
Iron & Brass 
 

A 2 player strategy and 
battle game 

 

Introduction 
Welcome to the colony of Dugbirch 
‐ not a sprawling city of splendor 
and spires and airships, but an 
almost forgotten place too far 
away from civilization and with not 
enough gold to attract the city 
dwellers.  But, just enough gold to 
battle over.  
 
Two rival towns are mining the 
gold and hiring the able bodied to 
build their towns into cities and 
their militias into capable armies. 
 

Image by Todd Sanders 
 

Each player begins with a small base and meager resources.  Each turn, players will 
decide how many resources to gather, what to build, and what to attack.  Territory 
and resources are limited.  
 
Iron & Brass challenges players to select the right strategy, then execute that strategy 
to defeat your opponent.  Hoard resources, build up defenses, build up an army, or 
some of each ‐ all while your opponent is doing the same. 
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Components 
 
10x10 to 16x16 square grid board (not included) 

One set of the following available unit tokens for each side: 

4 Skirmisher Patrols (basic infantry) 

4 Mechanized Gunner Patrols (strong infantry) 

4 Iron Infantry (armored infantry) 

4 Heavy Artillery 

4 Motorized Artillery 

2 Steam Tanks (armored vehicle) 

2 Crusher Tanks (heavy armored vehicle) 

One set of the following available structure tokens for each side: 

1 Headquarters 

1 Fortress (upgraded Headquarters)  

1 Barracks 

4 Armored Walls 

4 Turrets (cannon tower) 

1 Foundry (armor factory) 

1 Arsenal (cannon factory) 

1 Steam Works (steam engine factory) 

Resource Tracking Board  

5 cubes/markers to track resources (not included) 

Advantage Tokens: 

8 Advantage tokens per player 

4 D6 1,1,2,2,3,3 Dice ‐ 2 red, 2 blue (not included) 
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Token Description 
 

6 C = Cost to build is 6 Gold + 1 Crew 
 
F A S = Buildings required to build unit: Foundry, Arsenal, Steam Works 

 
6A / 2 R  2M  4D = +6 Attack Modifier, 2 Attack Range, 2 Movement 
Range, +4 Defense modifier 

 

Advantage Tokens 
 
Each player begins the game with 8 Advantage tokens.  Each of these 
tokens may be used once per game combined with a normal action (attack, 
move, etc.) for any 1 of the actions listed on the token. 

Spotter: Adds +1 range to an Attack 
Surge: Adds +2 to an Attack or Defense dice roll 
Open Road: Adds +1 movement to any unit movement 
Heal: Heals 1 infantry unit (Skirmisher Patrol, Mechanized Gunner, or 
Iron Infantry) 
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Set‐up 
Place the game board between the two players. Players select their color: Iron/Blue 
or Brass/Crimson.  Each player roll 2 dice, highest result is Player 1. 
 
Place the Resource Tracking Board to the side of the game board.  Place the Gold 
Mined marker token at 48.  This indicates how many gold retrievals remain in the 
game.  For each player, Place their Gold marker token at 8 and their Crew marker at 
1.  These are the starting resources for each player. 
 
Each player: Place your Headquarters and Barracks structures along your edge of the 
game board.  Place all remaining structure and unit tokens off to the right side (for 
Player 1) of the game board.  Place 8 Advantage tokens between you and the board. 
These 8 Advantages will be available for you to play once each during the game (one 
per action). 
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Gameplay Overview 
Each round, each player can take up to 4 actions in their turn.  At the end of these 
actions, it is the next player’s turn.  Unless noted below, there is no limit to how 
many of each actions a player takes, as long as the total number of actions is 4 or 
less.  Actions include: gather 1 resource, build 1 unit, move 1 unit, attack with 1 unit, 
repair 1 unit, or heal 1 unit.   One Advantage token may be played along with any 
action.  Once an Advantage token is played, it is removed from the game.  Below are 
details of all available actions: 
 
City building actions: 
1) Mine Gold.  Move the shared “Gold Mined” marker down one square, then roll 1 
die.  The result of the roll (1, 2, or 3) is the amount of Gold added to your treasury. 
Move your Gold marker up that many squares. 
2) Hire a Crew. Move your Crew marker up 1 square. 
3) Commission a build for a structure or vehicle: Set aside the item token for the 
item to be built, and reduce your Gold and Crew markers by the cost of the unit. 
Each structure and vehicle requires a certain amount of Gold, plus one Crew. See 
Tech Tree section for details on unit pre‐requisites.  At the start of your next turn, 
the unit will be completed and ready for use. 
4) Train Military Units:  Set aside the unit token for the unit to be trained, and 
reduce your Gold marker by the cost of the unit.  See Tech Tree section for unit 
pre‐requisites.  At the start of your next turn, the unit will be completed and ready 
for use. 
 
Military actions: 
5) Move 1 unit ‐ all units and vehicles may move in any direction (orthogonal or 
diagonal).  Units able to move more than 1 square may change direction between 
each square, and cannot move diagonal for all moves. 
6) Attack with 1 unit ‐ Most units can ‐ but do not have to ‐ attack once and/or move 
once during each turn.  So, a unit can move, attack, move‐attack or attack‐move, or 
do nothing.  Units cannot attack‐attack, move‐move, or move‐attack‐move in one 
turn.  Light and Heavy Artillery units can move OR attack in a turn, NOT both. 
7) Repair a disabled vehicle or structure (costing 1 Crew).  Reduce your Crew count 
to return the unit to full strength.  
8) Heal a disabled non‐vehicle unit (costing 1 Heal token).  Discard a Heal token to 
return the unit to full strength. 
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Resources 
● Resources are tracked on the Resource 

Tracking Board. 
● The game starts with the Gold marker on 48. 

This signifies that Gold may be mined 48 times 
total in the game.  Every time a player decides 
to mine Gold, the marker is moved down 1 
space.  So, the Gold in the game is limited to 
48 die rolls. 

● Crews are not limited in the game.  
● After a structure, vehicle, or military unit is 

created, the player reduces their resources by 
the cost of the unit. 

 

Structures, and Units 
● Military Units: Once  a military unit (any moveable unit) is destroyed, it is 

removed from the game and cannot be re‐built.  Destroyed structures may be 
re‐built if desired. 

● New Structures may be placed anywhere on the base row of the map, or 
adjacent orthogonally (side to side or top to bottom) to an existing structure. 

● New Infantry units are placed adjacent (or as close as possible) to the Barracks 
structure.  In future moves, infantry units may move over any friendly 
structures or units, but may not end their move on top of other units or 
vehicles.  Infantry units are allowed to pass over friendly Walls, Armored Walls 
and Turrets just like any other structures. 

● New Vehicle units are placed adjacent (or as close as possible) to the Steam 
Works.  Vehicles may NOT pass over any structures including walls.  

● New Artillery units are placed adjacent (or as close as possible) to the Arsenal. 
Artillery may NOT pass over any structures including walls.  

 
 

Winning 
Gameplay continues until one player’s Headquarters/Fortress is destroyed.  If neither 
side can destroy their opponent’s Headquarters/Fortress, gameplay continues until 
one side’s military units are destroyed.  The player destroying their opponent’s 
Headquarters/Fortress or all military units is declared the winner. 
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Tech Tree 
The following structures do not require any other structures to be built first: 

● Headquarters, Barracks, Foundry, Steam Works, Arsenal. 

Tech Tree: Structures shown in blue and gray, Units and Vehicles shown in green. 
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Range 
Movement and Attack ranges are orthogonal.  A 
range of 2, for example, can move or attack any 
square highlighted 1 or 2. 
 

 

Attacking 
A player may attack any one opponent unit, or 
structure that is within range.  
 
Each attack is resolved as follows: 

1. If either the attacker or defender chooses, they may use one Surge token for 
the battle, which adds +2 to their Attack/Defense strength.  Surge can only be 
used with military units, not structures, and the use of the Surge token must be 
declared BEFORE any dice are rolled. 

2. Both attacker and defender roll two D3 dice each. 
3. The players’ dice rolls are added to their strength modifier (and, if played, 

Surge) and resolved as follows: 
○ If Attacker’s sum > Defender’s sum, the Defender’s unit is destroyed 

and removed from the map. 
○ If Attacker’s sum > two times Defender’s sum, the Defender’s unit is 

destroyed and removed from the map, AND one adjacent Defender’s 
unit of equal or less Defense strength is also destroyed and removed 
from the game. 

○ If Attacker’s sum = Defender’s sum, or one less than Defender’s sum 
(for example, Attacker = 7, Defender = 8) the Defender’s unit is 
disabled.  Rotate the unit one quarter turn (90 degrees) to signify that 
the unit is disabled.  A disabled unit’s Attack and defense modifiers are 
reduced by 2 until the unit is healed/repaired.  

○ Any other results = no damage to Defender’s unit.  
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Attacking examples: 
 
Attack strength 4 attacks Defense strength 2, no Surge. 
Attacker rolls a 4, Defender rolls a 5. 
Resolution: Attack = 4 + 4 = 8, Defense = 2 + 5 =7.  Since the Attack is greater than 
the Defense, the defending unit is destroyed and removed from the game. 
 
Attack strength 4 attacks Defense strength 2, Defender adds Surge. 
Attacker rolls a 4, Defender rolls a 5. 
Resolution: Attack = 4 + 4 = 8, Defense = 2 + 2 + 5 = 9.  Since the Attack is within 1 of 
the Defense, the defending unit is disabled. 
 
 
Note: Players may conduct a “concentrated fire” attack once per turn, costing 2 
actions for that turn.  Two units (except Tanks or Heavy Artillery) that are in range of 
the defender can combine their Attack modifiers plus one dice roll (both dice).  
 

Credits 
 
Game Concept: Scott A 
Artwork: Scott A, Skoll 
Cover Artwork: Todd Sanders 
Play Testers: Chris Hansen  

 

Legal 
Iron & Brass is ©2016 Narrow Gate Games. All rights reserved.  
 
 
 
 
 
 
 
 
 
 
 
 
 
“Iron & Brass” standard rules, revision 1.0, February 2016 
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