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by Henry H. Bodenstedt
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SETUP & SCOPE

EQUIPMENT.

This game ls designed to be played with
individusl #0mm fipures, Hand-to-hand com-
bat is the baslc component of this ganme,
Therefore, trays with several men should not,
be used. BEvery man 1s to be removed aa soon
as he has acqulred the allotted number of
"hi't.ﬂ".

DEFENDEROS &

30 Heavy Footm
15 Archers N
12 Mounted Knights (Not before 3rd turn)’
24 lansquenets (Regulars)

b " ¢ Argquebuslers

1 Supply Wagon (w, 10 Tgs of supplies)

{ Castle {Flatolin # 9733)

1 Small Cannon {in ecastle courtyard)

{¥knights}

ATTACKERESE:

40 Heavy Fooimen

14 Archers ¥
24 Mounted Huns {incl.’l« horse a.rcherﬁs]
16 Operators (f.catapults,siesge tower)’
{ Gatapult, large (Blide)

2 Catapults, small (Trebuchet)

4 Movable Parapets

4 Sealing ladders

1 Siege Tower

SECTOR CAFPACTITY::

6 Footmen or 6 Equestrians (may be nixed).
{ Siege Towey with a2 max. of & Footmen on it
and & Footman at the base,

Unly one piece of heavy equipment {cata-
pult, siege tower, supply wagon) is allowed
in any one sector, Up to & Footmen {not
mounted men) may be added to a sector con-
taining heavy equipment, Two Parapets and/
oF three Sezling ladders may be added o any
sector without heavy equipment.

S ETIP :

The defender's 30 Knights and 15 Archers
are considered to be inside the buildings of
the Bodenburg.

The 30 Iansquenets are arranged around the
Supply Wagon in the sectors marked 'L' on
aither corner of the board, behlind the castle

The 12 Mounted Knights are kept off the
board until turn {or later at the defen-
der's option} when they may be placed in the
two sectors marked X',

The attacker selects any six of the twelve
sectors marked *H*. At thls time, he may
place only four Huns in each one of these
six sectors,

A1l of the attacker's relaining forces,
including siege eguipment, are placed in any
of the {6 sectors marked 'ATY.

MAPFP NOTE.}

The entirve castle area (25 sectors) counts
as one single sector as far as firing range
is concerned. While archer fire is restriet-
ed (see castle rules), catapults can hit any
part of the castle from any direction, as
long as they are within range.

(2)

YICTORY CONDITIONS:

Note: In crder to aveid any poasible con-
fusicn, the Huns and Attackers will be iden-
tified as "INVADERSY, whlle the castle®s de-
fanders, lnel, the lansgquenets, will be 1-
dentified as “KNIGHTS" in all of the follow-
ing rules.

The INVADERS win if they:

1) eliminate all of the Knights (not
tneluding lansguensts) or:

2) papture the castle within the pre-
scribed time llmit,

The KNIGHTS win if fthey:

1) eliminate all of the Invaders, ort
2) manage to hold the castle through-
out the entire gzans,

TIME LIMIT: The gane ends upon comple-
ticn of the fiftesnth turn.

SEQUENCE_of a "COMPLETE" TURN:

1. Invaders move men and equipment.
2. KEnlghts shoot archers.
3. Invaders flre catapuils.
4. Invaders check MORALE where physical
contact with enemy has been made,
£, Tnvaders resolve MELEES,
This ends the Invader's portion of a turm,
£, Knlghts move,
7. Imvaders shoct archers.
8. Knights fire cannon,
9, Knights check MORALE,
10. Knilghts resolve MELEES.
This emls a complete turn.

MOVEMENT 4

Men apd equipment may be moved, each turn,
up t¢ the maximum number of sectors listed
on the Movement Chart, They move less than
the full distanes, or not mowve at all.

UNIT, OFEN | HILL } WOOD

CATAFULT, large 1 no no
CATAPULT, small i e 4la]

SIEGE TOWER 1 no 10
ARCHEG

LANSQUENET ! 2 2
{PERATOR

FOOTMAN, Heavy z 1 1
KNIGHT, mounted 3 2 no
HUN, mounted 4 3 1
SUFPLY WAGON 2 1 no

A1l men must stop in the first WOODG or
BILL sector they reach, regardless of how
many sectors of their movement remain un-
used. This applies also to units with a
woods or hill speed of two or three sectors.
Movement from Woods or Hills directly onte
Open Teryrain is not restricted,




MOYEMENT (continued)

Men on a ROAD, or reaching a recad durling
thelr move, may add up to TWO SECTORS to
thalr maximun movement, The Supply Wagon may
take this Boad Bonus alsc, but not the cat-
apults or the Slege Tower, The two Road
Bonus sectors must be taken consecutively,

Mvement is not restrlcted by sectors
gontaining friemdly forces, sven 1f such
sectors are filled to eapacity. Sectors
oceupied by hostlle forces will reatrlct
movemsht as follows:

1) Sectors containing at least throe of
the enemy's men are BELOCKED and cannot
be passed through. A blocked sector may
be entered wlth troops not to exceed
the max. capacity of that sector (ex-
eluding the enemy's men), and a MELEE
must be declared,

2} It is not permlssible to pass in be-
tween twe diagonally adjacent blocked
sectors.

3) A sector contalning two or less of the
enemy may bz passed through, providing
that at least an equal number of ones
own men remain in thelﬁpgﬁur to engage
the enemy in combat, IgW5

£y

P

CATAPULTS and SIECE TOWER may be moved by
OFERATORS only. Four Operators are needed to
move the Slege Tower, threes io move the large
rtapult,and twe to move the amall one. They
must be in thc sector with the unit to be
mowved at the beginning of the turp and remaldn
in the sec*or with the unit at the end of the
turn.

PARAPETS and SIEGE TADDERS may be moved
by any FOOTMAN, Two Footmen may transport a
ladder or parapet whithout having to reducas
their normal speed. One Footman may trans-
port a ladder or parapet one sector per turn

It is not permlssible to tring ladders or
parapets inte weods or hills, and they may
not be transported by mounted men,

ARCHER FIRE

ARCHERS and ARQUEBUSIERS ....
may flre once per turn at any target with-

In range, immediately after the opponrent has

compieted moving his men and eguipment.

They may sheoot from several secters at one
target or from one sector at different tar-
gats, The diece allotied to a single archer
may rnot be divlded againast sepgrate sectors,

To lump flre, the target sector musti be in-
dicated bafore the dice are rolled, It is
permlzsible to add archer shots to 3 seector
in which more rcaspalties are dealired, but
extra pips from previous shots are volded,

Avchers and Argquebuslers may not shoot
from a sector in which a melee ls in pro-
grass, except when firat charged. When
firing into a sector containing both enemy
and friendly men, cazualties must alternats.
e roll determines who gets the first hit.

5
-

Men charging into a melee may be flred up-
on by Archers and Arquebusiers., Target mec-
tors belngz the cnes the attackers moved from
or through, If the attack waz made from a
digtance of two sectors or more, dle-roll
determines the range of the archer fire,
Also, the defender must indicatie whether his
archer fire was aimed at the charging men,
ar at other men who may now be In the sec-
tor{s) from or throughwhich the melee charge
was made. It is pemmissible - I1f indlcated
beforehand - 10 shoot certain archers at the
charglng men, and others at those now in
the zsectors charged from or through,

The Attacker must follow-through wlih his
charge even 1f caswaltles from archer fire
have changed the odds 1n faver af the defen-
der,

ARCHERS may shoot over sectors cccupled
by friemdiy cor hostlle men or equipment,
They may shoot into, but neot over, a secteor
contalining WOODS,

FIRING OHART;
—_— RANGE TN SECTORS
1 2
ARCHEH on faot 2 dice 1 die
HUN ARCHER
ARQUEBUSTER 1 die NO

COMPUTING HITS i

Foll the total number of dice allotted to
all Archers apd/or Arguebuslers shooting at
one target, (See FIRING CHART), Hits are
computed by dividlng the total roll agalnat
this target by the.....
HIT DIVISOCRE;¢
Open Terraln, . + « « « =+ &
1 Farapet, small catapult, or
supply Wagon in sector., . .+ « « HD ¥
2 Parapetsa, or large catapult
in sector . . , . « = 1« . « HOIG
HILLS, WOoOIS, . . . . . . . . « HOAG
Within CASTLE (even if walls are
dawn or throngh open gates) . . HD 10
SIEGE TOWER:

. HO 5

Men at the baze . . . . . . « HI 10
Bridge cleoged: Men at the

very top (2 max,} ., , . . . . HD} 10
Men inside tower . . . . . « GAFE

Brldge open: Men inside and on

top (usually charging out) Hb 7
Hotes Hviston musti be even, Hemaimders are
disregarded and cannot be carried over. A
man iz considered KILLED, and must be re-
mived, as soon a3 he has recelved the number
of hits equalling his COMBAT YALUE. Each hlt
must be carrled (hang marker)} until the end
of the game or iuntil the man is killed,

If a target sector comtains different
types of men, hits muost be absorbed even—
ly, one at a time, In accordance with thes..

HIT PRIDATTY LISTING:

MOONTED KENIGHT or HUN ..u.. 1St
HEAW FmeN LI BE BC BL N B B 3N BB BN B Em
AHEH:ERE! {IPEHj |I‘GIH5Q| s OFan j'rd-

(3)



ARUGHER FIRE (cantinued)

EXAMPLE: Target Sector has received 4 Hits,
Men in gectors Hit Matributions
1 Mounted Knight | {at{wound); 44th{Znd Hﬂd.J
7 Heavy Funtmen 2nd§1 man wounded )
sth{wounded man killed)
2 Archers ard (1 Archer killed)
Results: { Heavy Focotman amd 1 Archer Killed,
Maounted Knight rec'd. two wounds,

Hote: Mo additional men of the =ame Hit Pri-
ority may be wounded, until already wounded
crnes In the same sector are killed, E.g., a
sector containing 4 Heavy Footmen receives
b Hts: Two of the fouwr footmen are killed
(EEE.all four wounded ),

Archer and Arquebusier fize will not dam-
dge or deatroy Slege Equipment, Cannons, or
rarts of the Caatle,

—— CATAPULT FIRE —

Target dlstance in sectorss
1 2 3 4 5 6

Ince per Unit

@
IARGE camapurT | - | - | - { 3| 2 | 1
SMALL CATARULT | - | 3 [ 2 {1} - | -

FORTRESS GUN 3 3 2 1 - -

CATAPULTS and FORTRESS GUN.....

may be fired once per turn, providing they
have not been moved during that tarm.

Flring and computation of hits ave done in
the same fashion as llated under "Archers”
except that the HIT DIVISOR 12 always HD 5,
regardless of the target sector's terrain or
protective devices im 1t.

Catapult and Gun flre iz effectlve against
Parapets, Supply Wagon, Catapulte, Slepe Tow-
er, and certaln parts of the CA3TLE,

The following number of hlts are requlired
to destroy the indicated unit:
Farapet . . + & o 4« 4 o« 4 &

Small Catapult. . . . + «

large Catapult.. . . + « . .

Stupply Wagon., . . + .« ¢ s

(each hlt on Supply Wagon reduces

contents by 20 Ratlons)

Sege TOWEY o o o » o o = = & « & + B

C4STIE1 Walls Bor © . + v o « « E

4

Main Gate, Keep, + « o « o ¢ o

Wall A {incl. Gun) . . . + . . .1
Hits are accumulated and carrled until the
end of the game or until destroyed,

If men are in the same sector with Slege
Equipment, hits must alfermate, Roll die to
see whether men or eguipment receive the
firat hit, (Sealing ladders cannot be hit
by catapults or cannon ),

When shooting a catapult at the CASTLE,
the section flred at nmust be indlcated be-
farenapd, If several hits are scored 1n any
one turn, they are alternately applled to
the ¢aatle zectlon and the men behind it
as follows:

(i)

The fierst hit 15 always applied againat
the castle szection,

Shots almed at Walls B, €, or at the
Main Gate effect men 1n the OUTER YARD,
shota aimed at Wall A effect men 1ln the
COURTYARD, shats almed at the KERP eff cot
men on the KEEP,

The Fortress Gun ls considered perma-
nently fixed toa Wall A, It 1z destroyed as
sookh az Wall 4 falls (10 Hita).

If' there aren't men in the desig-
nated area, the first, third, and fifth
hits are appiied agalnat the castle sec-
tlon under fire, the even hlta are duds,

The abave alternate-hit rules apply even
if' the ecaatle zgetion fired at iz already
destroyed,

Catapult fire may he lumped against one
sector, if so indlcated heforchand, Tt is
not permltied to split the dice allotfed
to any one catapult against several tar-
get aectars.

When firing inte sectors in which a me-
lee is in progress or at sectiona of the
castle which is being stormed, hits on men
must be evenly distributed beiween hostile
and friendly farces. Me roll decides who
gets the first hit,

Catapult and Cannon fire is indireect, It
ia pasalbie to shoot over accupied sectars,

To be eligible for firing, a small cata-
pult muat be manned by at least ane OPERA-
TOR; a large catapnlt by two OPERATORG.
The Cannon may be fired by any two men
{inel,Archers) statloned in the courtyard,

fatapults cannot be fired during the
turn they were manned, OPERATORS are the
only men gqualified to move ecatapulta and
the aiege tower, and to fire catapults.
They carry no heavy weapons, but defend
like llght footmen, They are only allawed
te attack - or support an attack - to re-
capture a lost catapult or the siege tower.

Armed men (incl, Archers) may abandon
their weapons, and then are permanently
converted to Operators., If thia converslan
is made at the beglmning of the turn, they
may be used in the same turn to move or
fire catapults and move the siege tower.

MELEES

After campletlon of moving, and after
casualties from Archer, Catapult, and
annon Fire have been removed, the MIRALE
of oppoaing men within the same sector is
checked., This is done, ane sector at a
time, according to the following procedure:

fDetermine Odds: First, add the Combat Val-
ues [CV) of the Attacker's men, then of
the Defender's men, {fach hilt hung con a
man reduces hls remiining CV by onel,
Compute odds by dividing the lower total
into the larger one, In case of an unewven
divisien odds ars rounded up 1n faver of
the Defender.




MELEES (contimed)

COMBAT VAILIES:

MOUNTED KNIGHT . . . . .

HEAVY FOOTMAN
MOONTED HUN

ARCHER on foot
LANSQUENET (ARQUEBUSIER) . . . . « 1
{JPERATOR

Aoll one dle for the sector, and follow
the lnstructions glven in the approprlate
odds column of the....

----13
---11-12

LI N I

Routing Compass

MORALE TABLE

nie |00 D8 (Frat digit is the attacker's CV)
ROILe | 4=5 f 1=t |1=3|4-2 |1-1} 2-173-£1 41|51
1 M ! m | M | DW | D2 | DR3 | DX} D¥ | DX
2 AW | M | M| m | DW (DR DRy} DX | DX
3 AR | AW | M| M M | IM [ DR2| IBY| DX
& M} IW|DRe|D
4 ARD | AR2 | AK " k2 | D3 .+=1iz placed on the tahle with the
= A | AR (AR | AW M | M IW j DR2| INDICATING ARROW polnting toward
6 | AX | AX |ARY |AR2 | AW | M | M | M | oo | Tow 18

Foplanation of Results:

#4Y or DXy Attacker or Defender ellmi-
nated, AllL of the loser's men in the sec-
tor are remaved At no loss tg the winner,
whoe has now undisputed contral of the
captured sector,

& AW or IW: Attacker or Defender withdraws.
The loser wlthdrawzs all af hls men into
one or several adjacent sectors, The TINVA-
DERS must withdraw towards thelr starting
line, the Knights towax the Castle,

Tt 1= not permizalble to wilthdraw into
aectors occupled by hostile men., If his
general direction of retreat is hiocked,
the loser may withdraw inte other adjacent
sectora, If the loaer is completsly sur-
rounded by enemy held zectora, he la cap-
tured. If he can only move into sectors
filled to capacity by friendly men, he may
mevwe into these sectors, providing an e-
qual number of men wlthdraw from there
towards the starting line.

Captured men are removed from the board.
They may re-enter ocn the next twrn, The
Invaders must he entered at thelr original
starting line[l A-H), Enights at sector
18R only, lansquenets are eliminated when
captured and may not re-enter,

Catapulis and Siege Equipment may be
taken alang in a withdrawal, providing the

required minimum of Operators are wlth the
uni .

The Winner has undlsputed control of the
captured eectar.
@ 4Fk or DR: Attacker, resp. Defender 1s
rovted, Flrst, the loser must rendve at
least 25% of his remaining CV (loser may

chose where hilts are to be applied, but
all wournded men must go first}. Hext, the...

The loger rolle three dlce and moves the
remaining men the full distance {two or
three sectors, as Indicated on the morale
table) into the exact dilreetion rolled, &
straight line, diagonal, vertical, or hor-
izantal, must he followed,

If the firat seator in the direction of
the rout ia either {a) cceupled by hostlle
men, (b) impassable terrain, or (e} off
the tward, the ronting men are CAPTURED,

From the second sector on, routed troopa
may deviate from the atralght Ilne by one
sector, but only 1f the astraight-line route
is blocked. Mounted Knights, forced to
rout  inte or through wood sectors, abandon
thelr horses and continue on foot.

The Winner has the aption to pursue with
aame or atl of hls men one sector dlztance
leaa than the rout called for. The firat
aector they enter must be the one in the
direction of the rouwt . If this asector 1s
veeupled by hostile forces, the wimmer may
enter it, but must rell morale against the
newly encountered troops. If TR ls rolled,
the aftacker may pursue again. I "N" meles
ig roiled, both sldes remaln in the same sec-
tor without combat., The Defender has the op-
tion to withdraw or counter-attack in his
turn. He may also hring up reinfarcements.
If the defender stays, Morale must be check-
ed again durlng the next turn, the original
defender now belng the attacker,

Cataptults and Slege equipment must be aban-
doned in & rout. The winner may capture them
and has the option to either man or destroy
them during the following turn,

(5}



MELEES (econtinued)

If a ROUT 1& relled for men engaged in one
of the CASTIE's sectors, routed Knlghts are
to be moved into the buildings (regardless
of the routing distance rolled),

Houted Inmvaders move back over the nearsst
wall, or through the Main Gate, to an out-
slde sector; from there they must move in a
stralght line away from the castla.

@YM: MEIEE., All of the Attacker's men in

the sector must engage the enemy In hand-to-
hani combat,

Procedure: Each of the attacker's men re-
celves one BASYIC ROLL for every one of hls
remaining Combat Values,

BASIC ROLL: The Attacker selests the two men
t0 be engaged in combat amd rolls three dice;
ane greemn, one white, apd one red.

RESULTS: Each 'ONE' or "TWO' rolled on the
green or white dle puts a hit on the Defen-
der. A "(ne' or "Two' on the red die puts a
hit on the Attackez.

TRIPLES,.. ralled kill the Attacker without
any harm dene to the Defender {regardless
of the plps relled or the Attacker's remaln-

DOURLES, ,,on the green and red dice give the
Attacker the opiion to roll these two dice
over agaln, but only agalnst the same oppe-
nent. Thiz may be repeated as often as dou-
bles are rolled or one of ihe combatants is
kEilled.

If an Attacker has one or mere BASIC ROLIS
stlll due hlm after he has killed hls enemy,
he myt attack another man in the same szector
until his eptire CV is used up, ur no more
hogtile mer. remain 1n the =ector.

After Combat, if there are still hostile
men in the same sector, the Defendar im his
turn has the cptlon to withdraw or counter-
attack, He may alse bring in relnforgements
not to exceed the capacity of that sector.
If +he defender decldes to =tay, MORALE must
be checked agaln, the original Defender now
belng the Attacker,

MWunted Knights may attack a WOODS sector
from open terrain by "dismounting®. To do ao,
thelr CV is reduced hy one and they must re-
turn to the sector they started from alter
the malee is over,

AMBUSH: Whan attacking out of HILLS or WOODS
direetly into an adjacent OPEN TERBAIN seo-
tor, the next higher attacking odds colunn,
on the MOIRALE table, must be used,

DEFENSE BONUSs When attacking frem an OFEN
terrain sector directly inte HILLS or WOODS,
when stormlng a wall from Scaling ladders
(not Slege Tower), when attacking men on the
KEEF, ar men an the SIEGE TOWER from the
tame, the next lewsr odds column on the mo-
rale table is used,

Ambush and Defense Bonuses do not apply
12 a melee carried over from the previous
turn, even ir 11 is relnforced, If in an Am-
tash or Defense Bonus situwatlon, the attack
1s made from sectors of different terrain,

(6)

the majority ot the Attacker's Combat Values
must charge from sector(s) subject to these
rullngs.fxample: If & CV¥s =cale Wgll "B
and & CVs charge through the Main Cate to
melee the Cuter Yard, no Defense Bonus 1s
glven to the men ln the Outer Yard.

LOGISTICS

250 Supply Batlons are stored in the CAS-
TLE at the beginning of the game. Each man
within the walls of the castle consumes one
Hatlen per completz turn. These rations are
decucted from the initial supply at the end
af each Khight's turn, {Invader's nen eon the
castle grounds do not use up ratinns),

Any man for whonm there are no rations a-
vailable at the beglnning of the Kright's
turn, must be out of the caetle by the end
of that tirn ("live off the country™) lest
he succumbs to starvatlorn and is removed
from the game,

Mounted kKrights instde the ca=tie consume
two rations per turn. They may donate their
horsez toward the food supply which will add
5 Ratlons pex horse to the castle's supply.
To do so, they are permarently converted to
Heavy Footmen, A mounted Knights with one
hit becones a Footman with one hit and re-
ceives ration allowange for his horse, A
mounted knlght carrying twe hits has the op-
tion to become a Footman with cne hit with-
out being entitled to a ration allowance, or
ha may get the 5 rations for the horse, but
is then removed from tne game alltogether.

The SUFPLY WAGON contains 200 supply ra-
tions {use bags or boxes of 20 rTations each).
On its way to the castle it 1z guarded by
lansquenetz, who must always remain within
tvo sectors of the Supply Wagon. However,
ATTACKS by Iansquenets may only be made in-
to sectors adjacent to the Wagon, The Wagon
may also be brought into melees, but does
not add to the C¥ of the attackers, Ianague-
nets may only pursue routers, if this does
not remove them more than twoe scotors from
the Wagon.

UNLOADING: The entire 200 raticns must be
wiloaded the turn after the Wagon arrives in
ong of the three ssctors marked "“E". This
takes place at the end of the Knisht's twurn,
after all battles have been resclwed, The
Wagon cammot be unloaded ir the Outer Yard
or the sector with the Wagon has been cap-
tured, or a melee is in progress within them.
Freaence of Invaders in seectors adjacent to
the Wagon,cr in other secticons of the castle,
w11l not effect the unloading at the gate,

It is mandatory that the drawtridge is low-
ered before unloading may begin, unless the
Main Gate has been destroyed previously,

bupplies may alsoc be brought in through
the SALLY GATE, a2t the rate of 20 Rations
rer turn, Unloading may begln one turn after
the Wagon arrlves at the 30 secteor at the
end of that turn, previding ne nelee is in
Progress in that sector,



~O0GISTICS {continued)

CAFTURE: The Supply Wagon is captured 1f
no Iansquenets (or Knlghts) are in the zame
sector with 14, and the Invaders have at
least cone armed man (not an Cperator) in
the Wagon sector. The Invaderz have now con-
trel over the Wagon and may move 1t 1n the
following turns, (but not destrey it) umntil
it 1s off the board or re-captured.

After capture, survlvlng lansguenets must
follow the Wagon and make an all-gut effort
to retake it. They may not bLe used in com-
bat elsewherse (Except 1o reak through to
the captured Wagon). Onge the Invaders have
managed to move the Wagon off the board,
all remalning lansquenets desert and are re-
moved also.

THE CASTLE

9P consists of four basic parts:
a) Bulldings
b} The Keep
) Cuier Yard
d} Court Yard
It takes one turn for anyone to mowve from
one of these sectlons to another one. This
holds true even 1f part of the Castle is oc-
cupied by the Invaders.{Underground passages}.

Mounted knlghts are not allowed -on the
Keep. They must be permanently exchanged! for
Footmen to go there.

SALLYING: Beginning with the secomd turn,
Knights stationed in the Outer Yard may sal-
ly out through the open Maln Gate, In any
ane turn the Enlghts may elther lower the
drawhridge (which must be done at the begln-
ning of the twrn) or ralse it {done at the
end of the turn),but pot beth.

tne of the three "BE" sectors ls the flrst
one men ieaving through the Main &te must
enter or - Af pecupied By the Invaders - me-
lee. It 15 noi possible to =sally out owver a
standing wall, Walls destroyed by catapult
action may be moved across from elther di-
rection by footmen, MOUNTED HUNS may never
enter the castle.

SALLY GATE:

Two footmen per turn may leave or enter
the castle through the Sally Gate, hehlind
the castle. It takes cne turn for a man to
pass through the Sally Cate from inside the
Buildings o sector "3G", and vice versa.
Mounted Hndghts must be permanently convert-
ed to Foot Knights {see LOGISTICS rule) to
pass through, It 1a not possible to move men
threugh the Sally Gate 1n elther directicn
while supplles are belng unltoaded there,

INVADERS carnnct use the Sally Gate,
ARCHERS. - . »
eeposltloned at 4 wall, may only sheot in

the direction the wall ie faecing and dlago-
nally out - in a 45 degree angle - counting

from the corners of the castle., Archers on
the Keep may shoot all arcund the castleg
they may alse choot into elither yard,

Archers may alss zhoot from the Quter to the
Court Yard - and vice versa - and from elther
Yard up to the Keep, Any shootlng within the
casfle's conflnes iz considared as range "1
Ht Myizor "10%.

The same directlonal restrictions apply to
Archers shootling inte the ecastle. I,e,, men
statloned in the Cuter Yard can only be hit
by Archers facing walls "B" and “C", ete, IF
the drawbridge is lowered, or if the Maln
Gate iz destroyed, up to two Archers,statlon-
ed in the Outer Yard may shoot through the
Main Gate at men faclng Wall "A", By the
same token, Archers positioned in any of ithe
"E" sectors (nc more than two per sector)
may shoot through the open or destroyed Maln
Gate into the Cuter Yazd.

MELEES IN THE CASTLE:

A charge through the ospen {or deatroyed)
Miln Gate or through the always open Inner
Gate may be made by no more than four Foot-
men or two Mounted Knights per turn. The De-
fender alse may only use the same number of
men to defend the passageway. During the
next turn, both sldes may replenlsh their
casualties with new men. Morale (dds are
camputed acecording to the OV of the men
fighting at the gate, not counting other men
in the sector, and only the men actually in-
volved in conmbat must abide by the instruc-
tlon= given in the Morale Table,

CAPTURE:

The Castle is captured 1f hoth Yawds and
the Keep are completely cleared from Knights,
and at least one of the Invader's men is
accupying any one of these sections, Any

Knights, st111 inzside the Bulldingzs, must
surrender.

Melses, held over from the Invader's turn,
may be reinforced by men fron inslde the
Puildlng= during the FKnlght's next turn.

Melees 8till in progress on the CASTLE
grounds AT THE END OF THE {5th TUHN, must be
continued UNTTL RESOLVED. (See MELEE rules
an page £). However, they may NOT be rein-
forced.

SUMMARY:

The Outer Yard may be attacked from the
cutside, across walls "B", "CV anLﬁnr
through the Main Gate. It may also be attack-
ed from the Court Yard through the lnner
Gate.

The Court Yard may be attacked from
the outside across wall "A" only, or from
the Ovter Yard through the Imner (ate, or
from the KEEF,

The KEEP can only be attacked from the
Court Yard, Once the Xeep is destroyed, 1t
carnct be used to support men, Men on the
Keep at the time the flnal eatapult hit
scores, perish in the rubble,




STORMING THE CASTIE:

SCATING) To charge over a standing wall,
the SIEGE TOWER or SCALING LADDERS have to
be posltioned 1n ome of the dasignaied
Scaling Sectors (Bee map on page 1). Each
scaling sector holds slther two ladders or
the Slegs Towsr, not both..Only Walls "A",
“B" and “C" may be stormed in this fashion.
An attack throogh the Maln Gate s only pos-
zihla 1f the drawbrldge i lowered cor the
gate destroyed, W Slege equipmert 15 needed
Lo charges over 3 wall which hags heen previ-
ously destroved,

SIEGE TOWER: The elght footmen on the
Siege Tower may charps: over the wall in the
turn after it was btrought ap agalinst 1t.This
is dropping the tower's bridge at the begln-
ning of the followlng fturn and moving the
mamn out.

Morale iz checked next, If an AW iz rolled,
the ‘nvaders move tack lnto the Tower, but
they cannot ralza the bridge, The Enlghts,in
their turn, may enter the Slege Tower and
meloe its cecupants. Im a ROUT the Invaders
must &ve in a stralght line the full dis-
tance away from the castle, the scaling =zec-
tar being the first one countad. The kndgmte
may pursus and oceupy the tower, whlch can-
notabe taken back on the rout, To burn the
Tower, the Xnlghts must have undisputed con-
tral of the Tower - incluzlwve the base sec-
tor - for twoe condecutive tuems.

Knighta cannot charge lnto the Slege Tower
from the top, while lts Ttrldge is clozed,
The Invaders may keep the Tower in a scaling
apctor with the bridge in the "up"™ positi. -
for as madv +urns am they lika. %o,

While the ridge of the Tower ls up, =ix
of the elght men in the Tower are conslder-
ed, concealed amd eafe from archer fire,
while thwo men - usually archers - are on the
very lop and are subject to archer hits
fHD iﬂ}. ‘These "twe an the top" are the only
ones allowed to shoot out of the fower, il
the thridge 1z closed.

To charga the Slege Tower from *the grouni,
the attacker must first wipe cut *he men at
the base, or - If twe or less enemles are
defending the hase - pasa through them in
complisnce with the BLOTKING rule, (See

FOVING). The base of the Tower and the space

1nside 1ha Tower are consldered two separate
gectars,

SCALTHG TADDERS: Three Footmen per ladder
may Scale 4 ¥all in the twrrn following the

ona in whieh the ladders were placed against
the wall. They ray either come from the seg—
ter the ladders are in, or from a sector ad-
Jacent to the scallng sector,

Merale odds are computed by totaling the
CVe of all Invaders slorming ower bhe wall,
regardless of how many ladders are used.

If the Morale Roll iz AW, the atlacker's
men retreat to the base of the ladders, In
a ROUT, the attackers must leave the ladders
behird. . The men in the ecastle may pursue
then by climbing down the Iadders, To burn
the ladders, they muet cootrol of the geg-
wir in which the ladders are placed, for onc
corpiete torn. . &

SPECIAL NOTES

CATAPULTS: If, after a Rout or due
limlnation, a catapult is abardoned, 1t aan
be caplured by moving at least vee armed man
{aot an vperator) ir with it, It may be
fired by the captor on his next turn, pro-
+lding it was not moved and an operator had
been moved intoc the sector on the previous
.

The captor may alsc splke the catapult,
af'ter he had umdisputed control over the
sectar for one complete turr. (A patapult
cannot be Fived and splied during -yul Same
turn), y

Captured catapults ran h&‘re-c.aptured In
the sams fashlon,

HITOEN MOVEMENT:

4 referee 15 present, the moyvement cof
the Supply Wagon with the lansquenets, aa
wall ag the movement of the Huns, could be
made or a hidden map until contadt is ostoo-
lished. Thls happenz as =oon as ong of the
hldden forces moves inte & sector occupied
by hostile men, Dlscovery is alac made by
men on the beard runnlng into hidder units,
Hidden Huns, paesslng directly adjacent +o
lhe castle, must be put on the board,

Cnoe on the hoard, all (formerly) hidden
men mist remain ln the open until the end
of the zame,
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