
LARGE SIEGE ENGINE

CREW: 4 ar tiller ymen
TO B UILD: 4 engineer s
in w or kshop

60

11230
Cr ossed s w or ds is a hit

against best ar mour c lass.
+1 ba ttle die if firing do wnhill

or fr om castle w all.

Choose type
of ammo (A or B)

prior to firing.

SMALL SIEGE ENGINE

Cr ossed s w or ds is a hit
against best ar mour c lass.

+1 ba ttle die if firing do wnhill
or fr om castle w all.

CREW: 4 ar tiller ymen
TO B UILD: 4 engineer s
in w or kshop

12334
Mo ve

1
by cr ew

BALLIST A

40

Mo ve
1

by cr ew
& 4 men

LARGE SIEGE ENGINE

TREB UCHET

CREW: 4 ar tiller ymen
TO B UILD: 4 engineer s + 8 men
in w or kshop

100

12330
Mo ve

1
by cr ew
& 6 men

Cr ossed s w or ds is a hit
against best ar mour c lass.

+1 ba ttle die if firing do wnhill
or fr om castle w all.

1

SMALL SIEGE ENGINE
WITH MATLET

CREW: 4 ar tiller ymen
TO B UILD: 4 engineer s
in w or kshop

80

12334
Mo ve

1
by cr ew

Cr ossed s w or ds is a hit
against best ar mour c lass.

+1 die if firing do wnhill
or fr om castle w all.

FIELD GUN

CATAPUL T

TO B UILD: 4 engineer s + 8 men
in w or kshop .
Ba ttering r am
costs 50CP
extr a

100

2*W ith ba ttering r am:
Mo ve

1
by

6 men

*

LARGE SIEGE ENGINELARGE SIEGE ENGINE
WITH MANTLET

CREW: 4 ar tiller ymen
TO B UILD: 4 engineer s + 8 men
in w or kshop

120

22334
Mo ve

1
by cr ew
& 6 men

Cr ossed s w or ds is a hit
against best ar mour c lass.

+1 ba ttle die if firing do wnhill
or fr om castle w all.

HEA VY BOMB ARD

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.
Sing le eng ineers may be
attached to unit s as sergeant s
but only for siege labour . When
undefended, a workshop may
be overrun by the enemy & is
then considered destroyed.

ENGINEER
WORKSHOP

Mo ve
1

by 3
engineer s

100

TO B UILD: 4 engineer s & 8 men
in w or kshop

80

2
Mo ve

by
6 men

LARGE SIEGE ENGINE

TO B UILD 1 ELEMENT :
4 engineer s
in w or kshop

30

LARGE SIEGE ENGINE

SIEGE T OWER
ca pacity: 9 men

BATTERING RAM
ca pacity: 9 men

PENTHOUSE
ca pacity: 9 men per he x

length = 1 he x per
element.

Mo ve
by

6 men

A A

AB

B B



SIEGE ACTION

- Tak es 1 he x of mo vement to
er ect a gainst w all.

- Tak es 1 he x of mo vement
to c limb.

Repulse thr ow = 1 .
Shield brings lad der s do wn

with one figur e hit.
Cr ossed s w or ds destr oys lad der s

with one automa tic kill.

ba ttle die

TO B UILD: 1 engineer + 6 man
anyw her e in the field.
Tak es 1 tur n
to build.

Mo ve
1 or 2

by unit

LADDERS

10

SIEGE ACTION

May be constr ucted under
the pr otection of a

penthouse tha t is alr eady
in place.

Pr oduction = 1 he x length per tur n.

SIEGE ACTION

Cover activ e fr ont of a unit
and pr otects 9 inf antr y figs.

Does not pr otect lar ge
sie ge engines.

Troops potected by mantlets:
attac ker - 1 .ba ttle die

TO B UILD: 1 engineer + 6 men
anyw her e in the field.
Tak es 1 tur n
to build.

Mo ve
1 or 2

by unit

MANTLETS

20

Mo ve
1

by 6 men

SIEGE ACTION

TO BUILD (in the field): 1
engineer + 6 men, star ting out
of the def ense w or ks ’ reac h.
Eac h tur n 1 he x length can be
dug if a command car d with the
c or r ec t c o lour o f t he un i t
dig ging is play ed. On reac hing
the w all, 4 ar e cast
(no def ense thr ow). After this
dice thr ow , the mine colla pses
a n d t h e m e n i n s i d e a r e
deplo yed in the star t he x of the
mine.

attac k dice

30
per
he x

MINE

SIEGE ACTION

TO BUILD: 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
p o i n t s p e r h e x c o v e r e d ,
s t a r t i n g f r o m w i t h i n t h e
def ense w or ks. Ho w ever , he
can co ver as many he x es as
needed in 1 t ur n, ending in the
ZOC of the enemy mine.
If the enemy mine is destr oyed,
4 ar e cast; cr ossed
sw or ds ar e automa tic

ba ttle dice
kills.

COUNTER
MINE

COUNTER
MINE

20
per
he x

20
per
he x

SIEGE ACTION

A SINGLE AR CHER UNIT
IN A COL OUR OF Y OUR

CHOICE
fir es flaming ar rows instead of
nor mal missiles at a sie ge
engine or w ooden str uctur e.
For eac h one
is deducted fr om the tar get.

kill str ength point

FLAMING
ARR OWS

20

SIEGE ACTION

TO BUILD (to repair w all or
ga te): 1 engineer + 6 men. In
the field: star ting out of the
def ense w or ks ’ reac h.
Eac h tur n 1 he x (max) can be
co ver ed if a command car d
with the cor rect colour of the
unit in question is play ed.

Troops pr otected b y
palisade:

attac k er -1 ba ttle die.

BUILD P ALISADE

40
per
he x

POR TABLE BRIDGE
OR FASCINES

SIEGE ACTION

A SINGLE UNIT
IN A COL OUR OF Y OUR

CHOICE
pour s bur ning oil fr om the
b a t t l e m e n t s o n e n e m y
i n fa n t r y /e n g i n e e r s o r s i e g e
engines at the foot of the w all.

Cast 3 sie ge dice.

BURNING OIL

30

TO B UILD: 1 engineer + 6 man
anyw her e in the field.
Tak es 1 tur n
to build.

SIEGE ACTION

A SINGLE UNIT
IN A COL OUR OF Y OUR

CHOICE
t h r o w s s p i k e s f r o m t h e
ba ttlements on a he x adjacent
to the foot of the w all.
Tak es 6 men 1 tur n to round up .
If still in place

, cast 2 ba ttle dice.
Cr ossed sw or ds =

w hen a unit
e n t e r s t h e h e x w i t h o u t
rounding up

hit.

20

SPIKES



SIEGE ACTION

This tak es 1 engineer + 4 men.
Engine may not mo ve or fir e
this tur n.

Cast 1d6:
1-2: r eco ver 2
3-4: r eco ver 3
5-6: r eco ver 4

str ength points
str ength points
str ength points

REPAIR A SIEGE
ENGINE

IN THE FIELD .

EVENT CARD
MUST BE PLAYED

RATS
ha ve ea ten par t of

your stoc k of ropes!
Cast 1d6:
1-2: y ou lose 20 CP ’s.
3-4: y ou lose 30 CP ’s.
5-6: y ou lose 40 CP ’s.
In case you ha ve insuf ficient
CP’s, 2 engineer s (in 1 w or k-
shop) ar e ea ten by the hung r y
little monster s...

EVENT CARD
MUST BE PLAYED

Cast 1d6:
1-2: y ou lose 10 CP ’s.
3-4: y ou lose 20 CP ’s.
5-6: y ou lose 30 CP ’s.
In case y ou ha ve insuf ficient
CP’s, 2 engineer s (in 1 w or k-
shop) die in the flames...

EVENT CARD
MUST BE PLAYED

FIRE!
Par t of your pr ecious

timber goes up in flames.

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

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

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

THANK Y OU!
A mer c hant suppor ts
your case and of fer s

you a suppl y of w ood.

EVENT CARD
MUST BE PLAYED

WEL COME!
2 engineer s join

your f or ces.

They join either one or tw o of
your w or kshops or one or tw o
units in the field. The c hoice
is your s...

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

EVENT CARD
MUST BE PLAYED

WEL COME!
1 engineer joins

your f or ces.

He joins either one of your
w or kshops or one unit in the
field. The c hoice is your s...

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

EVENT CARD
MUST BE PLAYED

SCRAP IR ON

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

You find a hea p of scr ap ir on
in an abandoned for ge. Your
engineer s will be pleased!
Cast 1d6:
1-2: y ou gain 10 CP ’s.
3-4: y ou gain 20 CP ’s.
5-6: y ou gain 30 CP ’s.

Cast 1d6:
1-2: y ou gain 20 CP ’s.
3-4: y ou gain 30 CP ’s.
5-6: y ou gain 40 CP ’s.

SIEGE ACTION

1 engineer + minimum 4 men
place a po w der c har ge at the foot
o f a s t r u c t u r e ( s p e e d =
1 h ex /t u r n ), s t a r t i n g f r o m a n
engineer ’s w or kshop . When the
group is hit by or
other combustibles, 2 mak e
the de vice explode, killing all
pr esent in the he x. If placed and
a c t i v a t e d u n d e r c ove r o f a
penthouse, the giv en penthouse
section is destr oyed.

flaming ar rows
kills

Cast 3 sie ge dice.

40

POWDER CHAR GE

EVENT CARD
MUST BE PLAYED

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

Some of your men suf fer fr om
scur vy . Hospital beds ha ve to be
m a d e , c o s t i n g r e s o u r c e s &
ma terials:
Cast 1d6:
1-2: costs y ou 10 CP ’s.
3-4: costs y ou 20 CP ’s.
5-6: costs you 30 CP’s.
In c ase you have insuf f ic ient
resour ces, 1 engineer in w or kshop
dies.

SCUR VY



7

10

98

6

5

Keep: 10
Gatehouse: 9
Tower: 8
Curt ain wall: 7
Gate: 6
Palisade: 5

STRENGTH POINTS
REFERENCE CARD

TECHNICAL DATA
DESTROYED!

A FIRE DESTR OYS ALL Y OUR
ENGINEER ’S DRA WINGS.

Discar d all your sie ge car ds
e x c e p t t h o s e u n d e r
constr uction in an

. Replace these
c a r d s b y t h e e q u i v a l e n t
number of

, but not by
.

engineer
w or kshop

standar d/special
command car ds
sie ge car ds

NEW SIEGE
TECHNOLOGY!

NEW TECHNICAL
DEVEL OPMENTS RENDER
CURRENT SIEGE ENGINE

CONSTR UCTION OBSOLETE.
Bo t h p laye r s d i sc a r d ALL
sie ge engine car ds.

is reshuf fled and
b o t h p l a ye r s r e p l a c e t h e
number of car ds they ’ve just
discar ded.

Sie ge
car d dec k


