


    “Ah, Vilitum! Of my discoveries in the strange land that is Camria, this has been my most treasured! An 
elegant game of strategy and wit. A game of kings and peasants alike. The only thing more interesting 
than the game is the history itself. You see, when the dwarves first arrived on Camria’s shores, they 
were unable to handle the intense magic in the air. Prolonged exposure caused an ailment that came to 
be known as “Skymaddness”. This drove the early colonists underground. Life underground was nothing 
new to the dwarven people and they quickly grew their tiny colonies into a sprawling kingdom! Like any 
great empire, conflicts were inevitable. This is where we get the earliest beginnings of Vilitum.
 
    The dwarven race has an unfortunately low birth rate and wars can devastate the population. King 
Gnorius the Magnificent was the first to push the idea of settling conflicts non-violently. Now, Gnorius 
was a skilled negotiator, a real smooth talker. He developed an early version of Vilitum and pushed it as 
a show of skill and strategy and leadership. He would play the game with clan leaders, barons, business 
men, and just about everyone that he would speak to whil discussing conflicts throughout the kingdom. 
Before long, Vilitum became deeply intertwined with dwarven politics. Wars amongst the dwarves became 
increasingly rare as more and more conflicts began to be resolved with games of Vilitum! As silly as this 
sounds, this likely saved the dwarven civilization of Camria.
 
    A few decades later and Vilitum had spread to the deepest reaches of Dwarven society on Camria. What 
was once a game of Kings was now being played by children. In every tavern and inn, a Vilitum board 
could be found, rarely vacant. Eventually, the dwarves of Camria adjusted to the magic of this land. This 
allowed them to greatly expand their trade. No longer were they limited to waiting for the traders to 
come down to them. Now they could take their wares straight to the largest trade hubs of Camria, no 
middle man needed.
 
    As the dwarven traders began to settle across Camria, they of course brought Vilitum along. As the 
passersby marveled over the beautiful weapons, jewelry and other wares, they couldn’t help but take 
notice of the strange game that always seemed to be set up at the shops and stands. It wasn’t long before 
Vilitum boards became a best seller and spread all across Camria! Just as it did throughout the dwarven 
kingdom, Vilitum boards became a common sight in homes, taverns, inns, and even brothels. I dare to say 
Vilitum is quite certainly the most popular game in Camria. I picked one up for myself and plan to bring 
it with me as I continue my travels! Perhaps Vilitum will continue to spread. Only time will tell.”

-Hanzi Wolf, “Exploring the New World: A Scholar’s Guide to Camria.”



vilitum

eT UP
First, decide whether you will be playing on the 5x5 or 7x7 board. Then decide the starting player.
Players now begin taking turns placing their pieces, 1 at time, on the row of the board closest to them on opposite sides. You may place 
any piece on any space in your back row. When playing on the 7x7 board, you will have 2 unused spaces. Once all of the pieces have been 
placed, you are ready to begin.

GameplaY
On your turn, select one piece with which to move and/or attack. You can move and attack in any order. You may not move twice or 
attack twice. You must take an action on your turn. You cannot pass your turn.

You may move your piece through spaces containing your own pieces. You may not move through your opponent’s pieces. all pieces except 
the wizard only move in one direction. They may not switch directions during movement.

When attacking, you may attack any 1 piece within your range. Your “line of sight” is not blocked by other pieces. When you attack a 
piece, place a damage ring on to the target. If the damage rings reach the top of the podium, the piece is defeated and removed from the 
board.

You cannot end your turn in a repeat state. A repeat state happens if the board now looks identical to the end of your last turn. You 
must make an action that changes the board in some way from your last turn.

ENd game
The game ends when you have defeated all of your opponent’s pieces, or your opponent resigns. It is possible to have remaining pieces 
that cannot defeat each other. This ends the game in a draw.
 

THe Piece

Warrior
hp 5
Movement:           Attack:
1 Space orthogonally (5x5 board)    1 Space in any direction (7x7 board)  1 space orthogonally

Special:
The warrior’s attack deals 2 damage, except when attacking the other warrior.

rogue
hp 3
Movement:      attack:
any number of spaces in any 1 direction   1 space orthogonally

Special:
When attacking, if the target piece is flanked on the opposite side by another of your pieces, deal 2 damage.

Wizard
hp 3
Movement:      attack:
Moves in an l shape     2 spaces orthogonally
1 space horzontally & 2 spaces vertically   1 space diagonally
or
1 space vertically & 2 spaces horizontally   may not attack orthogonally adjacent spaces

Special:
May move through your opponent’s pieces.
May forgo movement to swap places with any of your other pieces on the board.

Archer
hp 3
Movement:      attack:
       2 spaces orthogonally
any number of spaces diagonally    1 space diagonally

       may not attack orthogonally adjacent spaces

Special:
May forgo movement to increase your attack range by 1. (3 spaces orthogonally, or 2 spaces diagonally)

Cleric
hp 4
Movement:      heal:
       2 spaces orthogonally
any number of spaces orthogonally   1 space diagonally

       heal 1 point of damage on any ally within range

Special:
May forgo movement for a second heal action.
As a free action, at the start of your turn, you may sacrifice your cleric to return 1 of your defeated pieces to the board. It returns to 
the same space the cleric was on with up to 3 HP. You must continue your turn with the returned piece.

begINNer rule
This version is recommended for first-time players. this allows players to get a feel for the different movement and attack mechanics 
before adding in advanced features. 
-use the 5x5 side of the board
-do not use the specials for any piece except for the cleric’s sacrifice ability
-the warrior moves 1 space in any direction (like on the 7x7 board)

RegioNal Rule

“Over the years, many different rules have come and gone. Some, like the larger board and special abilities, have withstood the test of 
time and become fairly commonplace amongst most players. Others… well there is a reason you don’t see “All Rogues” Vilitum being 
played at the local tavern.”    
-Ventrix, “The History of Vilitum”

We’ve gathered here a variety of popular, optional rules from across the land of Camria. Feel free to mix & match these rules as you 
please to keep your Vilitum experience fresh!

Agile Warrior – On the 5x5 board, you may ignore the warrior’s special ability for the entire game. If so, they may move as though they 
were on the 7x7 board. 1 space in any direction.

Black Cleric – The cleric may take 1 damage to deal 1 damage to an enemy within its heal range.

Blood Lust – When a player has only 1 piece left on the board, on their turn, they may either move twice instead of attacking, or attack 
twice instead of moving. Ignore this rule if both players only have 1 piece on the board.

Blood Rage – When a player has only 1 piece left on the board, all of their attacks deal 2 damage instead of 1. Ignore this rule if both 
players only have 1 piece on the board.

Melee Archer – The archer may skip their movement to attack an enemy 1 orthogonal space away.

Sneaky Rogue – The rogue may move through opponent’s pieces, except another rogue.

Tactical Wizard – You may attack with either the wizard or your other ally piece when using the wizard’s standard special ability.

Warrior Charge – The warrior may skip their attack to perform an extra movement.

Warrior Rush – The warrior may skip their attack. If they do, they may move onto a space occupied by another piece. Push that piece back 1 
space in the same direction as the warrior’s movement. That piece receives 1 damage. This can not be performed if there is not an unoccu-
pied space for the pushed piece to move into.

White Wizard – The wizard may skip either their movement or attack. If they do, you may move a damage ring either from an ally piece 
within the wizard’s attack range to the wizard, or from the wizard to the ally piece.

Fa
-The cleric cannot attack.
-The cleric cannot heal themselves.
-All normal attacks deal one damage.
-There is no line of sight. If a piece is within range, it can be attacked (or healed).
-you can move and attack in any order. 
-You do not have to move.
-you do not have to attack.

CreDIT:
Game: Aaron Bilyeu
Story: James Kiper
Art: Melanie Bilyeu

The baron’s game room thanks you from the bottom of our hearts!
Give us feedback at baronsgames@yahoo.com or our website baronsgames.com!
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