V 1.6
Pretenders: A Game of Blood & Death, Hubris & Glory!

Pretenders is a wargame modification for the Contenders game engine.
Pretenders is designed to provide a campaign narrative and roleplaying slant for any wargame. 

Every player takes the role of a great leader: a king, warlord or general - a Pretender to immense power. 
Hunger for supremacy fuels perpetual conflict. Pretenders' ambitions will be realised or thwarted during these clashes. Will your Pretender revel in glory or will hubris bring him crashing down?  

One thing is for certain - the land will never be the same again! 

+++

Setting
Pretenders can be set any time or place, according to your wargame of choice. Pre-existing fantasy or historical settings make great fodder. 

All players should collaborate to choose or build the setting, an evocative backdrop makes the Pretenders' stories more compelling. 

+++

Pretender Genesis 
Each player must strive to answer the following:

Who is your Pretender?
What are his origins? 
What does he look like?
What is his faith? 
How has he become a warlord? 
What is his ambition?

A Pretender is defined by 4 Primary Statistics.
Glory: A measure of the Pretender's achievements, hope and legend. Glory is always tied to an Ambition (Glory replaces Hope). 
Hubris: The dark counter-balance to Glory, the Pretender's ego and vice. Choose one of the hubristic types listed below – each provides a different bonus (Hubris replaces Pain). 
Influence: A measure of the pretender's resources and wealth (Influence replaces Cash).
Renown: The Pretender's reputation. Greater renown will attract more powerful followers (heroes) and increase the spoils of battle (Renown replaces Rep). 

Each primary stat starts at 1, players then have another 2 points to distribute. 

Hubris is capped at Glory + 3. A Hubris gain in excess of this triggers Folly revealed. 

Influence is capped at 12 – there's only so much reach a Pretender has.
Hubristic types:

Pride (+1 Strategy)
Greed/Gluttony (+1 Networks)
Envy (+1 Intelligence)
Wrath (+1 Spirit)
Sloth (+2 Influence if you take no action in a turn)
Lust (+1 Spirit)
Deceit (+1 Intelligence)
Megalomania (+1 Strategy)
Callousness (+1 Networks)

Alongside the 4 primary stats, each Pretender has 4 Battle Traits, which affect the outcome of military actions. 
Strategy: Mastery of tactics and command structures. [points limit, scenario, deployment edge]
Networks: Diplomatic links, allies and pulling strings. [ allies,  special units] 
Intelligence: Knowledge of enemy troops and local terrain. [terrain,  lists,  first turn, attack/defend]
Spirit: Troops, morale, tenacity. [battle length, work, morale]
Each Battle Trait begins at 1, players then have another 6 points to distribute. Remember to add the bonus point for your Hubris.


Each player should also stat up their Pretender for whichever war-game system they are using. Determine points limits mutually. 
In this case it’s any legal character choice for Warhammer, up to 500 points. 
You don't have to use your Pretender in a battle, but there are bonuses for doing so – and risks too! Once fielded, your Pretender must use the same magical items in subsequent battles – unless you pay 2  influence to change his equipment. 


Ambition
Each Pretender begins play with a burning Ambition. Something or someone the Pretender cares deeply about. Ambitions provide hope & Glory (when fuelled by Influence). Determine what the Ambition is and what the Pretender's ultimate goal regarding that ambition is. Conversely, record the pretender's ultimate fear for the Ambition. 

At the close of play if Glory outweighs Hubris then that Pretender's ambition is fully realised. If however, Hubris exceeds Glory then the Pretender's ultimate fear comes to pass. 

Retainers
Each Pretender may employ up to one named follower per point of Renown.

Important characters should be recorded after they make a battlefield appearance. In a similar vein to Pretenders, once fielded a retainer must be subsequently fielded with the same equipment unless you spend a point of Influence.
Named or special characters must be employed as retainers if you want to use them in battle.

Tracking retainers is great fun, they add to the story and develop their own personalities and narratives. 

+++

Playing the Game
Each round, each player gets one scene for his Pretender. Usually you get to choose your Scene, but sometimes it is outside your control – for example if you've been Challenged or your Folly is Revealed.
I've tried various different ways to enforce the turn structure with varying degrees of success… 

I propose that each game round lasts a week in real time,  Monday - Sunday.  During the week players take turns on a first come first served basis. Group email or a dedicated forum that emails all members is the best way of handling this. 

Any player who fails to get his turn in during the week is assumed to be having a Work scene for Influence=Spirit. 
Ideally all battles will be concluded by the Saturday of the week, but there is a grace period of a week for un-played battles. It makes sense to organise a battle time and venue before issuing the Challenge!
+++


Scene types
· Ambition
· Further 
· Fortify 
· Establish

· Work
· Hone 

· Assuage/Folly
· Skulduggery
· Quest (optional)

· Challenge 

· Raid

· Battle



Further Ambition
Summary

The Pretender tries to further his Ambition, attempting to turn Influence into Glory. 

Pretender cards = Influence spent vs cards = Current Glory. 

Win = +1 Glory

Tie or lose with at least 1 Success = +1 Glory +1 Hubris

Lose with zero Successes (red cards) = +1 Hubris

Story

The player sets the scene and describes events up to a critical point. Then the player decides how much Influence he wants to spend on the Ambition this turn. 

System

Pretender's Player draws cards = Influence spent. 

The Forces of Adversity draw cards = Pretender's current Glory. 

Result

If the Pretender gains more successes (red cards) then there is a promising outcome. The Pretender gains a point of Glory and narrates the rest of the scene to reflect this. 

If the Pretender does not gain more successes, but gains at least one or if no-one gets any successes, then the scene has an ambivalent outcome. The Warrior gains a point of Glory  but also a point of Hubris.

If the Pretender gets no successes and Adversity gets at least one success, then the scene goes badly for the Pretender. He gains a point of Hubris but no Glory. Again, he describes the rest of the scene appropriately – taking inspiration from his hubristic type. 


Fortify Ambition
Summary
Take steps to protect a chosen Ambition. 

Story

The player describes how his Pretender has strengthened his Ambition.

System

Spend Influence  =  Glory. 
The Ambition is now Fortified and cannot be destroyed in a Raid.
Establish Ambition
Summary

The Pretender gains a new Ambition. Someone (or something) important has come to his attention.

Story

The Player narrates the scene and introduces the new Ambition to the story. 

System

The Player records this new Ambition, plus his ultimate hope and darkest fear regarding it.

If the new Ambition is now a Pretender's only Ambition (after losing his other in a Raid) then he gains a point of Glory.

Each Pretender can have a maximum of 3 Ambitions. 



Work 
Summary

The Pretender puts his subjects to work to gain more Influence. The more coin the more corrupt the methods...

Win = Get paid

Tie = ½ pay or full pay and +1 Hubris.

Lose (with success) = +1 Hubris, + ½  pay 

Lose with no successes = +1 Hubris

Story

The SP sets the scene as usual, describing what the Pretender's orders are to his minions. Narrate the scene up to a crucial moment in the plan. 

System

The Player chooses how much Influence she wants to gain. 

Player draws cards = Hubris + Spirit. 

The Forces of Adversity draw cards = Influence desired 

Result

If the Pretender gets more successes, the plan goes well. The Pretender gains the full Influence sought.

If the check is tied, then there has been some sort of complication. The Player chooses either: receive half pay (round down) or gain full pay plus a point of Hubris.

If the player loses the check but gets at least one success, then the job has gone badly. The Pretender gets only half pay (round down) and gains a point of Hubris. 

If the Player loses the check without getting a single success, then the scheme has been a disaster! The Pretender gets no pay and gains a point of Hubris.

The player describes the rest of the scene to reflect the result. 


Hone Battle Trait
Summary

The Warrior spends Influence to sharpen his Battle skills. 

Story
The player sets the scene and narrates his Pretender's improvement. 

System
A Pretender may spend wealth equal to his current Trait +1 to improve that Trait by a single point.


Assuage Hubris 
Summary

Take time out from military scheming to consider the bigger picture. Can only be chosen if Hubris exceeds Glory. 


Story

The Player describes what's going on for his Pretender and narrates the entire scene. 

System

The Pretender's Hubris is reduced by a point. One of his Battle Traits also drops by a point, chosen by the player. 



Folly
Summary

If a Pretender's Hubris would exceed his Glory +3 then Hubris does not increase, instead the Pretender's next scene must be a Folly scene.

Story

In a Folly scene, a Pretender's ego causes him to look foolish. The player describes how this comes about.

System

The Pretender must make a decision – does he feel humbled by his actions or does he revel in hubristic glee? 

If he feels humbled then Hubris and Spirit both drop by a point and the scene ends. This will leave him with Hubris equal to Glory +2. 

If he revels in the ego then Hubris increases by a point. The Pretender turns down a dark path, spurning ambition and becoming more of a monster. He can no longer take Assuage scenes and his Hubris can continue to rise without triggering any more Folly scenes.


Skulduggery
Summary
The black arts of deception, sabotage, espionage, assassination and *gasp* politics! Skulduggery enables Pretenders' to cause one another grief without taking to the field.

Story

The Player describes how his Pretender is attempting to victimise his chosen target. 

System

Both Pretenders draw cards equal to their Hubris. The winner gains +1 Renown, loser gains +1 Hubris.  On a tie both gain +1 Renown. The active player gets to describe how things turn out in the fiction.

Quests
Quests are special scenes in which anything can happen... Mechanically,  retainers and Pretenders can change their equipment to anything they are legally allowed for free. That's a bit dry though, what I'd recommend you do with Quest scenes is base a role-playing session around them!


Challenge
Summary

A Pretender challenges another to a Battle! 
Story

After the checks have been concluded, the challenger comes up with a short narrative to set the scene for the upcoming battle. 

System

Both Pretenders now make four opposed checks, one for each Battle Trait respectively. Ties are resolved mutually (or as normal). 
The winner of each check gains advantages based on how many Successes he has over his opponent.

Strategy  

1 Success = Choose points limit

2 Successes =  + Choose Scenario*
3+ Successes = + Choose table edge & deployment order



Networks 

Record the number of individual successes each Pretender gains. A Success may be spent to cancel one of the opponent's. Any Successes remaining may be spent to hire allies or take extra special troop choices (in any combination). 
1 Success =  1 Special moves to Core or Core Ally, neutral or from same alignment (order/destruction)
2 Successes = Special Ally, neutral or from same alignment (order/destruction)
3 Successes = Rare Ally or Allied character, neutral or from same alignment (order/destruction)
You can recruit from opposing alignment but at double the cost. e.g. a unit of squig hoppers [special] joining a wood elf army uses up  4 network successes. 

Army percentages are not affected by Network successes.


Intelligence 
1 Success = Set up terrain

2 Successes = Re-roll First Turn
3+ Successes = Opponent must disclose his list prior to the battle.

Spirit  
Whoever wins gets to set the Battle length (within normal game limits). After the time limit has expired, the Pretender who won the Spirit check can opt to play another turn. 
X Successes = X Leadership (2D6) re-rolls.



After the checks are concluded battle lists are drawn up. The Battle occurs during the challenged Pretender's next scene. The battle is played out using whatever wargame the players have agreed upon.
Bring the Hubris!
Before making the Battle checks, a Pretender can opt to Bring the Hubris. The Pretender's arrogance and supreme self-confidence provide a mighty temporary boost. A Pretender who brings the Hubris must lead the army personally.

When Bringing the Hubris, the Pretender gains +X to all Battle Traits, where X is equal to his Hubris. 

After Bringing the Hubris, a Pretender's Hubris increases by a point. 



Respite. After a Pretender has been challenged, he cannot be challenged again until he has had at least one free scene. 

*Each battle scenario must be accepted by all players involved before being finalised and should reflect the ongoing narrative as much as possible. Common sense is your friend. A list of approved scenarios at the outset of the campaign will prove useful!


Raid
Summary

A Pretender makes a targeted attack against one of his rivals, raiding deep into enemy territory.

Story

After the checks have been concluded, the raider comes up with a short narrative to set the scene for the upcoming assault. 

System

Raids are more aggressive than Challenges, but take time and energy to co-ordinate. The Raider spends 1 Glory, 1 Hubris and 3 Influence. Prepare for Battle as if it were a Challenge. The Raider nominates one of the defender's Ambitions as the target of the Raid. The Pretenders themselves are always available during Raids, whether attacking or defending. 

Spoils - If the Raider wins a Raid Battle then the defender loses their Ambition.  If the Ambition was fortified then the fortification is lost instead. Normal Battle Spoils apply too.

Losing an Ambition means a Pretender loses Glory. If it was his only Ambition then he loses all his Glory. If he had two or more Ambitions then he loses half his Glory (round up). 


Respite. After a Pretender has been raided, he cannot be raided again or challenged until he has had at least one free scene.
Teaming Up – if desired multiple Pretenders can team up to Raid or Challenge a single or multiple opponent’s in a mega battle!


Battle
Battles occur during the challenged Pretender's scene. Two (or in rare cases more) Pretenders face off on the battlefield. Play out the battle as normal. 

Spoils - Glory, Renown and Influence can be won on the field of Battle. 

The victor gains +2 Renown and has the option of reducing Hubris by a point (not below 0 though).  The loser gets +1 Hubris. The loser also gets +1 Renown, unless he had no troops remaining at the end of the battle. 

The winner gains Influence equal to the loser's Renown +1. 
The loser gains Influence equal to half the winner's Renown (round up). Even in defeat lessons are learned! 

If the Battle was drawn then both Pretender's gain +1 Renown, no Glory or Hubris is earned. Both gain Influence equal to the lowest Renown in the battle. 

Any side which 'killed' or routed the enemy Pretender may take an additional  point of Influence off the other! The general was not really slain – he made a miraculous escape of course – but was gravely humbled by the experience.
Whatever the outcome a Pretender always gains at least 1 point of Influence from a battle.

Special Battle Actions
Glorious Return!
During a battle, a Pretender can burn a point of Glory to cheat death! The Pretender returns to life on 1 wound as close as possible to the spot where he died. 

Military Backing
Pretenders can back one another in a Battle. Each Pretender can wager an amount of Influence up to his Renown. This enables a Pretender to aid whomever he is backing, sending up to 50 points of troops per point of Influence. 
The Pretender being sent aid can choose to accept it or reject it – if accepted it will increase the points limit of the game, enabling his opponent to take more troops. Troops sent take up army list slots as normal. 
A Pretender who backs the victor doubles the Influence he wagered. Backing a loser means losing the wager! If the Battle is drawn all wagers are returned.
E.g. Matt is facing Pete in a 2000 point battle. David wagers 2 points of Influence to back Matt. Matt accepts the help and David joins in, he wants to use squigs but there are no special slots left in Matt’s undead army, so David plays with 100 points of goblin spider riders (core). Pete gets 2100 points to spend on his Imperial forces. 

Boons & Banes

If a Pretender is leads a victorious army then he gains a Boon. If a Pretender falls in battle and his army suffers defeat then he gains a bane. 
Pretenders can trade in Boons for bonuses – a single boon for a minor boost, three for a more significant advantage. 
Conversely, a Pretender with a bane may trade it in for a minor flaw – if he is unlucky enough to accrue 3 banes then he acquires a major flaw instead.
These rules are new shiny and open for debate! I propose we deal with Boons and Banes as they arise on a case by case basis. 
Man of the match 
I'd like to implement Boons for retainers and units in some manner too. I propose that after a battle your opponent or a neutral observer nominates one of your units as the best performers. This unit then gains a Boon which it can only use if fielded exactly the same in subsequent games. If they get wiped out then the Boon is lost. If the wargame has experience rules for troops feel free to utilise them. 

+++

Endgame

The struggle cannot go on indefinitely, it must reach a climax! The Endgame is triggered when any Pretender's Renown rises above 10. Pretenders are paired off by Renown for the last battles. If there is an odd number of Pretenders then you can have a three way battle or an alliance. Each Pretender gets one final scene before the last battles. No challenges can be issued during the final Scenes. Raids may be declared but only against the opponent you are facing in the last battle. 

 

The Final Battles
These are played out like regular Battles, except a Pretender also gains +1 Glory for a victory. 


+++

Epilogues

After the dust settles from the final confrontations the sun sets on our Pretenders. The outcome of their tales depends upon the final values for Glory and Hubris. 

If Glory is greater than Hubris then the Pretender ultimately triumphs over the dread forces of adversity! He achieves his Ambitions and his name lives on in legend.

If Glory and Hubris are equal then the epilogue retains an air of ambivalence and uncertainty. The Pretender's ultimate Ambitions are not yet realised. Nor indeed are his darkest fears. Bearing this in mind, this epilogue can end optimistically or bleakly, depending upon the narrator's preference. 

If Hubris exceeds Glory, then the Pretender's tale ends in tragedy – his world crashing down around him. The Pretender's ultimate fears for his Ambitions all come to pass. This is a dark and downbeat ending for the Pretender and as such,  the narrator is encouraged to make it as emotional as possible.  

+++ The End +++

