SMALL SIEGE ENGINE

BALLIST A

Crossed s wordsis a hit
against bestar mour c lass.
+1 ba ttle die if ~ firing do wnhill
or fr om castlew all.

'}
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CREW: 4 ar tiller ymen
TO BUILD: 4 engineer s
in w or kshop

LARGE SIEGE ENGINE
WITH MANTLET

HEAVY BOMB A

Crossed s wordsis a hit
against bestar mourc lass.
+1 ba ttle die if ~ firing do wnhill
or fr om castlew all.

CREW: 4 ar tiller ymen
TO BUILD: 4 engineer s+ 8 men

inw or kshop I
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A new workshop with 5

engineers is inst alled.

ENGINEERS HAVE NO

COLOUR CODE.

Engineer workshop s must be
situated out of the defense
works ' reach; otherwise they
have to be moved the next turn,
counting as 1 unit moved.
Single engineers may be
attached to units as sergeants
but only for siege labour. When
undefended, a workshop may
be overrun by the enemy & is
then considered destroyed.

LARGE SIEGE ENGINE
CATAPUL T
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Crossed s wordsis a hit
against bestar mour c lass.
+1 ba ttle die if  firing do wnhill
or fr om castlew all.

CREW: 4 ar tiller ymen
TO BUILD: 4 engineer s
in w or kshop
60

SMALL SIEGE ENGINE

»
FIELD GUN
AEGED B

WITH MATLET

Crossed s wordsis a hit
against bestar mour c lass.
+1 die if firing do wnhill
or fr om castlew all.
CREW: 4 ar tiller ymen
TO BUILD: 4 engineer s
in w or kshop
80

LARGE SIEGE ENGINE

BATTERING RAM

ca pacity: 9 men

LARGE SIEGE ENGINE

TREB UCHET I

Crossed s wordsis a hit
against bestar mour c lass.
+1 ba ttle die if ~ firing do wnhill
or fr om castle w all.

CREW: 4 ar tiller ymen
TO BUILD: 4 engineer s+ 8 men

in w or kshop
100

TO BUILD: 4 engineer s & 8 men

inw or kshop
80 &

LARGE SIEGE ENGINE

I*

SIEGE T OWER

ca pacity: 9 men

*W ith ba tteringr am: “

TO BUILD: 4 engineer s+ 8 men
inw or kshop .
Batteringr am

Z())(f:sa50CP 100 g—]

LARGE SIEGE ENGINE

PENTHOUSE

ca pacity: 9 men per he
length =1 he x per
element.

TO BUILD 1 ELEMENT
4 engineer s

inw or kshop
30 &




MANTLETS

TO B UILD: 1 engineer + 6 men
anyw her e in the field.
Takes1ltur n

to build.

TO BUILD (in the field): 1
engineer + 6 men, star ting out
of the defense works' reac h.
Eac h tur n 1 hex length can be
dug if a command car d with the
correct colour of the wunit
dig ging is play ed. On reac hing
the wall, 4 attac k dice are cast
(no def ense thr ow). After this
dice thr ow, the mine colla pses
and the men inside are
deplo yed in the star t hex of the
mine.
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BUILD P ALISADE

TO BUILD (to repair wall or
gate): 1 engineer + 6 men. In
the field: star ting out of the
def ense works'reac h.

Each tur n 1 hex (max) can be
covered if a command card
with the cor rect colour of the
unit in question is play ed.

Troops pr otectedb vy
palisade:
attac ker -1 ba ttle die.

LADDERS

TO BUILD: 1 engineer + 6 man
anyw her e in the field.
Takes1tur n

to build.
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COUNTER
MINE

TOBUILD: 1 engineer + 6 men.
This car d has to be play ed prior
to an enemy mine reac hing the
w alls. The play er pays 20
points per hex covered,
starting from within the
def ense works. However, he
can cover as many hexes as
needed in 1 turn, ending in the
ZOC of the enemy mine.

If the enemy mine is destr oyed,
4 battle dice are cast; crossed
swords are automa tic Kkills.

BURNING OIL

A SINGLE UNIT
INACOL OUROFY OUR
CHOICE
pour s bur ning oil from the
battlements on enemy
infantry/engineers or siege
engines at the foot of the wall.

Cast 3 sie ge dice.

PORTABLE BRIDGE
OR FASCINES

TO BUILD: 1 engineer + 6 man
anyw her e in the field.
Takes1tur n

20

to build. ﬁer
eX

FLAMING

ARR OWS

A SINGLE AR CHER UNIT
INACOL OUROFY OUR
CHOICE
fir es flaming arrows instead of
nor mal missiles at a siege
engine or wooden str uctur e.
For eac h kill one str ength point

is deducted from the tar get.

SPIKES

A SINGLE UNIT
INACOL OUROFY OUR
CHOICE

throws spikes from the
battlements on a hex adjacent
to the foot of the wall.
Takes 6 men 1 tur nto round up.
If still in place when a unit
enters the hex without
rounding up,cast 2 battle dice.
Crossed swords = hit.
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REPAIR A SIEGE
SNEINE Cast 1d6:
IN THE FIELD 1-2:y ou.Iose 20CP . Cast 1d6:

3-4: lose 30 CP 1-2:y oulose 10CP s,
oy ou looe 3-4:y oulose 20 CP ’s.
5-6:y ou lose 40 CP

) . 5-6:y oulose 30 CP ’s.
In case you have insuf ficient . -
. . Incasey ouha veinsuf ficient
CP’s, 2 engineer s (in 1 work-

h ten by the h CP’s, 2 engineer s(inl1w ork-
Cast 1d6: shop) are eaten by the hung ry shop) die in the flames...
litttle monster s...

This tak es 1 engineer + 4 men.
Engine may not move or fire
this tur n.

1-2: r eco ver 2 str ength points

3-4: 1 eco ver 3 str ength points ) )
5-6:1 eco ver 4 str ength points Youmayno wactiva te 1 unit
of your ¢ hoice.

You find a heap of scrap iron
in an abandoned forge. Your
They join either one or tw o of engineer s will be pleased!
your workshops or one or tw o Cast 1d6: . ) )
units in the field. The choice 1-2:y ougain 10CP 's. 1-2:y ougain 20 CP's.
; . . , 3-4:y ougain30CP '’s.
is your s... 3-4:y ougain20CP ’s. 56 n40CP
5-6:y ougain 30 CP ’s. -6-y ougain S

You may no w activa te 1 unit You may no w activa te 1 unit Youmay no w activa te 1 unit
of your c hoice. of your ¢ hoice. of your ¢ hoice.

Cast 1d6:

POWDER.CHAR IGE SCUR VY

1 engineer + minimum 4 men Some of your men suffer from
place a powder char ge at the foot scur vy. Hospital beds have to be
of a structure (speed = made, costing resources &
lhex/turn), starting from an ma terials:
engineer 's workshop . When the Cast 1d6:

group is hit by flaming arrows or 1-2:costsy ou10CP s. He joins either one of your
; . 3-4:costsy ou20CP 's.
other combustibles, 2 kills mak e

- . " i 5-6: costs you 30 CP's. vyor kshops or.one. unit in the
e ew.ce explode, fling &l In case you have insufficient field. The choice is your s...

pr es'ent in the hex. If placed and resour ces, 1 engineer in workshop

activated under cover of a

dies.
penthouse, the given penthouse

section is destr oyed. Youmayno wactiva te 1 unit Youmayno wactiva te 1 unit
Cast 3sie ge dice. of your ¢ hoice. of your ¢ hoice.







