince to join you, the less there are left available for other armies to take in.
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ii.) Peasant-in-contest

A Peasant when simultaneously recruited by two or more opposing teams becomes a “Peasant-in-contest” where neither team is able to convert him into a Soldier as he remains unconvinced and is confused by the competing recruitment pitches.

This stalemate is unresolved until the competing recruiting teams are reduced to just one or when the Peasant is killed.

iii.) Promoting/Demoting and Training Soldiers for more specialized roles

Soldiers form the body of the army but you will need more specialized units such as Sergeants, Warriors and Assassins to compliment your other troops.  You will also need to add more firepower to your growing arsenal by training and promoting new Generals and Admirals, or even a Prince if you no longer have one.  This can only be done through promoting and training capable and worthy Soldiers upward through the ranks.

At the end of every turn, teams must throw the Fate Diviner.  If the Fate Diviner indicates that you can throw the Divining Sticks, teams are given a chance to Promote or to Demote units in their army.  Play must stop while the Divining Sticks are thrown and a unit is promoted/demoted.  Only after the promotion/demotion has been made will play continue to the next team’s turn.  The Divining Sticks will determine the following shown in Table 1.

1 – Demote one Upper Rank unit

2 – Demote one Lower Rank unit

3 – Add a new Peasant to the board centre

4 – No Change

5 – Promote one Lower Rank unit

6 – Promote one Upper Rank unit

Table 1 - Events Determined by the Divining Sticks
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Promotions reflect good performance and reward those worthy of praise as they have shown themselves capable in the battlefield and have been identified as leaders.  In this way, a common soldier can rise to become the next Emperor through a continuous string of promotions to become a Prince and then subsequently taking over overall command when his Emperor is eliminated.

Demotions are punishment for bad performance and reflect your intolerance towards failure in the battlefield where every square gained is a hard fought gain towards your goal of total dominance over your rivals.  Inept units of the Upper Rank can be demoted all the way to lowly soldiers through demotions.
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Divining Sticks also determine if and when new Peasants will enter and settle in the neutral territories.  The team that draws this fate can place a new free Peasant on any available “Peasant Start Point” within the centre circle of the board.  This Peasant will be open for any team to recruit.

In the event that no free “Peasant Start Points” are available for placement, any free square within the circle will suffice.  The team which draws the peasant placement has a slight advantage of being able to place the new Peasant in the most advantageous position possible for recruitment, normally closest to home territory.

iv.) Rules Governing Promotions and Demotions

In line with your strict army regulations and regime, the following rules govern promotions and demotions.

1. Only units stationed within your own Territories or in Neutral Territories at the time of promotion/demotion can be promoted/demoted.  This is because reshuffling of units currently engaged in battle in enemy Territories will be disastrous.

If no units are available within your own Territories or in Neutral Territory for Promotion/Demotion, then you forfeit that right and play goes on with the next team taking their turn.

2. The Emperor and Peasants cannot be promoted or demoted.  They represent the very top and the very bottom of society respectively.

3. Soldiers cannot be demoted.  Soldiers are the lowest ranking unit in the army.  They cannot be demoted any further than their current position.

In the event that all units have been demoted to Soldiers, no further demotions can be made in the army.  After all you already have a very incompetent army and anything else can only be an improvement.
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4. The Prince has only one chance of being promoted to Emperor.  If your Emperor is eliminated, in your next turn, you are allowed to make one throw of your Fate Diviner.  If Fate is on your side and you are allowed to throw the Divining Sticks, and the Divining Sticks indicates that you can promote a unit from the Upper Ranks, your Prince must then assume the role of Emperor to ensure the succession and continuance of your dynasty.  You are then allowed to make one last move of your Prince, allowing him to retreat to assume the role of Emperor.  You will have to wait till the next round to move your other units because the change of command throws your army into temporary confusion while your new Emperor consolidates his power.

If however, you do not have a Prince when your Emperor is eliminated, your dynasty is ended without an heir and your dream of dominance stops here.

5. Promotions cannot exceed the number of positions allowed.  If a promotion is required but all positions are filled to capacity, no further promotions can be made and play moves on to the next team’s turn.  After all, if all positions are filled you already have a superior army.  You don’t need anymore help.  (See Table 2)

6. Demotions cannot exceed the number of positions allowed.  If a demotion is required but all positions are filled to capacity, the demotion must still be made but a unit demoted down to the next available vacancy, possibly reaching the level of demotion down to Soldier.  Eg. If all Upper Ranks are filled and you are required to demote an Upper Rank unit but all Sergeant positions are filled, then an Upper Rank unit must be demoted to the next available level, to Soldier.  (See Table 2)

7. Promotion/Demotion of units are made upward/downward to the next corresponding level.

Emperor
Max. 1
Upper Rank

Army Units

|



Prince
Max. 1


|



General <
> Admiral
Max. 2 each


|



Warrior <
> Assassin
Max. 4 (any combination of)


|

Lower Rank

Army Units

Sergeant
Max. 3


|



Soldier
No limit


Peasant

/ Free-Agent Peasants
N/A
Non-combatant

Table 2 – Unit Rankings and Maximum Numbers

8. Promotion across Ranks from Lower Rank to Upper Rank or Demotion from Upper Rank to Lower Rank is allowed.

9. You are free to select either one where Promotion or Demotion results in a choice of either General or Admiral.

10. You are free to select either one where Promotion or Demotion results in a choice of either Warrior or Assassin.

Capturing and Turning Enemy Units

Enemy units of the Lower Ranks are not as loyal to their Emperor compared to those of the Upper Ranks.  When they are captured, they will switch allegiance to serve your army in order to avoid being executed.

Enemy Sergeants and Soldiers, when they are completely isolated and surrounded by any 8 of your units occupying all 8 of the possible squares around the unit, will be captured and join your army as a Soldier.  This new Soldier can be used immediately from where they were captured.
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Units in the Upper Ranks cannot be turned.  They have been thoroughly indoctrinated and are grateful for the training and trust placed in them by their Emperor, and therefore remain loyal to the Emperor to the death.  Surrounding such a unit has no effect on the unit as they would continue to fight, preferring to die for their cause over the inglorious shame of capture.

This tactic of capturing and turning an enemy unit into one of your Soldiers is fairly difficult to achieve, but where successful can be of great use to weaken and to open gaps in an enemy’s defence turning their own troops against them.

Conversely, the loss of a unit of your army through capture to the enemy is a highly demoralizing prospect, especially the capture of a unit that is critical to your plans or is holding a strategic position.  As such, Soldiers or Sergeants in danger of being surrounded should be “rescued” to avoid losing them together with the ground they hold.

Territorial Expansion

[image: image20.jpg]The Prince may asaume the morile of
commnd ugon the loss of the
Emperor. He ascends the
Cdedfol Throre as fhe

e Emperor o corie

the Imperidl Dyrodly.





Every Territory has three strategic strong points or strongholds deep in the heartland well defended by built-up defensive lines.  At the start of the game, your army occupies one of four Territories as a home base, with all three strongholds occupied by your army units.  As long as you control a minimum of 2 out of the 3 strongholds, the Territory is under your control and your Soldiers can use the defensive lines to move diagonally and Peasants you recruit can be moved back into the Territory for arming to become Soldiers.

Always maintain army units (any unit) on top of the strongholds, or the Territory will slip from your control.  It would be foolish to lose control of your home base or other Territories simply because you forgot to maintain troops to guard the strongholds.  Similarly, you can take control of enemy Territories or unoccupied Territories, by seizing control of minimally 2 of the 3 Territorial strongholds.  The Territorial Flag is passed to the victor.

Take advantage of foolish teams who forget to man their strongholds and hence lay open the way for a foreign take over of their Territories.  The more territories you hold, the more area you have for Recruited Peasants to return to for training and arming.  The territories also allow the use of the defensive lines which, when used properly, can greatly augment your army’s capabilities and help secure your grip on the lands.
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Choosing the Right Strategy
There are many different strategies that teams can employ.  The different unit combinations possible allows for creative offensive and defensive capabilities.  Each army unit has it’s own particular strengths and weaknesses, and an expert strategist would make use of the various abilities of all his units to bolster each other’s strengths and to cover for each other’s weaknesses.  The right mix of units can make a significant difference in the battlefield while a poor combination would doom the army to extinction by more superior forces.

However, because of the possibilities for variation in the units, different teams would try to assemble and field their best combinations in accordance with their overall strategic objectives.  No two armies would therefore be identical either in unit mix or in total number of troops and teams must be prepared to adapt quickly using different tactics or strategies to suit.  Sometimes a superior army formation in one battle can be negated and rendered ineffective by the use of new tactics employed in another battle. 
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The astute team would watch and observe their enemies while each team races to recruit, promote and build their armies.  By watching the formation of the enemy army, fairly accurate deductions can be made of the possible strategies your own army will soon be facing in the field.  With minor adjustments and good planning, advantages can be installed to counter the probable threat, and would hold you in good stead the next time your army is called to battle.

Eliminating Opposing Teams

An opposing team is considered out of the game when the Emperor is eliminated and the team’s Prince is unable to assume command.  The defeated Emperor’s army is disbanded.  Upper Ranks are executed as they will not be loyal to another Emperor.  Lower Ranks however, will become “free-agents”, reverting to Peasants and remaining where they stand.  Territories belonging to the eliminated team become neutral territories, worked on by the newly free-agent peasants until conquered again by another Emperor.

If there were no more Emperors on the board except yours, you would have free reign to dominate all the Territories, making the whole board your complete Dominion.

Ending Play

Play is ended when all other Emperors of the other teams have been eliminated and one team has sole dominion over the whole board with only one Emperor left on the board.

Credits & Copyright

Dominion was conceptualized and designed in August 2003.  All game plays and gameboard design and concepts remain the sole copyright of the Author and may not be copied, used or sold for commercial purposes without his expressed permission.

This game is allowed for personal home use only and must be used in its entirety.  By using and playing the game, the user assumes all responsibilities for its use and acknowledges the copyright of the Author for its development, conceptualization and design.

Thank you and Enjoy the Dominion – Ancient Art of War
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