Warrior Upgrades
Every time the warriors kill a hostile monster that their side did not summon, put its coin into a pile. This pile is shared by all warriors.
Three basic rules apply to this pile:
1) All warrior players must agree to an expenditure;
2) You cannot spend what you do not yet have; and
3) No change is given or made: you must use coins from the pile.
If a die comes up bad for you, sacrifice one coin from the pile to reroll it. The coin may be of any value.
If a warrior is killed, sacrifice the most valuable coin in the pile to keep them in play without losing an upgrade. If the warrior was killed at TN 6, their status is merely downgraded to killed and you must then spend the next most valuable coin to keep them in play.
You can also spend money to upgrade a warrior permanently:
· To get one more melee attack, spend eleven cents times the maximum number of attacks you can now make in one turn.
· To get one more ranged attack, spend thirteen cents times the maximum number of attacks you can now make in one turn.
· To get one more magic attack, spend nineteen cents times the maximum number of attacks you can now make in one turn.
· To require the enemy to hit you one more time before you are down for a fight, spend twenty-three cents times the number of successful attacks the enemy currently has to land on you in one fight to kill you.
· To gain one permanent monster ally, spend twice its worth plus fifteen (e.g., 17 cents for a penny or 35 for a dime). A monster ally is lost when it, not a warrior, is killed.
You can, of course, begin the game already with some upgrades.
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Dice Warriors!
A quick and dirty squad-level fantasy combat game that uses dice to represent the heroic warriors and coins for the mooks and monsters. No grid, no minis, minimal bookkeeping required. The rules are not meant to cover everything, so do as you will where no rule applies.

What You Need
· At least one player
· A good amount of small change (nothing higher than a quarter)
· As many different-looking dice (d6) as you have warriors in the party (ideally you should have at least three)
· At least one more die, which doesn't have to be unique
· A play area to represent the battlefield, preferably littered with obstacles and elevation changes between two and six inches
How To Play
Setup

Get some coins. You should probably not start with more than two monsters for each warrior. Increase challenge from there as needed. 
(The way these rules are written assume that you're pitting warriors against monsters; adjust the rules accordingly if you're not.)
Roll two dice and take the difference to determine how to place units:
· 0: Slight advantage to the warriors.
· 1: Warriors and monsters on fairly even ground, with no obvious source of advantage to either side.
· 2-3: Slight advantage to the monsters.
· 4+: Warriors in the worst possible position given available monsters and terrain.
Scramble monster coins and roll warrior dice. Place.
Rounds

One side moves and attacks, other side moves and attacks, repeat until only one side is standing. Actions can be in any order; assume perfect communication between all allies.
Initiative

Roll one die for the monsters and compare to the highest warrior die.
· If one die exceeds the other, the side with the high die goes first.
· If both dice come up equal:
· Reroll the monster die until the tie is broken.
· Set all warrior dice to 1 and all monster coins to tails.
· Have the side that ended up with the high die go first.
Initiative only applies to the first turn. Afterwards, just go back and forth between the sides.
Movement and TN in General

This game measures distances in digits, counting total distance travelled in all dimensions. Hands are sometimes also used, and equal four digits. Measure from the center of each unit.

Any unit can move two hands per turn unless specified otherwise.
A unit may move before and after attacking.
A unit's Target Number (TN) is the number you need to roll equal to or under to successfully attack that unit.
Movement and TN for Warriors

When a warrior round begins, set all warrior dice to 1.
TN is measured in tempi. A warrior's TN equals the sum of tempi gained by attacks or movements. Warrior TNs cannot end up below 1 or above 6: if a warrior exceeds six tempi (e.g., through multiple attacks), the difference is lost and the warrior's TN becomes 6.
· Gain one tempo for each hand moved, rounded down.
· Gain for each kind of attack: Melee 1, Ranged 2, Magic 3.
Once moved and attacked, set warriors' dice to their respective TNs.
Movement and TN for Monsters

When a monster round begins, set all monster coins to tails.
Flip: to set a monster to heads. Flipped monsters have a TN of 6. 
A monster flips if it move more than one hand.
Roll against flipping: A monster must make an extra roll with a ranged attack. If the extra roll equals or is under the monster's own TN, flip the monster. Casting magic also calls for such a roll.
Unflipped monster TNs: Penny 4, Nickel 3, Dime 2, Quarter 1.
Monster Specials: Pennies never flip for ranged attacks. Nickels never flip because of movement. All dimes can cast magic; special dimes never flip on casting a spell. Quarters only ever flip if successfully attacked, and get two melee attacks per turn.
Attacking

Any unit can attack once per turn unless specified otherwise.
A unit with more attacks must use the same kind of attack (melee, ranged, or magic) throughout its turn.
· Melee attacks can reach units up to two digits away.
· Ranged attacks can reach units up to two hands away. For each hand beyond this (round up), add one to the attack roll's result.
· Magic attacks act like ranged, except they affect all units within three digits of the target spot. Roll separately for each unit affected. Only warriors and monsters represented by dimes or special coins (including foreign currency) can use magic.
Magic Special: Instead of an attack, you can use magic to set a warrior's TN to 1 (2 if that warrior uses magic this round), set a monster to tails, or summon a penny monster to your aid.
Complication: Blocking
To pass through a unit's melee range without its consent, a moving unit must roll against the other's TN as if to attack. If the result is over the TN, the unit stops moving for the turn. If not, the unit can approach or pass the blocker. Blocking one's own attacker only works up to one digit away. If an attack crosses another unit's melee range, that other unit can take the attack in the intended target's stead. A blocked magical attack radiates from the blocker's position.
Complication: No straight line of attack
If a shooter does not have LOS with a target but common sense suggests the shot is possible, add 2 to the attack roll's result. If the target is a flipped monster, add 3 instead.
Kills

Roll once for each attack. If result (with any needed adjustments) equals target TN, target is flipped or set to 6 unless target player wants target to be killed. If under target TN, target is killed. Killed units are  immediately removed from the fight.
Every time a warrior is killed, they lose one upgrade if they have any. If a warrior is killed at TN 6, they lose all upgrades.
Please send any comments to Matt (verdantdregs@shaw.ca).


Thanks for playing!











