AMTRISK Additional Rules
for local play in the Barony of 5 Oaks
Resource Markets:  A Land Lord may build as many markets as they desire in any territory they own which contains at least a 5 pt. keep.  They may allow anyone they like to make use of it.
Residence:  Non-Landed players must choose a province in which their character dwells.  A player may only choose a province which includes minimum of a five point keep.  Players may elect to move to another province at the end of any round.  Characters residing in a province are subject to taxation of the Land Lord of the territory.  Barbarians and Scouts are exempt from this rule although they are still subject to taxation by the Monarch.

Trade Routes:  A Land Lord may build a “trade route” which spans his territory for 2T, 2I, 2G, and 2S.  The controlling player of the land in which the trade route is built will decide how and where the trade route will connect with any other trade routes in adjacent lands.  Players may build as many trade routes as they like and can afford.   
Weekly Pay & Employment:  Non-Landed players receive a weekly sum of 5 Gold Pieces per week signed in.  This represents their character performing their trade and making a living for that week.  All Non-Landed characters receive this amount per week unless they enter employment.

A character may take a job from the following list in lieu of receiving their weekly pay.  While these special jobs pay better than the weekly pay option, they do have various draw backs.  All of these effects take place during the Building and Resource Phase.
Brigand:  Choose a Landed Player with a Trade Route running through his/her territory.  During the building and resource phase (#16), any resources gained from the trade route will be handed over to the Brigand.  If multiple Brigands not allied in the same guild choose the same landed players trade route, nothing is gained by either the brigands or the Landed Player as it is assumed the resource cargo has been lost during the inter-brigand conflict.  If a Brigand chooses a Trade Route that is under the protection of Caravan Guards, they stand the risk of being caught and losing out altogether.  (See Caravan Guards)
Caravan Guard:  You may hire yourself out to a Landed Player with a Trade Route running through their territory.  The wage for this service is determined by the Land Lord and the Guard.  A Land Lord may hire as many guards as he/she likes.  The Caravan will only be guarded through the territory paid for.  I.E. if a trade route spans several territories, only those in which the local Land Lord has paid for protection will have Caravan Guards.  Caravan Guarding is lucrative in that they may hire under multiple employers as long as the trade route connects adjacently.  I.E. if a trade route runs through 4 areas, the Caravan Guard may hire under four employers but he may not hire on under the first two areas, skip the third, and then again on the fourth.  The trade route must connect!  
If the Caravan you are guarding is attacked by Brigands, the following happens…

A duel or short class battle is held between all Brigands attacking and all Caravan Guards.  If the Brigands win, they take the caravan’s cargo (the free resource under the trade route rule) as well as loot the Caravan Guards of the wage earned from the Land Lord of the Territory attacked.  They may NOT loot the wages from any previous territory guarded.

If the Caravan Guards win the battle, nothing is gained by the Brigands.  If captured during the battle, the Caravan Guards may hand over the Brigand to the Land Lord for imprisonment in the dungeons should the Land Lord have one.

Guards & Thieves:  You may hire yourself out to any player who owns a building that produces any type of effect, items, or resources.  The wage is determined as per the rules for Caravan Guards.  
You may elect to attempt to steal from any building that produces any type of effect, item, or resource.  This includes “thieving” someone out of the dungeons of a castle.

Any Thieves attempting to steal from a building that has guards will initiate a battle game as described under Caravan Guards.  The only additional note here is that the building must be laid out on the field as with any normal Amt-risk building.  Inside of this building there must be a token or sign representing the “loot” of the building.  If the “thief” can successfully take the token representation from the building and leaves the battlefield boundaries without being caught or killed, they will gain whatever item, resource, or ability that building confers to it’s owner.  In the case of a library, the thief actually steals a magical item from the controlling player.  If there are no magical items, then the thief has wasted his time.
Becoming a Business Owner:  Territories are limited in the number of buildings that they may have within them.  They may have no more than one building per five points of stone in the cities keep/castle.  So a 30 pt. castle maxes out a city at six buildings.  

Non-Landed players who reside within a territory which has met it’s maximum allotment of buildings may ignore this rule and build their own “business” within that “city”.  This includes building of Resource Markets even though they are not limited in number.

 They benefit directly from all resources, items, or effects gained from the building.  They are of course subject to additional taxation from the controlling Land Lord of the city.  A player who cannot pay the tax may be placed into the Dungeons until the building produces enough to pay the tax debt.  A player may not continue to be taxed while in the dungeons.

 A player who owns a building may want to consider hiring other players to watch over their business.  Players who own a business/building, may not take employment as a Brigand, Guard, or Caravan Guard, but they may choose to become a Thief.  
Any business built by a player must be represented on the field during any battle-game exactly the same as the controlling lands player is responsible for doing.  If a land is attacked which includes a player controlled building, and that player is not there for the battle-game, their building is still set up and in play at risk as per normal rules of the battle-game.
Guilds:  Players are free to form any guild and conduct it’s business any way it chooses.  Examples are:

A Thieves Guild.  Any player operating within a city as a thief and not a member of the guild may be in for some trouble.  

Brigands Guild.  Players who often Brigand may form a guild which would allow them to strike the same caravan in mass numbers of the guild.

Library Guild.  Allows members to make use of a players library for magic item creation purposes.  

The possibilities are endless.  Approval of any new guilds must be obtained from the Map Keeper.

