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INTRODUCTION

Blood Royale is agame of treachery, double-dealing,
power-politics, dynastic aggrandisement and open
warfare, set in the world of 14th century Europe. It
is a strategic-level political 'wargame’, with a high
level of player interaction, and almost unlimited
scope for co-operation and deception, alliances and
treachery. It is also similar to conventional
boardgames, whereby players can pursue objectives
based ontrade, finance and planning. Since the game
is played out with individual characters, it is even
agameofroleplaying, with each player representing
the abstract concept of a Royal Dynasty.

Each player’s object is to increase the power of his
realm and his exchequer, and to secure his Dynastic
line. This is done by trade, military adventuring, and
by arranging marriages for his children.

Blood Royale has been designed to be played by
beginners and experienced players. The Basic Game
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introduces most of the concepts which govern the
way Blood Royale is played, and allows players to
quickly come to grip with the rules. The Optional
Rules present some ideas for ways in which the game
might be built on, allowing for a greater level of
complexity. Many players will be able to develop
further ideas of their own.

3 to 5 players can play Blood Royale. Most games will
last from three to four hours, with each turn
representing a five-year period lasting about half an
hour. However, if the players choose, they can make
the game last for as long as they like.

Blood Rovale is not a wargame as such. Although
conflict is a permanent feature, combat is normally
restricted to skirmishing rather than all-out war. As
was the case during the period in which the game
is set, the most successful countries will be those
who fight small, short wars to achieve specificgoals...
and win them.

Neither is Blood Royale a simulation. The game is
intended to have the ‘feel’ of 14th century Europe,
but the countries depicted conform to their present-
day appearance, rather than to the actualgeography
of the time, and the divisions of each country have
been simplified. Also, the very nature of the game
means that players will not be playing the actual
characters of the period. So -be warned; both history
and geography have been tampered with!
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COMPONENTS

Within this box you should find the following
components:

A six-piece, jig-cut playing board, showing a map of
Western Europe, and additional game information.

1 King piece for cach country (five in all)

5 Prince pieces for each country (twenty-five in all)
20 Army counters for each country (one hundred in all)
4 Ship counters for each country (twenty in all).

One sheet of 30 stickers

These playing pieces and counters are colour coded for
the different countries: Green (England), Purple (Italy),
Yellow (Spain), Blue (France) and Orange (Germany).

Fifteen 'metals’ resource counters
Fifteen 'cloths’ resource counters
Fifteen 'foodstuffs’ resource counters
Ten semi-luxury resource counters
Five luxury resource counters

12 Famine Markers

18 Rebellion Markers

25 Control Markers

15 Neutral Markers (Optional rules)

2 Mercenary Captain counters (Optional Rules)
10 Neutral Army counters (Optional Rules)

1 Year Turn Marker
5 Player Order counters

96 coins, in the following denominations:

4x 50 Crowns, 12x 25 Crowns, 16x 10 Crowns (silver)
24x 5 Crowns, 16x 3 Crowns, 24x | Crown (bronze)
A pad of 100 Crown notes

A pad of character sheets
A pad of Marriage Contracts

One pack of 63 Event Cards (Optional Rules)

4 dice - 3 six-sided dice, and | ten-sided dice

This rulebook...

You will certainly find it useful to have asupply of scrap
paper and some pens or pencils handy. Some record
keeping is necessary in this game.

Copyright © 1987 Games Workshop Limited

If any components are damaged or missing please write
to: Blood Royale, Games Workshop, Chewton Street, Hill
Top, Eastwood, Nottinghamshire NG16 3HY, and indicate
which components are missing or damaged.

Questions about this game will be answered by Games
Workshop if accompanied by an A5-sized, stamped, self-
addressed envelope or 2 international reply coupons.
Questions must be typed or legibly printed. Please try
to ask your questions in such a way that they can be
answered 'yes’ or 'no’, or so that they can be answered
withashortreference. Although we welcome and enjoy
comments and suggestions about the game system, we
cannot promise to respond to questions on theory or
design intent.

CREDITS

Invented by: Derek Carver
Optional Rules by: Paul Cockburn

Development: Paul Cockburn, Jervis “You've got me
drunk again’ Johnson

Art and [lustration: Stephen Dukes (board art), Dave
‘Super Star’ Andrews & Colin ‘Cavalier’ Dixon
(counter art)

Graphic Design: (everything else) Charles ‘Dewbury’
Elliott and Bil ‘Gobbledigook’ Sedgwick

THE BASIC GAME
(1) Game Equipment
The Map

The playing surface of Blood Royale is amap representing
Western and Central Europe, showing the countries of
England, Spain, France, Germany and Italy. The border
of each country is depicted in a particular colour, as
follows:

Green England
Yellow Spain
Blue France
Orange Germany
Purple Italy

Each country is divided into ten provinces. These
provinces affect many parts of the game. Control of a
Province is governed by the rules in Section 17. Certain
Provinces carry anadditional marker, which willbe one
of the following:

Capital Food
resource.
area

Metal Semi-luxury-

resource - resource

area area

Cloth : Luxury

resource resource

area area

Each Capital serves as the location of the Dynastic court,
and as a castle (see Capitals (18)). Each resource area is
the source of the relevant resource, which will be
producedeach turn for the purposes of trade (see Placing
Resource ltems (12)).

The Turn Record Chart

The Turn Record Chart serves two functions; first it shows
which year the current turn is, and second it is used to
store Army counters that have been removed from the
map due to combat or plague.

The Year Track Marker should be placed on the year
coloumn, so that the current turn’s year is showing just
above it. At the end of each turn, it should be moved
down the coloumn so that the year for the next turn is
showing.

Army counters that have been removed from the map
due to combat or plague are not available to be rebuilt
during the next turn, players will have to wait 10 years
before they can replace these loses. To keep track of which
Army counters cannot be rebuilt players should use the
Dead Army Counters boxes on the map-board in the
following manner:

At the start of the Interphase any Army counters that are
inthe box withthe "Year Ending’ number corresponding
to the last digit of the current turn are taken out of the
box and placed beside the gameboard.

During the Movement Phase, any Army counters that are
removed from the map are placed in the box with the
"Year Ending’ number corresponding to the last digit of
the current turn. (see example 1)

The Holy Landbox is only used with the Optional Rules,
ignore it when playing the basic game.

Example -

It is the 1335
Tun. In the ‘Year
Ending - 0" box
are 8 Army
counters, and in
the ‘Year Ending -
5 box are 4 Army
counters. During
the interphase of
the 1335 tun the
4 Army counters
in the ‘Year
Ending - 5* box
are returned to
the respective
players force
pools.

in the Movement
Phase of the
1335 Turn a total
of 12 Army
counters are lost
due to combat.
These are placed
in the ‘Year
Ending - 5° box
on the mapboard.
They will return to
the players force
pools at the start
of the Interphase
of the 1345 turn.
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Note: ]

The Capital,
Mercenary
Captain and
Neutral Army
are not used
in the Basic
game.

Some of the
resource items
have a black
background.
These should
not be treated
differently in
the basic
Game. The
background
distinguishes
these Resource
Items for use
with Optional
Rule ().

The Dice:
Blood Royale
includes 3 six-
sided dice
(numbered 1
to 6) and 1
ten-sided dice
(numbered 1
to 10). The
ten-sided dice
is only ever
used when
rolling on the
Ramdom
Province
Table

e

Note 2 ——

If there are less
than 5 players,
the rules in
Section 23
should be read
before play
starts.

———————
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The Playing Pieces (Sec Note [)
Certain playing pieces are colour-coded, and can only
be used by the player running that country:

Capitals Fleets

QOrder
Counters

Control
Counters

Army
Counters

King Pieces

Before playing the game for the first time, the plastic
pieces need to have their stickers affixed. Eachset of six
identically-coloured plastic pieces has a set of six stickers,
marked 'K and '1°, '2°, '3’ '4" and '5". Pcel the stickers
off the backing sheet, and fix to the plastic pieces.

The remaining pieces are usable by any player:

Resource Items

~3 SKRIBID>

TR

Rmsoomas |

Mercenary
Captiin

Neutral
Province

Neutral
Army

| LRI

Pravfines

Year Turn

Money

There are two types of money in the game; plastic
coins and paper notes.
Coins:

Bronze: 1 Crown

3 Crowns

5 Crowns

50 Crowns

Silver: 10 Crowns 25 Crowns

Paper Money: 100 Crown notes

The Mercantile Bank of the Medici Family
promises to pay the bearer the sum of ~

in Pursuance thereof
witness my seal

The use of the various game pieces will be described
in the relevant sections of the rules.

(2) Setting Up The Game (See Note 2)

Each player controls a country and a family Dynasty.
To begin the game, each player should select the
country he controls. This can be done by any agreed
method, although the simplest things is for each
player to draw one King piece from a cup or other
container, and to take that country. You can then
place the King piece in the capital.

Place the playing area on a suitable surface, and
arrange the players so that each is sitting
conveniently for the country he or she controls.

Each player should then take the other colour-coded
picces for the country they control, and place them
conveniently to hand in front of them (if this is the
first game with this new set, you will need to place
the stickers on the playing pieces; each country
should have one King 'K, and 5 Princes '1-57)

The Year Turn marker should be placed in the 1300
box on the Year Track. The other counters and the
Marriage Contracts should be placed somewhere
close to hand. Ignore the Event Cards and the
counters from the Advanced Game,

Place the money in a convenient place to one side of
the board. This money forms the bank or Treasury,
into which payments will be made for players’
Armies, Fleets, ete, and from which they will draw
revenue.

Each player will require three characters to begin the
game with. These characters will be recorded on the
Character Sheets provided. The three starting
characters in each Dynasty are:

A King aged 25 (born in 1275)

A Queen aged 20 (born in 1280)

One child, aged 5 (born 1295). The child’s sex
should be determined by rolling a die: on a result of
1-3 the character is male, on a 4-6, female.

—_—
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Fill outthe character sheetsas inthe example that follows.
You will have to choose a Dynastic name for your family
and Christian names for all the members of the family
(there are some suggested names at the end of these rules).
Each character must then be given the three Characteristic
ratings. For the King and Queen these can be regarded
as Normal. For the child, you must establish the
characteristics by rolling three dice, three times, and
comparing the result to the following table:

Dice Result Characteristic Score

3-5 -2
0-8 -1
9-12 0 (Normal)
13-15 +1
16-18 +2

(See Example 2)
(3). Winning The Game

Before the game starts, players should decide how long
it will last. You can either play for a set period of "real’
time (eg. three hours), or for a set period of 'gamc’ time
(measured in units of five years). As a guide, cach five
vear turn should take about 20-30 minutes - atthough
vour first game is bound to be much slower than this.

Atthe end of the game, the player with the most money
wins. A final cashing in of resources is allowed after the
last turn (see¢ Ending The Game (22)).

If you wish to play a sequence of games, each tollowing
on from the last, each player should record the amount
on money he or she has at the end of a session, and the
winner of each session will then be the player who has
increased his or her wealth by the greatest percentage.
p -

(4). The Sequence of Play

A)  DYNASTIC SEQUENCE:
Births
Survival
Marriages
Announcements

B) INTERPHASE
Taxation
Placing Resources
Removing Famine counters
Removing Rebellions by payment
Muaintaining Forces
Raising Forces

C) MOVEMENT:
Event
Movement
Event
Movement
(Event)
(Movement)

D) CASHING IN RESOURCES

(5). A Full Game Turn

A: Each game turn start with the Dynastic
Sequence.

First, players will establish whether any children
have been born to marriages in their Dynasty. If this
happens, aCharacter Sheetshould be created for the new
character (see Birth (6)).

Example 2

Paul will be controlling Germany. He takes 3 Character Sheets, and fills two of them as follows:

SeM Dame Jouann
{)snasty HAPSBURG [ arents ~
\Zvnr of [3irth 1270 .

Do 15 Dawn [ K

[ittes  ~

. . . i - .
(J)llslllullox) O | C haracteristic Seores

“hari [ 3802 1305 ¢ 41

Jharisma | : L3-15 '

¢ o /] 6811 16-18 1 +2
9-12 : aoral

Strength/(yuile ©

SexF D ame Enizage™
[} yoasty
\Zmr of [Jirth 12785

Do, — awa o~
Darens ~
Titles —~

- f 1

(onstitution O

} C haracteristic Scores
. | 152 LS ;4
Charisma \ [ 4 )
; o \ / 68:-1 16-18 : +2
[Strength/Gyuile O

9-12 : normal
), :

301200 [ 4+ 58 jFL 50 Boran [ 1275 [[30] a+|[5s [7+][ 80 [10-+]
3s ‘ 3+ || 8s E‘ Year |SR|| 35 4+ |[60 8+ ]| 8s u+
EVEERES C} BN X | Y I T 1290 |3+][a0]  Jarlles| [o+lfoo] jus]
12011290 |4+ ] 45 | K )| Jlojjes) fus 1295 |4+ (|45 s+|[70 Jlosffos| ju
25(1295 |4+ 50 ‘ L(n ")0’7 11+] 1200 [4+|[50] 6+ |[75 10+|[100 1]

He has chosen the Dynastic name 'Hapsburg'
This name will appear on most of the Character
Sheets of characters he controls during the
game. Queen Elizabeth is not a ‘Hapsburg’ since
she married into the family. Since this character
has no background, Paul leaves the Dynastic
Name space on her sheet blank. Later, wives will

carry the Dynastic name of the family they were
1 born into (see The Dynastic Sequence - Marriage
(8)). Also, Paul leaves the ‘Mother’ and ‘Father’
spaces blank on these characters.

The ‘Titles’ space is also left blank - this is an
option from the Advanced game.

Paul rolls three dice three times, and uses the
table to discover the child’s characteristics, as
Sollows:

Paul rolls: 6 1018
Scores: -1 0 +2

He then rolls one die to determine the child's sex,

1—“ ———

L L T g——

getting a 5. The child is female, and Paul fills
her Character Sheet in as_follows:

SexF [ ame ANNA [ [Dawa Do, —

[ ) ynasty HARSEURG [Yarents Jorann 2 RLzABETH.

\;’t".ll' of [3irth 1295 '[ancs —

T e} I

(onstitution -1 y ) ( haracteristic Scores
N 352 13445 ¢ +1

Charisma O TN 1618 © 2

« 942 normul

StrengthiGyuile +2-

== —_

— —— —

B\)rni\lqs‘ 30
age| Year [SR]|3s
15 (1210 [3+(( 40

20 4 45
Pk

4+ (] 50

Anna has the Dynastic name of Hapsburg, and
Johann and Elizabeth as her parents. To see how
the Characteristics affect the game, see The
Dynastic Sequence - Birth (6).
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Note 5 ——

If more than
one child is
born to the
same parents
during the same
year (ie, the
Pplayer makes
additional Birth
Rolls), the Year
of Birth space
on the
character sheet
of the second
child should be
Silled in with a
date one year
later than the
current turn (e,
1301 in the
Sirst turn, 1306
in the second,
etc), and a third
child's Year of
Birth should be
two years later,
This is
important when
it comes to
determining
Succession to
the Throne.

J—-———:

Note 4 ——

Unlike the Year
of Birth space,
the Year Track
should only
carry the dates
of successive
game tumns.
Thus, for the
second child
born to a
married couple
in the year
1320, the
player would
write 1321 in
the Year of
Birth space, but
1320, 1325,
1330 and 1335
in the first four
spaces of the )
Year Track.

——

Also, players will need to see it their characters
survive the turn, by making a Survival Roll (see Death).
Characters who fail this rollare removed from the game.,
Should a reigning monarch die, his/her successor will
ascend the throne (see Succession (9)).

Third, players arrange marriages for their Dynasty's
children (see Marriages (8)). Characters cannot actually
marry until they are 15 years old, although marriages
can be arranged for them at any time - even before they
are born!

At the end of the Dynastic Sequence, players must
Announce the events that have occurred within their
Dynasty. They must give a verbal report to all the other
players of the Births, Marriages and Deaths (including
the succession of any new rulers), so that players who
were otherwise occupied with their ownaffairs will know
what is going on. At this point, any widows (except
Queens) are returned to their original ruling house (see
Deaths (7)). Players should also announce the
Characteristic Scores for new characters born that year.
These scores are never secret, and should be revealed
for other churacters if requested.

B:  There follows the Interphase. This
comprises:

Taxation

Placing of New Resources

Removal of Famine Markers

Removal of Rebellion markers at a cost of
15 crowns per province

Maintaining existing armies and flects

6. Raising new armies and fleets.

N =

.

During the first turn only items 1, 2 and 6 apply.

As with the Dynastic Sequence, all the players can perform
these actions at the same time, although each player must
go through points 1-6 in the sequence in order (taxation,
rajsing new resources, removal of famine tokens, removal
ofrebelliontokens (optional), maintaining armies/fleets,
raising armies/fleets).

C:  Then come the Movement Turns. These
should take place in the following order:

1. The 5 Player Order markers should be
placed in a cup or similar container, and
a player should draw one, and show it to
the other players. The country indicated
by the marker will play through the
Movement Phase first.

2. The player of the country revealed by
this draw then rolls one dice, and
compares the result to the Events Table
(see Events (15)). The Event occurs
immediately.

3. The first plaver takes his or her turn to
move and resolve any attacks (see
Movement (16) and Combat (19)).

4. The first player then draws another
Player Order Marker from the container,
to establish the second player (the drawn
Markers should be placed to one side
until they have all been drawn). The
second player then takes his or her turn
to move and resolve combat, and to
draw the next Player Order Marker, This
continues until all players have taken a
turn 1o move and resolve combat.

i

The Player Order Markers are then
returned to the container, and steps 1-14
should be followed through a second
tinte, with the first player making the
roll for Events, and each player taking a
turn to move and resolve any combats.

In a 3-player game, players should repeat sieps 1-4, for
a third round of Events, Movement and Combut.

D: The Full Game Turn ends with Cashing
In Resources (see Ending The Game (22)

(6). The Dynastic Sequence - Birth

Each Player rolls two dice for each married couple in
their Dynasty. On a result of 7 or bigher, a child is born
in that Year Turn.

During the Dynastic Sequence, players have the chance
to increase the size of their Dynasties through births.
Each married couple controlled by a player is capable
of producing children, so long as the female partner is
50 years old or younger (although Birth rolls should not
be made if either partner is being held prisoner).

Eachfive-year turn, during the DynasticSequence, cach
player with married couples within his or her Dynasty
may make Birth Rolls for each wife aged 50 years or
vounger. To discover if a birth has taken place within
that marriage, the player shouldroll two dice. If the result
is 7 or more, a child has been born.

The player may then make up to two more additional
dierolls for each married couple (regardless or not their
first die roll was successful). Each of these additional
rolls takes one point away from the wife's Constitution
Characteristic (see below) for that S-year turn only. In
other words, excessive child-bearing lessens the mother’s
chance of survival.

The births generated by this process do not represent
all the live births a female character has during her life,
since a great many children born in the 14th Century
did not survive to become adults. This process represents
only those births where the children will live to be 15
years old. Players will note that no Survival Rolls have
to be made for a character until he or she has reached
the age of 15.

Character Sheets

Foreach new character brought into the game, the player
must fill out a character sheet.

As explained under Setting Up (2), three character sheets
have to be made out to start the game. Each time there
isabirth, the controlling player must also make out new
character sheets for these new characters.

To explain the procedure fully we will describe the
making of a Character Sheet for a newly born child.
Having made a successful Birth Roll, the player should
then roll a single die to establish the sex of the child.
On a result of 1-3, the new character is male, and on a
4-6result, the character is female. Players may make this
sex determination die roll before they decide whether
or not to make additional Birth die rolls (see above - a
family producing too many girls might choose to make
an extra effort in the hope of producing a boy to ensure
a trouble-free Succession).

The player should then roll three dice three times to
generate the Characteristics for the new character.
Compare the resulting dice score to the following tablc
to find the Characteristic scores for Strength/Guile,
Constitution and Charisma.

Dice Result Characteristic Score

3-5 -2

06-8 -1
9-12 0 (normal)
13-15 +1
16-18 +2

The character sheet can then be completed, as follows:

YEAR OF BIRTH: This can be filled in with the date of
the current turn (ie, 1300 for the first turn, 1305 for the
second turn, ¢te) as indicated by the turn track.

(See Note 3)
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BORN: The top box on the Character Sheet’s year track
shouldbefilled in with the year of the current turn (1300
in the first turn, etc). Each successive box underneath
shouldbe filled in with the year of successive turns (1305,
1310, 1315 etc), at least up until the year in which the
childis 15. As the character ages, additional dates should
be filled in as required. (See Note 4)

SEX: As determined above,

NAME: Each child mustbe givena Christian name of the
player’s choice.

DYNASTY: Write the name of the father’s Dynasty,
followed by themother’sand father’snames. A child will
normally carry the father’s Dynastic name, although the
children ofa female character who is 2 Queen in her own
right will carry her Dynastic name.

TITLE: This space is not used in the Basic Game.

CHARACTERISTICS - Strength/Guile, Constitution,
Charisma: As determined above. The importance of the
different characteristics is explained below.

PRINCE NUMBER: This refers to the playing piece which
isused torepresent amale character when movingabout
the board. It should read ¢ither 'K’ for the King, or be
numbered 1-5 tomatch one of the playing pieces for that
country. It should not be filled in when the child is first
born, but only when a male child reaches the age of 20.

When a royal male character reaches the age of 20, he
must be placed on the board in a Home Province, using
one of the numbered Prince pieces (see Using The Prince
Pieces, below). He can subsequently be moved, and can
command Army counters in battle.

Effects of Characteristics

Strength/Guile affects the Outcome of Battles
Constitution affects the length of time characters will
live inthegame. Charisma affects Rebelllonsandbrings
cash rewards/penalties for female characters in
marriage

STRENGTH/GUILE: Boys have the former and gircls the
latter. This affects amale character’s performance inbattle
(see Combat (19)). His wife's rating is added to (or
subtracted from) his. Since characters can never be rated
higher than + 2 or lowerthan-2, if a wife’s score would
modify the husband's score outside of this range, the
excess is ignored. (See Example 3)

CONSTITUTION: This affects the character’s chances
of Survival. A -2 score means that the character is
unhealthy whilst at the other end of the scale + 2 means
that the character is healthy and should be long lived
(see Death (7)).

CHARISMA: This represents the character’s popularity.
A -2 means that rebellions are most likely wherever that
character goes, whereas +2 implies popular support and
far less chance of rebellions (see Events (15)).

In addition, if Brides have a Charismascore of + 1, their
husband’s Dynasty will receive 30 Crowns from the
Treasury at the time of their wedding (this becomes 60
Crowns if the bride is +2). Conversely, a character
marrying a girl with -1 Charisma will cost his Dynasty
30 Crowns (which becomes 60 Crowns for a -2 score
- see Marriage (8)).

Using The Prince Pleces

Asstated above, whenever a male characterina Dynasty
reaches the age of 20, the player should place a Prince
piece on the board ina Home Province. The player should
record the Prince Number on the playing piece on the
Prince’s Character Sheet.

If there are already five Prince playing pieces of that
Dynasty ontheboard, the 'new’ Prince cannotbe placed
on the board. That character remains in the capital, and
may not be moved. If aKing or Prince dies and a playing

piece is freed, the oldest Prince not represented by a piece
should now use the one that has been freed.

If a Prince character of one Dynasty becomes controlled
by the player of another Dynasty (because of a Marriage
Contract or the play of an Event Card), his playing piece
should be swapped for one of the 'new’ Dynasty, and
the change in the playing piece recorded. If there is no
free playing piece of the 'new’ Dynasty, the character
cannot be represented on the board, is assumed to be
moved to the 'new’ Dynasty’s capital, and cannot move
until a piece becomes available.

(7). The Dynastic Sequence - Death

Each turn, players should make Survival Rolls for all
adult characters. If the roll is failed, the character dies
and is removed from the game.

In the second part of the Dynastic Sequence, Survival
Rolls are made for all characters in a player’s Dynasty
aged 15 or older. This will determine which characters
will survive for a further five years (ie, go forward to the
forthcoming Movement Rounds).

Onthe Character Sheet's, the players should record the
current year in successive boxes on the Year Track. This
immediately shows, to the left, how old the character
is. It also shows, to the right, the number the player is
required to rollontwo dice for that character to survive
the Dynastic Sequence. Thus a character born in 1310
wouldbe 25in 1335, and would have to make a Survival
Roll of 4 or more to stay in the game.

Each player rolls 2 dice for each character, clearly
indicating which character he or she is rolling for. The
result of this die roll must be modified by any plus or
minus fromthat character’s constitutionscore (and this
must include any additional penalty a female character
has through attempting to produce additional children
that turn). (See Example 4)

Survival Rolls may also be required for characters suffering
the effects of Plague (sec Events (15)) or as a result of defeat
in Battle (see Combat (19)).

If a character does not survive, his or her Character Sheet
is torn or crossed through, and any playing piece used
torepresent that characterontheboard is removed. Any
Marriage Contractsstill ineffect through that character’s
marriage is terminated. If a dead character leaves a
surviving spouse who came originally from another
Dynasty, that character is returned (see Marriage (8)), with
one exception. The widow of a King is simply retired
from the game (Queen mothers cannot re-marry).

If a King or Queen dies, a new Monarch comes to the
Throne (see Succession (9)).

If a Dynasty dies out, a player may start a new Dynasty,
following the rules under Setting Up (2). The new Dynasty
starts with the money left by the previous one, and
controls the Provinces left under the control of the
previous Dynasty. (See Note 5)

(8). The Dynastic Sequence - Marriage

Players may arrange marriages for any unmarried
adult characters. Thesemarriagesshouldbe thesubject
of a Marriage Contract.

All characters can enter into marriage from the age of
15. When the 'wedding’ takes place, the player with the
female character passes her character sheet tothe player
with the male character, who will decide on all future
actions for that character (until either partner dies - see
below). Marriages can bearranged before either partner
is 15 - even before characters have been born! - but the
Marriage Contract only becomes binding once the
charactersare actually wed, which cannot be before they
are both 15 or older.

Because the game embraces just a small number of
families, the only other restriction on marriages is that

Example 3=

Mathilde (-2
Guile) marries
Francisco (-1
Strength).
Francisco is
now effectively
-2 in combat.
The Spanish
player now has
an even more
useless war-
leader - so there
had better have
been some good
reason why he
married her in
the first place...

Emmplé 4=

A mother aged
30 needs 4 or
JNOre Lo SUTVIVe.
She started with
a Constitution
of +1, but has
made two
additional
attempts to
produce
children,
reducing her
Constitution for
that tumn to -1,
The plgyer rolls
7, which is
modified to 6. )
She has rolled
higher than the
required 4, and
SO Survives.

Note 5———

Survival rolls
are not required
JSor children
born that turn,
nor for children
aged 5 or 10.
Characters
automatically
survive to the
age of 15.

if you are
eginning
players, it is
advised that
you do not
make Survival
Rolls for your
King until the
1310 turn at
the earliest.
This will avoid
the slight
possibility of a
King dving in
the first turns,
whilst you are
still mastering
the basic
routines.

———— ]
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two characters carrying the same Dynastic name may
not marry. In the right circumstances, this might mean,
for example, that a man could marry his niece or even
his grandchild, but we have to turn a blind eye to this!

Marriage Contracts

Marriage Contracts are binding agreements between
players, and should be written out on the blank
Marriage Contracts provided.

Marriages can be - and usually are - subject to a Marriage
Contract. The nature of these contracts is extremely
varied. They can cover agreements about trade, safe
passage of trade, non-aggression, exchange of land,
exchange of goods, money, etc. Anything is permitted
inaMarriage Contract that does not contravene the game
rules. These contracts cannot be broken under any
circumstances. For as long as the marriage exists (ie, whilst
both partners remain alive), the conditions of the
Marriage Contract apply.

There may be circumstances in which a player finds it
impossible to meet one of the conditions of a Marriage
Contract that is entered into in good faith. Obviously,
if Player A has agreed to send a clothing trade item to
Player B each turn as part of a marriage treaty, and
subsequently loses the supply centre that produces that
item, then that player is going to find it very difficult
to meet that obligation. Similarly, if Player A agrees a
mutual non-aggression clause with Player B, and a mutual
support in time of war clause with Player C, that player
is going to be in grave difficulty if Player B declares war
on C.

There is no penalty if a player becomes incapable of
meeting an obligation in a Marriage Contract through
no fault of his or her own. However, players may never
place themselves deliberately in such a situation. In the
examplesabove, Player A may not sell the clothing trade
good todanother playeraslongasitis contracted toanother
player. With a bit of experience, players will learn to
include clauses in the contract which allow for the
possibility of a later problem. Player A could state that
the clothingtradeitem willbe sent to Player Bforaslong
as the supply centre is in Player A's hands (which would
have the beneficial effect of ensuring that Bassisted him
in holding onto it); likewise, Player A could exclude
support for any war between B and C when signing the
mutual support treaty with C.

Players should also make every effort to fultil the Marriage
Contract. Stalling or finding excuses not to do something
that is part of a Marriage Contract, even if this places
the player at a disadvantage, is against the spirit of the
game.

The details of the Marriage Contract should be written
on the blank Contracts provided. The terms must be
precise. If there is a fixed term for any clause, this must
be clearly stated. Likewise, if there is a starting date for
a part of the agreement (such as a regular exchange of
Trade Items), this should be recorded as part of the
Contract. (See Example 5)

Example 5
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The Effects of Characteristics

A bride’s Guile score should be added tober busband’s
Strength score.

Brides with positive or negative Charisma scores bring
a cash bonus/penalty to their busband’s player of 30
Crowns x the Charisma score.

A character marrying a King or Queen or a character
who later becomes King or Queen bringsa 100 Crowns
bonus to his or ber Dynasty.

Brides confer additional military strength
bonuses/penalties to their husbands in accordance to their
Guile rating (see Birth - Characteristics (0)). Abride with
a2 +2 Guile score who married a character with a 0
(normal) Strength rating, would make him effectively
+2 as long as the Marriage lasted (see Combat (19)).
However, a bride can never modify a husband's score
above +2 or below -2,

Brides with a positive Charismascore bring a cash benefit
to their husbands, and those with a minus rating bring
a cash penalty. At the time of the wedding, a bride with
a +1 score confers 2 30 Crown benefit on the player of
the male character, and abride with + 2 Charisma confers
260 Crownbenefit, This canbe thought of asadonation
fromthe happy people of the player’s country. If the bride
hasanegative score, thenthe player of themale character
must pay 30 Crowns to the Treasury for a -1 Charisma
bride, and 60 Crowns for a -2 Charisma bride. This
representsthe extramoney that has to be spent for anyone
in the country to recognise that this was such a good
idea...

If a bride marries a King or a Prince who later becomes
aKing, the player from whose Dynasty she came receives
100 Crowns from the Treasury, either at the time of the
marriage or when the male character succeeds to the
throne. The same applies to a male child who marries
aQuecnoraPrincess who becomes aQueeninherown
right (ie, succeeds to her Dynastic throne). The people
ofthe player’s country are showing theirdelight at such
a fortunate match.

Marriage and the Succession

Players must guard against losing control of their
Dynasty’s Crown through another player’s character
inberititig the Throne.

Each player must try to protect the interests of his or her
Dynasty. If a player is short of sons (or his sons are
somewhat sickly!), he mustlook to his daughters. If they
are to marry, the player cantry to ensure that the Marriage
Contract includes a clause that says that the prince
relinquishes any claim to his own Dynastic throne, and
that any children of the marriage will be brought up as
part of the bride's Dynasty.

If the two players agree that the husband will join the
female character’s Dynasty, the husband's character sheet
should be given to the player of the female character.
He can fight as a prince of her country and any children
of the marriage - whether they carry his Dynastic name
orhis wife's - willbe treated just as if they were the children
of amale character. This could lead to situations where
a Prince did battle against his father - history has many
examples of this!

Should a married female character ascend the throne,
her husband will become Consort, and - if not already
the case - the player controlling the Queen’s original
Dynasty will take control of the Qucen, her Consort,
and any children of the marriage. The only benefit to
the male character’s original plaver is the 100 Crown
payment for a marriage to a monarch (see above).

1f a player tinds no other player will provide him with
amarriage under these conditions, he may end up without
a Kingdom, and another player may end up with
characters ruling two Kingdoms (sce Succession -
Controlling Two Countries (9)).

R —
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Marriages and Children

The children of a marriage are always brought up by the
male character’s Dynasty, except where the Marriage
Contract says otherwise, or in cases where the wife
becomes Queen of her original country (see Succession

).
(9). Succession

When a Kingdies, the next-in-line comes to the Throne.

In the majority of cases, the act of succession is quite
straightforward. The Kingdies and his eldest sonbecomes
King.

But on the occasions where there is no obvious candidate
for the throne, it is necessary to search wider for the
successor (making use of the parents’ names and Year
of Birth information on the Character Sheets).

The order of Succession is as follows:

The eldest son then down through his
family, boys and then girls;

The second son and down through his
family - first the boys then the girls:

The third son, and so on;

The eldest daughter and down through
the sons in her family, then the girls;

The second daughter, and so on.

(See Example 6)

If nosuccessorcanbe traced, the King is assumed to have
4 relative, who can then be created and played by that
Dynasty’s player. This relative is 5 years younger than
the deceased King (or 20 years old - whichever is the
older), ismarried toa wife 5 years younger than himself,
and has a child for every five years of their marriage,
starting from when the male character was 20. The player
should create Character Sheets for the new royal family.

WhenaPrince ascends the throne, the controlling player
should at once exchange the King piece for the Prince’s
piece on the board. The King piece can either be placed
inthe capital, inthe province where the Prince was before
the Succession, or in the province where the previous

Example 6
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King was. The change in the piece representing the
character should be recorded on the character sheet (by
substituting a 'K’ for the prince’s number).

Female Succession

A female character who becomes Queen is always
controlled by that country’s player, if she is married,
and controlled by another player when she becomes
Queen, she is returned to ber original player, along with
her busband - the Consort - and any children of the
marriage.

If the new Queen is married to a King, or a character
who becomes King, a Dynastic Union takes place, and
the player of the male character takes control of both
countries.

When a Queenascends the throne, the rules of Succession
becomce slightly more complicated. The King piece is
removed from the board, since the Queen may never leave
her capital. Her Charismarating is still used for Rebellions
(see Events (15)), and she performs all other functions
ofaKing, though she may notbe moved fromthe capital,
or lead armies.

In addition, it the Queen is married, and controlled by
aNother player at the time she inherits the throne, she
is returned to her original Dynasty at once. She brings
any unmarried children from the marriage, and her
husband, who is then Prince Consort. His Prince piece
isswapped for one in the Queen’s country’s colour, and
this is placed in the Queen’s capital. To all intents and
purposes, all these characters are now controlled as
normal by the Queen’s player.

If 2 married Queen dies, her Consort is returned to his
original Dynasty, in the same way as most female
characters return to their original Dynasty when their
husbands die (see Marriage (8)). The children of the
marriage stay with the late Queen's player.

The exception to all this is when the Queen is married
toaKing, orto acharacter whobecomes King of another
country. In this case, control of the King, Queen, and
all children of the marriage remains or reverts to the male
character’s player. In such a case, too, a Dynastic Union
would have taken place, and the male character’s player

A ——

Karl-Franz I
1300-1335
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r By
Karl Franz Il Johann*
1315-1360 1316-1355
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Karl Elizabet Wilhelm Rudolf Johann
1330-1385 1335-1355 1340-1390 1345-1390 1335-1385
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Franz Sigismund ~ Catharine Joachim Florenz
1350-1370 1355-1400  1360-1396 1350-1380  1355-1415

LGemzan Family Tree ]

(4) Johann the Elder, (5) Johann the Younger.

heirs, (4) Rudolf, (5) Florenz and her hevs.

* Note Johann the Elder's Date of Birth. He was born as the result of a second roll by the German player;
in the same turn as Karl-Franz, and has one added to his Year of Birth to show this. This also shows that
he would only inkerit the Throne qfter his elder brother;

When King Karl-Franz 1 dies in 1335, the order of succession is (1) Karl-Franz Ii, (2) Karl, (3) Elizabet,

When King Karl-Franz Il dies in 1360, the order of succession is (1) Karl, (2) Wilhelm, (3) Sigismund, (4)
Catharine, (5) Rudolf, (6) Franz, (7) Johann the Younger; ( [? Joachim, (9) Florenz. When King Karl dies in
1385, the order of succession is (1) Wilhelm, (2) Sigismund, and his heirs in turn, (3) Catharine and her
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would be in control of two countries (see below). Toavoid
this, a player may pass over a female character asa Queen,
in a Disputed Succession (see below).

Disputed Succession

Players may choose to pass the rightful beirto the throne
inonly two circumstances; ifthe character is a prisoner,
orifthecharacterisafemale, and marriedtoa foreign
character(andcontrolledby another playeras a result).
There are penalties for doing so.

A player can pass over a character who is the legitimate
heir to the throne in certain rare circumstances. These
are when:
a)  the heir is a prisoner in another country,

or
b) the heir is a female character controlled

by another player as a result of a

Marriage.

There are likely to be penalties to be paid in the form
of unrest at home or antagonism from abroad, but a player
might feel these were preferable to allowing the
succession to follow a female line, or to allowing a King
to come to the throne when he is a captive.

Ifthe heirisa prisoner, and the player does not pass over
that character, the player will be running an increased
risk of Rebellion through the King being away from the
Capital (see Events (15)).

Players are more likely to want to pass over a female
character for the Succession, when she is married to a
Foreign King, or a Foreign Prince who might come to
inherit his own Throne.

Normally, a female character who comes to the Throne
would be returned to her original Dynasty, bringing with
her her Consort and any children of the marriage. By
compensation, all the other player receives is the 100
Crowns for having a character married toa Monarch (sce
above and Marriage and the Succession (8)). However,
the complication arises when the Consort is a King, or
becomes King while still married to the female character.
In this case, a Dynastic Union has taken place, and the
player with the male character will have gained control
of both countries (see Controlling Two Countries, below).

A player with a female character who is likely to ascend
the throne (ie, is the heir presumptive) can attempt to
insist on a clause in any potential Marriage Contract
whereby the husband renounces any claim to the throne
of his home country. In this way, the husband will come
tolive with the female character, and willbeccome Consort
it she becomes Queen; the children of the marriage will
also remain within the mother's Dynasty.

(See Example 7)

These rules only apply for matters of Succession when
areigning Monarch dies. Monarchs may not abdicate, nor
be deposed.

smedibee e e ————

Penalties for Passing Over A Legitimate Heir

If a player passes over a legitimate beir, all other male
characters in bis or ber Dynasty receive a -1 Penalty
to Strength. Male characters in the Dynasty controlling
the passed-over character bave a + 1 bonus to Strength
when in combat with the 'usurper’ Dynasty.

If a player passes over an heir to the Throne because she
is a female character married into another Dynasty, all
male characters in the player’s Dynasty fight with a -1
penalty to their Strength score (which can reduce a
character’'s Strength below -2; see Birth - Effects of
Characteristics (0)) for as long as the legitimate Leir to
the throne, or her heirs, is stillalive. This represents the
resistance of the country's population to the wrongful
succession.

Additionally, the Dynasty controlling the rightful heir
hasa + 1 bonusto Strengthforallits characters whenever
they are fighting the 'usurper’ Dynasty. This penalty too
is retained by the player’s Dynasty for as long as the
legitimate heir to the throne, or her heirs, is still alive.

A player controlling a passed-over character must agree
to renounce the claim of a passed-over character, or her
heirs, as part of a Marriage Contract with the 'usurper’
Dynasty. Alternatively, it is possible for there tobe arival
claimant to the throne for the rest of the game - making
the playver’s task permanently difficult. It would be as
well to arrange for amarriage contract by which the rival
renounces the claim as soon as possible (this dropping
of the claim would last even after the end of the Marriage
Contract).

If a player chooses to pass over a rightful male heir who
is being held prisoner by another player, all his or her
male characters fight with the -1 Strength penalty, as
outlined above. Additionally, the Monarch receives a
penalty to his or her Charisma score, representing the
factions that will cause trouble once they have beengiven
a'cause’. The player should rolladie. Aresultof 1-3 means
the new monarch's Charismaisreduced by -1, and a result
of 4-6 reduces it by -2 (this may reduce the character’s
Charisma score to -3 or -4'). This penalty cannot be
inherited by any of the new monarch’s heirs, but can
reduce the monarch's Charisma below -2.

(See Example 8)

Controlling Two Countries

Ifa Dynastic Union takes place, because the Queen of
onecountryismarriedtothe King of anotber, the male
character’s player will control both countries.

Fér the player controlling two countries, there are
obvious advantages, and some disadvantages. The player
controlling the 'annexed’ country has complete control
over it (and can therefore tax, raise trade items, raise
troops, etc). Existing Army and Fleet counters on the map
remain in play, controlled now by the new player. The
Player Order marker for the controlled country should

SRR S

Example 7-

In 1375, King Louis of France dies, leaving his daughter, Isabelle, to become Queen. A long
time ago, before it looked likely that she might become heir, she married Carlos of Spain, a
nephew of King Miguel, and they have had a child, Fernando.

The French player is now faced with a difficult choice. [f he allows Isabelle to become Queen,
the Spanish player will return her character sheet, along with Carlos - who will become
Consort - and Fernando’s, who will be heir to the Throne. Spain will receive 100 Crowns for
having a character married to a Monarch as some sort of compensation. '

However, the French player is faced with the danger of losing control of France if he does
this, If King Miguel dies, Carlos is his hetr; and if he becomes King of Spain, the two thrones
will be joined in @ Dynastic Union, and control of both countries will be given to the male

character's player (Spain).

Therefore the French player chooses to pass over Isabelle’s claim, in favour of the next in line,

Louis’ younger brother, Henri. Isabelle remains as a character controlled by the Spanish player.
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be placed to one side; inthe Movement Phase the Army
andFleet counters willbe moved at the same time as those
of the controlling country.

However, the unrest a foreign ruler causes will have a
negative effect. Apply a -2 modifier on the monarch’s
Charisma when rolling for Rebellion in any Home
Province in the annexed country (this can reduce a
character’s Charisma below -2 - see Events (15)). This
continues for aslong as the country is ruled by a "foreign’
monarch (ie, a character who is controlled by a different
player).

Also, the foreign monarch may raise only 1 Army per
controlled Province, and not two.

Since Rebellion canbe costly, and might evenspread into
the player’s own country, andsince the annexed country
might be more difficult todefend, a playerinthis position
might prefer toabandonany rightsto it, and allow anew
Monarch to be established by the 'landless’ player. The
player must return all Home Provinces (but not captured
ones, necessarily), unless a Marriage Contract can be
arranged which ceded certain Provinces to his or her
control.

If a player lost control of country because his or her
Dynasty died out, the player should be allowed to
establish a new Dynasty, following the procedure
followed when no heir can be found (see above).

On the other hand, if a player remains landless for any
length of time, he or she is in real difficulties, though
the player might have hopes of regaining the throne
through normal rules of Succession. In the meantime,
that player can only continue in the game as a Baronial
Dynasty. At the time the player loses control of his or
her country, he or she will still have control of the
Dynasty’s money, and any Prince counters on the map.
He or she would still be part of the Dynastic Sequence,
but could only Raise Taxes or Trade Items with the express
permission of another player, who would forfeit the
income from his own Tax or Trade revenues. The aim
of such a player would have to be to place one of his
children in an advantageous marriage, which inherited
athrone from another player through the normal rules
of succession. The odds on this happening twice in a
game are very slight, however, and th¢ player could be
effectively out of the game. (See Example 9)
Procedure In The Case of a Minor Ascending The
Throne

If a character who is less than 15 years old inberits the
throne, the player should establish a Regent, who will
beregarded as 'King’ as far as the rules are concerned.

If the legitimate heir to the Throne is less than 15, a
Regency is established. The player canbring inany other
character to act as Regent (if he or she is of age). If none
are available, a baron or cousinof the late King is created.
Heis 5 years younger than the late King (or 30 years old,
whichever is older), and characteristic die rolls are made
tor him.

If an existing character is made Regent, he or she merely
assumes the role of King and all its vested powers until
the true King reaches 15. At that time, the character reverts
to his normal role. If a character was created to be made
Regent, he is simply retired from the game at this stage.
He has no wite, does not marry and produces no children
as far as the game is concerned.

(10). End of Dynastic Sequence

Players should inform each other of all Births, Deaths
and Marriages which took place during the Dynastic
Phase.

At the end of the Dynastic Sequence, players must
Announce what has happened to their Royal House. In
other words, they must give a verbal report on Births,
Deaths and Marriages, so that players who have been
otherwise occupied with their own affairs know what
has been happening. Itis at this stage that any the brides
of dead Princes (or the husbands of deceased female
characters) are returned to their original Dynasty.

Players must include the information about new
characters’ Characteristic scores. These are never kept
secret.

(11). The Interphase - Taxation

Players taxthe Provinces theycontrol; they may tax them
at either 5 Crowns or 7 Crowns per province.

During the Taxation phase each player receives 5 Crowns
for each province he controls (see Controlling Provinces
(17)), that is not affected by Famine or Rebellion(see Events
(15)). Players may - if they wish - increase their tax revenue
by taking 7 Crowns per province; if they choose this
option, they must apply a-2 modifier when determining
if a Rebellion breaks out during the Event section of the
Movement Phase. Players must tax ail their Provinces at
either the 5 Crown or the 7 Crown rate - they may not
tax provinces at different rates.

Players should record their Taxation levels onscrap paper
and reveal their decisions simultaneously.

(12). The Interphase - Placing Resources

Players should place one Resource Item on each of the
relevant Resource Areas on the board. No Resource ltem
should be placed in an area affected-by Famine.

Example 8=

Continuin,
example 7
above, having
made the
decision to pass
over a rightful
heir; the French
Dlayer now has
a -1 modifier on
all male
characters’
Strength for as
long as Isabelle
orany of her
heirs are still
alive. and have
not renounced
ghefr q/gfn;. The

anish player
viZ‘// havép a),er
bonus for his
male
character's
Strength for the
same period,
whenever he is
in combat with
the French. The
French plgyer
decides he must
obtain a
Marriage .
Contract with
Spain as soon
as posstble, in
which Isabelle
renounces her
claim.

Isabelle = Carlos
1340-? 1335-?

Fernando
1355-?

control two countries:
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Example 9
(VALDOIS) (TOLEDO)
King Louis ¢of France Henri Maria King Juan of Spain
1320-1375 1325-? 1305-1355 1310-1340

! J

Carlos = Isabelle  King Miguel of Spain
1335-? 1340-?

1355-?

Continuing the example of the succession of Isabelle to the throne, the French player could
allow Isabelle to become Queen, in the hope that she dies quickly, and that Fermando has no
heirs. If this happens, when Fernando dies, Henri or his hetrs will inherit the throne - the
Succession cannot pass through Carlos to the rest of the Spanish Dynasty, since Carlos never
had any claim to the throne (ie, Succession is not granted through marriage, orgy through
Birth). In the meantime, the Valois player would act as a Baronial Dynasty, and Spain would

1330-?
Fernando
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At the
beginning of the
Maintain/Raise
1 troops part of
the Interphase
in the First
Syear Turn
(1300), no
Army counters
exist on the
board -
therefore all
must be Raised.
Players should
Raise the troops
they require,
spending money
to do so, and
place these
troops in front
of them. If a
Dlayer finds
other players
have placed him
or her at a
disadvantage by
the numbers
they have
recruited, he or
she may raise
additional
Army/Fleet
counters, and
this should
continue until
all players are
satisfied - or
broke! At this
point, the
Army/Fleet
counters can be
placed on the
board. In this
Sirst turn,
{ instead of them
all being placed
in the capital,
i players should
place
Army/Fleet
counters they
raise anywhere
in their Home
Provinces,
placing them
one at a time,
and taking it in
turn round the
table.
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Certain provinces are considered to be Resource Areas.
They are marked on the board with the appropriate
symbol, signifying that they are major producers or
importers of basic commodities - food, metal or cloth
goods etc - or of finished goods - semi-luxury or luxury
items.

During the Placing Resources part of the Interphase,
players shouldplace the appropriate Resource Counters
onevery Resource Area which is not affected by Famine
(see Events (15)). Therefore, a maximum total of nine
'basic’, two semi-luxury and one luxury Trade Item
counters will be placed on the board each Interphase.

Resource Item counters are placed on the board during
the Interphase even if the Resource Area still contains
previously-placed counters. Only Famine - signified by
a Famine marker - automatically stops the production
of Resource Items in that province. Players may, however,
choose to destroy Resource Items in any Province they
control during any Movement Phase, prior to the
resolution of any Combat.

(13). The Interphase - Maintaining and
Raising Armies and Fleets

Each player must pay 2 crowns for each Army counter
and Fleet they bave on the map. The player may raise
new Armies or Fleets by paying 5 crowns.

In the Maintaining Forces part of the Interphase, cach
player must pay 2 Crownsto maintain each ofthe Armies
and Fleets he or she has on the map. This money is paid
into the Treasury. Any Army Counters or fleets that are
not maintained are removed from the map. Whena player
pays maintainence for some, but not all, of their Army
counters or fleets, the player may decide which are to
be removed.

Each player may increase the size of his forces and replace
losses by paying 5 Crowns tor eachadditional Army and
Fleet he wishes to place on the map. Each country has
amaximum of 20 Army and 4 Fleet counters, this being
the maximum force any player can deploy on the board
(unless, under the rules of Succession, a player comes
to control more than one Kingdom).

New armies are placed in the Capital and Fleets in any
coastal Home Province (i¢, a province of his original
country that he still controls, ignoring any provinces
gained at the expense of other countries). Additionally,
aplayer may never bring additional Armies onto the map
if that would increase the number of armies he has
deployed to a figure greater than two times the number
of Home Provinces he currently controls and which are
not in Rebellion. However, if the number of Armies
already on the map exceeds two times the number of
controlled Home Provinces atany time, the playeris not
forced to remove Armies from the map.

Troops raised as replacement for losses are drawn from
the stock of Army Counters to the side of the board.
Players may not raise troops from the Army counters on
the Year Track. Instead, at the beginning of the Interphase,
players may recover Army counters from the space
representing the current year on the Year Track, and place
themat the side of the board. This off-map "pool’ of Army
counters represents the full potential of the country to
raise troops. Fora full description of how the Turn Record
Chart works (see Game Equipment (1)).

(See Note 6)
(14). Movement Phase - Player Order

In the Movement Phase, the players move in a strict
sequence known as the Player Order. Each player, in
turn, moves and resolves combat for their Army
Counters, Royal Pieces, Fleets and Resource Markers.
The Player Order is decided using the colour-coded Player
Order markers, using the following procedure:

1. The 5 Player Order markers should be
placed in a cup or similar container, and
a player should draw one, and show it to
the other players. The country indicated
by the marker will play through the
Movement Phase first.

2. The player of the country revealed by
this draw then rolls one dice, and
compares the result to the Events Table
(sec Events (15)). The Event occurs
immediately.

3. The first player takes his or her turn to
move and resolve any attacks (see
Movement (16) and Combat (19)).

4. The first player then draws another
Player Order Marker from the container,
to establish the second player (the drawn
Markers should be placed to one side
until they have all been drawn). The
second player then takes his or her turn
to move and resolve combat, and to
draw the next Player Order marker. This
continues until all players have taken a
turn to move and resolve combat.

5. The Player Order markers are then
returned to the container, and steps 1-4
should be followed through a second
time, with the first player making the
roll for Events, and each player taking a
turn to move and resolve any combats,

Note that their is only one event per Movement Phase,
not one event per player.

(15). The Movement Phase - Events

The first player rolls a diceand compares the result with
the Events Table. The Event takes place immediately.
Plague destroys armies, and charactersaway from the
capital make Survival Rolls at -1.

Army counters must be moved from areas affected by
Famine; no Trade Items willbe raised in a Faminearea
next turn; No counters can be moved into or through
the area.

Rebellion areas may not be taxed,; Trade Items are not
raised in Rebellion areas; Trade Items may not be moved
through Rebellion areas without accompanying Army
counters.

Ships at sea in an area affected by Storms are lost on
a die roll of 1-2.

During each Movement Phase, before any Movement is
made, the first player (determined at the beginning of
the Movement Phase) rolls one die to determine if an event
hastaken placethat 5-year Turn. There is only one Event
per Movement Phase. The result is as follows:

EVENT TABLE

Die Result Event

PLAGUE

FAMINE
REBELLION
STORMS

No Effect

Roll again,

and if the result is:
1-3 FAMINE

4-6 REBELLION

O\ R DN

Effects of Events

PLAGUE: A second die roll is made to establish how many
provinces are affected by the Plague. The players will
then need to establish which provinces are affected, by
rolling on the Random Provinces table (see below).
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All Army counters ina Province affected by Plague must
be removed and placed on the Turn Record Chart
(seeGame Equipment (1)). AKingor Prince ina Province
affected by Plague must make a Survival Roll (see Death
(7)), subtracting one from the die roll. Characters who
fail this roll are removed from the game in the same way
asifthey had died inthe Dynastic Phase. Characters (not
Armies) resident in their capital are never affected by
Plague.

FAMINE: A second roll is made to establish how many
provinces are affected by Famine. The players will then
needtoestablish which provincesare affected, by rolling
on the Random Provinces table (see below). Place a
Famine marker in every Province affected by Famine.

All Army units in a Province affected by Famine must
evacuate the Province during their next Movement turn.
No Army counters may be moved through a Province
affected by Famine, and the Province produces no Taxes
or Resource Items during the next Interphase. Famine
markers are removed after Taxes have been raised and
Resource Items placed.

REBELLION: Each player rolls a die once for each
province he owns, and modifies the result by considering
any of the following circumstances which apply. No die
roll is made for a province containing 4 or more Army
units (a King or Prince piece counting as one unit).

The following circumstances modify the die roll:
TheMonarch’s Charismarating isappliedto all die rolls;

If the Monarch is away from his capital, a -1 modifier
is applied to all die rolls;

If there has been additional Taxation (see The
Interphase - Taxation (11)), a -2 modifier is applied to all
die rolls;

If aRoyal Male is present in the province (represented
by the Prince’s numbered pawn), his Charisma rating is
also applied to the die roll for that Province;

If an adjacent province*® is in Revolt from a previous
round, a -1 modifier is applied.

The Monarch’s charisma can be affected by a Disputed
Succession (see Succession (9)).

Aroll of 1 orless(after adjustment) means that aRebellion
has occurred inthat Province. Place a Rebellion marker
in the Province.

A rebellion is automatically put down, and the marker
removed, if 4 Army counters are moved into the Province
and remain there at the end of a Movement turn (the
marker is removed during the Combat section of the
Movement Phase). King or Prince pieces count as 1 Army
counter. Rebellion markers can also be removed by

which must be in the same Kingdom (ie, controlled
by the same player) - Calais counts as adjacent to Kent
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payment of 15 Crowns per marker during the next
Interphase, after Taxes have been raised and Resource
Items placed. AProvince marked withaRebellionmarker
produces no Taxes or new Resource Items during the next
Interphase.

Army counters, and Trade ltems accompanied by Army
counters, may move normally though a Province affected
by Rebellion. Unaccompanied Resource Items may not
be moved into or out of a Province affected by Rebellion.

STORMS: For each Fleet atsea (ie, not placed onthe coast),
rollonedie. Onarollof 1 or 2, the Fleetand all its contents
are lost. The Fleet is returned to the side of the board.
Any Army counters lost are placed on the Year Track as
if they hadbeen lost in Combat (see (19)). Resource Items
arereturned to the side of the board. Any Royalcharacters
aboard the Fleet when it was lost die.

Random Provinces Table

To establish the location of a Famine or Plague Event,
rollasix-sided die, and then the ten-sided die. If the same
Province is rolled twice, ignore the second roll and roll
again. (see table below)

(16). The Movement Phase - Movement

Armies may move up to 3 Provinces each Movement
Turn.

Fleets may move up to 3 Sea Areas, and may carry up
to 6 Army counters or Royal pieces, and any number
of Resource Items.

Resource Items may move up to 4 Provinces each
Movement Turn.

Armies, Kings and Princes

Army counters, and Kings and Princes pieces may be
moved up to 3 Provinces during the Movement phase
by the owning player, provided that:

(a) the player controls those
provinces; or

(b) the provinces are friendly to the
moving player (ie, the owning
player either grants permission
verbally, or access is permitted
through the terms of a Marriage
Contract);

As soon as Movement takes the piece/counters into an
unfriendly country, those pieces must stop Movement
at once, nomatter how many Provinces they have already
moved.

Embarkation and Disembarkation costs one Movement
point out of the possible 3.

If any country controls both Kent and Calais, Army
counters and Kings and Princes pieces may be moved

Random Provinces Table

6 sided Die

10 1 2 : 4 5

Sided England France Germany Italy Spain

Die

1 Essex Champagne Saxony Tuscany Castile
2 Lancashire Flanders Friesland Piedmont Galicia
3 Yerkshire Brittany Brand’burg Lombardy Asturias =
4 Warwicks Normandy Lormaine Venice Navarre %
5 E.Anglia Aquitaine Franconia Liguria Aragon »
6 Herefdshre Anjou Bohemia Parma Portugal aQ
7 Cornwall Burgundy Moravia Romagna La Mancha B
8 Wessex Bordeaux Swabia Umbria Algarve =
9 Kent Angouleme Bavaria Sicily Andalusia
10 Calais Dauphine Carinthia Apulia Granada

P

e e —




WA,

>
'

————

across the Channel at a cost of | Movement point if no
unfriendly Fleets are at sea in that Sea Area. No Fleet is
needed to accomplish this move.

Fleets

Fleets may move 3 sea areas. Putting to sea costs one
Movement Point (ie, moving from the coast into the sea
area is considered as being one move). Once a Fleet has
put tosea, it canbe placed in that sea area (in which case
it is "at sea’), or anywhere on the coast of that area (in
which case it is 'in port’. This means that a Fleet could
leave Cornwalland place itselfin Herefordshire, Wessex,
Normandy, Brittany, Aquitaine or Bordeaux for one
Movement Point.

A Fleet can carry a maximum of 6 Army counters and
King or Prince pieces combined, and an unlimited
number of resources.

Players may combine land and sea movement, so long
as the counters/pieces involved have sufficient Movement
points. Royal pieces, Army counters and Resource [tems
donot count Sea Areas they move through when aboard
a Fleet. Therefore, an Army counter or a Resource Item
canbe moved into a Province, embarked on aFleet, moved
3 Sea Areas by the Fleet, and debarked at the other end.

If a Fleet at sea encounters Fleets from another player’s
country, and that opposing force is greater in size than
theirs, that Fleet’s movement must cease for that turn
(Fleetsinport have no effect onthis, they mustbe at sea).
No battle ensues. Movement may continue in the
tollowingturn. Fleets fromtwo or more players may not
be combinedto prevent the movement of another player's
Fleet.

Fleets may seek refuge in the country of any player.
Permission may be given at the time, or as a result of a
Marriage Contract. If permission is given, any Army
counters on board remain there, and have no effect on
the control of the Province in which they have docked.
They are affected by Plague, should that break out inthe
Province, and if there is Famine they must put to sea at
the earliest opportunity.

If a Fleet has no permission to dock, and has no Army
counters aboard with which to launch aninvasion, it may
not dock.

Resource Items

A player may move any Resource unit up to 4 provinces
during the Movement Phase provided that he or she:

(a) controls those provinces;
(b) has another player’s permission to move
freely through his or her country as a
result of a Marriage Contract (verbal
permission is not enough);
—catfimeney
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Failing the above, a Resource ltem must cease movement
once it enters another country, even though that country
may be prepared in its turn to continue its movement.
If a Resource ltem is transferred across a frontier in this
way, the receiving player may move the Resource Item
up to another four Provinces, subject to the same
restrictions, during his orher turn. Also aResource Item
may be placed on the coast of a Province by one player,
who may give permission to another player to embark
andship theresourcesintheirturn.

A player can capture another player’'s Resource Items by
any of the following methods:

(a) by capturing the province in which they
are located,;

(b) by confiscating any that are in transit
through the player's Country;

(c) by capturing a capital in which they are
being held.

If a Resource Item is accompanied by an Army counter,
that army must be defeated inbattle before the Resource
Item can be captured (see Combat (19)).

(See Example 10)
(17). Controlling Provinces

Control of Provinces is signified by Control markers.
A player may place a Control marker on a Province
solely occupied by his or ber Army counters at the end
of a Movement Phase.

A player can be said to be controlling a Province if:

(a) it is one of that player's Home Provinces
(ie, one he or she controlled at the
beginning of the game), and is
unoccupied by any other player’s control
markers;

(b) it is other than a Home Province, and is
occupied by the control markers of that
player.

Control of a Province affects Taxation, the ownership
of Trade [tems when they are first placed uponthe board,
Rebellion and Movement.

The Provinces of Denmark, Wales and Poland, though
marked onthe map, may neverbe controlled by any player.
Players may never move pieces or countersinto or through
these Provinces.

Whena player first gains control of a Province, it should
be marked with one of that player’s control markers. This
isnot necessary when the Province is one of that player's
Home Provinces.

Control of a Province is gained when the following

conditions occur. If a player occupies a Province that
= =

Example 10

Player A’s.

It Is Player A's turn during the Movement Phase. He has a Prince plece and three Army counters in
Kent, three Army counters and a Fleet (on the coast) in Essex, the King and three Army counters in
Calais and one Army counter and one Food Trade Item in Lancashire.

Player A moves as follows. First, he moves the Army counter and the Trade ltem from Lancashire 2
Provinces to Essex (2 Movement points). All the counters now in Essex embark on the Fleet (1
Movement point), and sail to Friesland (1 Movement point), where the Trade Item is disembarked (1
Movement point). The Fleet puts back to sea (1 Movement point) and sails to the coast of Normandy
(1 Movement point). The Fleet has completed its allowed Movement, as has the Army from
Lancashire. The Trade ltem may be moved no further by Player A, since it is now in a Province
controlled by another player, but the German player may move it on if his or her turn follows on_from

The Army counters that started in Essex have used only one Movement point (embarking). They use
another disembarking, but may move no further since they are now in an unfriendly Province (the
French player is being very negative about this invasion).

The Prince and the 3 Army counters in Kent cross the Channel (1 Movement point). The Prince and
one Army then move through Calais to Normandy (2 Movement FPoints). The King, the Army counters
brought over by the Prince and the three Army counters in Calais move to Champagne (1 Movement
Point). Since the Province is hostile (1), the King's army must halt in Champagne.




was previously controlled by another player with one
or more Army counters at the end of a Movement phase,
and there are no Army counters belonging to any other
playersinthe Province, that player is entitled to (but does
not have to) place a controlmarker in that Province, unless
prohibited from doing so by a Marriage Contract.

(18). Capitals

A player’s capital is also a Castle. The Capital counts
as 10 Strength points in defence.

A country’s capital is considered to be the permanent
base for those of his or her characters who are not
represented by royal pieces. The capital is also a castle,
and gives the owning player an advantage in combat.

The capital is considered to have a Strength equivalent
to 10 Army counters. This represents both the defences
of the castle and a garrison of troops. Additional Army
counters can be placed in the Castle which will add to
its Strength (however, once an attack is under way,
additionaltroops cannot be brought intothe Castle; they
are considered to be camped outside, and canbe attacked
separately - see Combat (19)).

A Castle's Strength can be gradually depleted by Combat
during the Movement rounds of asingle turn, but - if still
uncaptured - it returns to full Strength (ie, 10) at the
beginning of the next Interphase.

The Province in which a capital is situated cannot be
captured unless the 'castle’ is taken.

If the capital is taken, the defeated playver may nominate
any other controlled Home Province to be his or her
capital, and should place his or her Capital Marker in
that Province. This new Capital would not be considered
to be a castle. Once a castle is destroyed, it may not be
rebuilt. The Capital Marker is removed assoonasa player
recaptures his or her original Capital.

If the ‘new’ Capital is captured, the Marker should be
replacedinanother controlled Home Province. If atime
ever comes when a player has no controlled Home
Province in which to locate a Capital, all other Provinces
they control are returned to their original owners, and
the player must continue as a Baronial Dynasty (see
Succession - Controlling Two Countries (9)).

The ruler of a country which loses or has lost its capital
should have his or her Charisma score reduced by 1 until
the capital is retaken. This adjustment may not take the
minimum/maximum Charisma score outside of the
normal +2 - -2 range.

Allcharactersina Dynasty other than those represented
on the map by King/Prince pieces are assumed to be in
the capital at all times. If the capital falls as the result
of combat, theyautomatically escape to the new Capital.

(19). Combat

When two or more players bave Army counters in a
Province, combat may take place. Players make a die
roll, and the opposing player loses Army counters, which
are placed on the Turn Record Chart.

Combat can take place at the end of each player’s
movement phase, whenever Army counters of two or
more players are present ina Province. Either player may
declare anattack, in which case he or she is deemed the
Attacker. and the other player the Defender. The moving
plaver decides if they wish to attack first; if they decline
the non-moving player may elect to attack.

All the Royal pieces and Army counters in the Province
take part in the battle. Combat is conducted as follows:

(a) Before the battle takes place, there may
be one or more pre-battle rolls to reflect
the advantages gained by 2 superior
Royal leader. See the sub-section Effects
of the Presence of Royal Pieces below.

(b) Combat between the surviving forces of
each player is then resolved. Each player
should make a single die roll, and
remove casualties from the opposing
front-line Force, as explained below. All
these die rolls are considered to be
simultaneous, even though the rolls will
be made one after the other in practice.

The effect of the die roll is summarised on the following
table:

Die Number of Army counters

Roll 1 2 3 4 5 6+

..
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* Only if a King or Prince is present, otherwise 0
** Only if The King is present, otherwise 0

Cross-reference the number of Army counters in the army
(a King or Prince counts as one Army counter) with the
dicroll; the resultis the number of casualties which must
be removed by the other player. Casualties removed in
this way are placed on the Turn Record Chart (see Game
Equipment (1)).

Battles continue - with Rounds of both players making
simultaneous die rolls - until one side or the other is
eliminated, surrenders, or flees the field. The victors
remain in the Province in which the battle took place;
fleeing losers may be moved by their owning player to
any adjoining Province (where they could, theoretically,
be attacked again by any unfriendly Army counters there).

It will be noted that the optimum size for any force is
four Army counters (although the presence of Royal pieces
may change players’ mindson this!). Ifasmaller number
of Army counters is deployed in a force, the greater the
chance that that force will have no effect.

Effects of the Presence of Royal Pieces

A King or Prince with a positive or negative Strength
score has an effect on the outcome of abattle, even before
the battle itself takes place. If a Royal Piece with a +1
Strength score is part of an army in a Province, he gets
one free die roll before the battle starts with which he
caninflictcasualties. Onaresultof 1-4 (if there are at least
four Army counters present), 1-4 casualties are removed
from the opposing force. If the roll is 5 or 6, or more
than the number of Army counters in the force, no
casualties are inflicted.

If the Royal character has a +2 Strength score, he gets
two pre-battle rolls. If the Royal character has a minus
rating, the opponent gets the pre-battle rolls. The
opposing player cannot retaliate to these free rolls.

For the purposes of these pre-battle rolls, the Royal piece
does not count as an extra ‘'man’, and does not alter the
maximum casualties which canbe inflicted. These two
bonuses only count for the main battle.

Although no single Royal Piece can accumulate more than

+ 2 or-2onhis Strength score, if there is more than one
Royal piece on the same side, they can co-operatetogive
that side more than 2 free rolls in this pre-battle phase
(this also applies to free rolls gained by the opponent’s
minus ratings). If a King is present on either side, his
Strength bonus/penalty must be counted. Any Princes
present may be counted at the owning players discretion.
However, when there are only Princes present on one
side, all their bonuses/penalties must be counted.

Only one side makes the pre-battle roll. Where both sides
are entitled to pre-battle rolls, these should cancel out.

(See Example 11)
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Example 11=

France and Italy
are at war.
France invades
Lombardy, led
by the King
(Stre ft/x +1)
and the Crown
Prince (Strength
-1). Italy's
defence is led by
2 Princes
(Strength +1
and -1). France
must count the
King's bonus,
but has a
choice as to
whether the
Prince is
counted -
obviously he
chooses not to’
count the Crown
Prince. So
France is
entitled to one
pre-battle roll.
ltaly must count
both Princes, so
the penalty and
the bonus
cancel out. The
end result is
that France will
make one pre-
battle roll. If
the weaker
Italian Prince
had not been
present, both
Italy and France
would have
been entitled to
pre-battle rolls,
so they would
have cancelled
each other out.
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Inthebattle proper, ifa Royal Prince is present, he counts
as one Army counter for die roll purposes, and the
maximum number of casualties the Force can inflict
increases from 4 to 5 (though once the Force drops below
5, this advantage is lost).

If a King is present in a Force, he counts as one Army
counter, and the maximum casualties the Force caninflict
increases to 6.

If aRoval piece is present at a battle, and that character’s
army suffers casualties which wipe out its total strength
(including the Royal piece), the Royal character must
suffer the consequences; he will be captured or killed.
The player should make aSurvival Roll for the character,
subtracting one from the die roll. If the result is that he
would have died, the character is removed from the game
in the usual way (see Death (7)). If he survives this roll,
the character is captured (see below). Captured characters
may not be killed.

Fleeing From Battle

A Roval character can escape from a battle at any time,
even if he is the only surviving 'unit’ in an army after
casualties are removed. A Royal character canbe retreated
to any neighbouring Province in which there are only
Army counters from his own country, or none at all.

If aKing or Prince wishesto make good his escapebetore
Combat starts, he is not permitted to make use of his
Strength bonus. If his Strength rating is taken into
consideration in the pre-battle rolls, the Royal Charater
must remain for at Ieast one round of combat.

Retreating

At the start of a Round of combat, ¢ither player may
choose to retreat with his or her surviving Army counters.
The opposing player is allowed one free attack. Retreating
forces may move to any neighbouring Provinces,
regardlessof the presenceof other Army counters. They
may not attack Army counters in that Province, but may
be attacked.

Surrender

Atthe end of aRound of combat, either player may offer
surrender to the other side. Terms may be negotiated,
or the players may be unable to agree. If the latter, the
battle continues. If the former, the surrendering player
must comply with the surrender terms as they affect the
pieces/counters in that army and the Province in which
the battle is fought. Any other arrangements can be
conveniently 'forgotten’ once thebeatenarmy leavesthe
field.

Surrendered Royal characters may not be killed (although
Army counters can be), though they may be Ransomed
(see below).

Captured Royal Characters

As mentioned above, Royal charucters can be captured
inanumber of ways. If the character survives a Survival
Roll (where applicable), he or she can be captured by
the victorious player(s) army, and held for Ransom.

A captured royal character can be immediately
transported to the victorious player’s Capital. The object
would be toRansom the character in some way that would
be beneficial for the captor. He or she could demand
money, Trade Items, an advantageous Marriage Contract,
anything which the other player can give within the limits
of the rules. Assoonas the captor is satisfied, the character
canbe returned to the capital of his or her own country.

No Birth rolls can be made for children for that character
whilst he orshe is prisoner, of course. Should the character
inherit the throne whilst still a prisoner, the captive's
player could pass over him or her for the succession,
following the rules for Penalties as if the charactegwere
still controlled by his or her normal Dynasty.

Capitals

As stated above, Capitals count as the equivalent of 10
Army countersincombat. Only the defending player may
count a Capital as part of his force; they may not be
included in the Attacking force. A Capital can take
casualties like normal Army counters, but these should
be recorded on a piece of paper. Only when the Capital
is reduced to 0 is it removed from the battle - it is
considered destroyed.

Army counters inside a Capital need not take casualties
until the Capital is destroyed, or may be removed as
casualties to prevent the Capital's destruction. Army
counters outside a capital may be attacked separately,
without the Defender counting the Capital as part of his
or her force. The defender must announce at the
beginning of a battle whether his Army countersare inside
the Capital or not; Army counters inside a Capital may
not retreat.

Note that a castle which takes damage in one or more
battles is assumed to be repaired during the next
Interphase, and starts each Movement Phase with a
Strength of 10.

To The Winner... The Spoils

Any Resource Items located with the forces of the losing
player are captured when he or she is defeated in the
battle, even if the loser manages to retreat.

(See Example 12)
Alliances

At various times in the game, players may enter into formal
(ie, bound by a Marriage Contract)and informal Alliances.
All Alliances that involve joint military ventures must
be made in writing. This affects combat as follows:

During the Movement Phase, whichever member of an
Alliance moves before the other (as determined at the
outset of the phase), may omit to move any troops which
aretobeinvolvedinthejointbattle plan. Thelast Alliance
member to move then moves all the troops covered by
the Alliance treaty. Combat is conducted asagreedinthe
treaty (ie, the players should agree who it to make the
die rolls for the combined forces).

Alliances can be broken at any time (unless covered by
a Marriage Contract). A player may refuse to move his
or her military units at the time when the Alliance’s battle
plan calls for them to be moved, if circumstances have
changed in such a way that the previous plan is
inadvisable. There is no penalty for this, beyond the
possibility of upsetting your former Alliance partner(s)...

Naval Combat

There is no naval combat in the game. If a province is
captured with enemy Fleets inport, they must be moved
away during the owner'’s first turn (they are considered
to be stood-off shore together with their contents).

Some players might be temptedto introduce naval combat
into the game, but this hasbeen purposely omitted from
the rules because naval combat was not a feature of the
14th Century, and - setting aside this objection - its
introduction would push the game further towards
wargaming.

(20). Negotiations

In order to prevent the game from getting bogged down
innegotiationsthese shouldbe restricted to ‘menonthe
spot’. In other words, two armies have to confront one
another or atrading piece has to move to a province and
then negotiate its passage. If no agreement is reached
the moveis wasted. Players should not indulge in "radio’
communjcation between heads of state prior to making
a move.

Obviously, the above only applies to Negotiations
conducted outside of the Dynastic Phase.

——————
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Foreign Intervention

AMonarch canenlist foreign aidunder any terms agreed.
If this involves military assistance (10 put down rebellions,
for example), the monarch’s Charisma score is reduced
by 1. This can have the effect of reducing a monarch'’s
Charisma below -2.

Foreign assistance can be agreed as part of a Marriage
Contract (in which case the conditions are binding), or
as part of a more informal arrangement. The rules for
Alliances (see Combat (19)) apply for the purposes of
Movement and Combat whenaMonarchaccepts foreign
intervention, except that the player controlling the
Monarch should make all moves and combat die rolls
for the foreign troops, until such time as their normal
owner chooses to take control of them. Inviting forcign
troops onto your soil without guarantees of their
behaviour is a dangerous thing to do.

(21). Cashing-In Resource Items

A player with Resource Markers at their capital may
cash themn in and add the money raised totheir treasury.

If a player can transport Resource Items to his or her
Capital, they may be ‘cashed-in’ at the end of any 5-year
Turn, including the one in which they arrive at the capital.
The basic goods are represented by metals, cloths and
food resource markers. A player who has one each of
these threebasic Resource ltems in his or her Capitalcan
cash them in to the Treasury at the end of any 5-year Turn
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for 50 Crowns. They can only be cashed in as a set (or
sets) of 3.

If a player cashes in one cach of the three basic Trade
ltems, plus one semi-luxury Trade Item, he or she receives
a total of 80 Crowns from the Treasury.

If a player cashes in onc each of the three basic Trade
Items, plus one semi-luxury Trade Item, plus one luxury
Trade Item, he orshereceives atotal of 120 Crowns from
the Treasury.

These are the only combinations in which Trade ltems
canbe traded intor cash. Any surplus, or any sets which
the player does not wish to cash in (because he or she
is hoping to add a semi-luxury or luxury Trade Item to
them) may be held in the Capital until the player is able
to and wishes to cash them, or until they are traded to
another player. Players can hold on to Resource Items
as long as they wish in the hope of improving the value
of their ‘set’.

(22). Ending The Game

At the end of the agreed time, the game is terminated.
Players may cash inany sets of Resource items they have
intheir Capitals (see Cashing-ln Resource [tems(21)). The
player with the most money is the winner.

Alternatively, at the beginning of the game players could
set amonetary victory target (eg, 800 Crowns). A player
with this sum or more after the 'Cashing-In’ Phase of
a turn is declared the winner. If more than one player
has more than 800 Crowns, the player with the most wins,

—

Example 12

Player A (France) invades Navarre. He has a
total Strength of 7 Anmy counters, lead by a +2
Strength King and a +1 Strength Prince. Player
B (Spain) has 6 Army counters and a +2
Strength Prince.

Before combat commences, the French have
one free die roll, the net difference between the
Strengths of his Royal pieces (+3) and the
Spanish player’s (+2). Player A makes this roll,
and - much to his disappointment - the result is
a 5. This falls outside the range 1-4, and thus
there is no effect.

The field of battle looks like this:

France: 7 Army counters, 1 King, 1 Prince
Spain: 6 Army counters, I Prince

Player A rolls: 3 Plgyer B rolls: 4.

This results in the French suffering 4 casualties,
and the Spaniards 3, leaving them as follows:

France: 3 Army counters, I King, 1 Prince
Spain: 3 Army counters, 1 Prince

In the second round, the French player rolls a 6,
and the Spanish player rolls a 5. No casualties
are caused. Although the French player’s King is
present, the maximum casualties his reduced
army can cause Iis now only 5. Likewise, with a
Prince and three Army counters, the Spanish
player may only cause a maximum oj’}bw
casualties.

In the third round, the French player rolls a 3,
and the Spanish player a 1. The French lose one
Army counter, the Spanish lose all theirs, leaving
only the Prince. Jf the French player had rolled a
4 or 5, the Spanish Prince would have had to
make a Survival roll to see if he was captured or
killed. Instead the Prince is able to escape, which
the Spanish player chooses to have him do.

————
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(23). Special Rules For Less Than Five
Players

Four Players

Although obviously best suited to five players, Blood
Royale canbe played with a smaller number. If there are
four players, one particular change is required in the rules.
England becomes a non-player country, much the same
as Poland, Denmark or Wales in the 5- player game. It
is completely out-of-bounds to all players. Players may
not move counters or pieces into or through the English
provinces (not even Calais).

Experienced players might choose to alter this rule so
that the "odd- country-out’ is selected at the beginning
ofthe game. Inaddition players may agree that the country
is not 'out-of-bounds’ and that anyone may invade it
(possibly making France the odd-one out, so that all the
players canexpand into France, if they desire). This option
may unbalance the game, however; a 'neutral’ laly, for
example, gives Germany the chance to swallow up
Lombardy, in which case the German player has all three
Basic Resources, and need never trade.

Whichever country is chosen, the players need to re-
balance the Basic Resources:

If England is the non-player country, Andalusiashould
be consideredasaFoodResource Area, instead of Cloth;

If France is the non-player country, Bavariashould be
considered as a Semi-Luxury Resource Area, instead of
Metals;

If Germany is the non-player country, Warwickshire
shouldbe considered tobea Metals Resource Area, instead
of Food;

If Italy is the non-player country, Bavaria should be
considered as a Semi-Luxury Resource Area, instead of
Metals;

and if Spain is the non-player country, Lancashire
shouldbe considered to be a Semi-Luxury Resource Area,
instead of Food

Combat With ‘Non-Player’ Countries
(Optional)

In a game with four players, it is possible that players
will want to attack a Province which is part of the fifth
‘neutral’ country (i¢, one not being run by one of the
players).

When using this option, at the outset of the game, Army
counters should be placed in the ‘ncutral’ country as
outlined below for the 3-player game. If a playerinvades
the "neutral’ country, that country will defend each
invaded Province only with the forces present there.
‘Neutral’ Army counters never move. Battles are fought
following the normal Combat rules, with the ‘neutral’
country having rolls made for it by the player to the left
of the invader. 'Neutral’ countries always defend, never
flee and never surrender. There are no royal pieces.

Controlling Neutral Provinces (Optional)

.For games with less than 5 players only, players may raise
[ Army counter from any controlled Province in a
‘neutral’ country.

Three Players

Preparation: Allow a free selection fromall five countries
(do not exclude England). Players may draw lots and
choose the country they play, or decide their countries
randomly. Because certain combinations of countries will
be seen to unbalance the game, players might decide to
limit the choice; each combination has its own set of
challenges. Beware of combinations which allow one
player to immediately gain control of Resource Areas
producing the three Basic Trade Items.

The 20 Army counters of each of the *neutral’ countries

are then distributed as follows: 4 in each Province
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containing a Resource Area, 2 in the Capitaland 1 ineach
other Province.

Dynastic Sequence: Create an additional ‘aristocratic’
tamily, who will be available for making marriages. At
the beginning of the game there should be a five year
old child (determine sex and characteristics normally),
and during each turn from 1300 onwards, one player
should make twobirth rolls to see if additional children
are born (there is no need to make Survival Rolls for the
‘parents’, who do not feature in the game).

Survival rules are made as the children become old
enough.

When the children become old enough to be considered
as marriage partners, players may make bids to secure
the match. Interested players announce their wish to
secure the child as a marriage partner for one of their
characters, and pay the Treasury 10 Crowns as a sign of
serious intent. They then write the amount of their bid
on paper. When this is completed, all players reveal their
offersand the highest bid secures the match. That player
pays the Treasury the amount bid, and takes the character
trom this additional family into his or her own Dynasty.
Male children from the ‘aristocratic’ family always join
their wife's Dynasty.

Resources: Itisassumed that the ‘neutral’ countries make
use of their own Resources. Although Resources are
placedin ‘neutral’ countries during the Interphase, they
are removed at the end of the first Movement round if
not captured first.

Movement: There are three Movement rounds instead
of two.

Combat: If a player moves any Army counters into a
‘neutral’ Province, he must attack the defending forces
of that Province (if any). The die rolls for the defending
army are made by the player to the left of the invader.
Combat proceeds as normal. Neutral Army counters are
not placed on the Year Track when killed. If, at the end
of Combat, a Neutral Province has not been captured,
the number of Army countersin the Province should be
returned to full strength.

Controlling Neutral Provinces: Players may raise 1 Army
counter from any controlled Province in a ‘neutral’
country.

(24). The Degree of Secrecy inthe Game

Players may keep the details of Marriage Contracts asecret
(although some details willbecome obvious through what
follows) and they may also conceal the amount of cash
they have. They may not keep the characteristics of Royal
children secret, but must give this information upon
request.

Itis best if asimultaneous decision is made on the subject
of taxation.

When it comesto raising armies and fleets, if you decide
to raise, say, only 4 armies but your neighbour raises 8,
you are at liberty to raise further armies, if you wish.
This continues until all players are satisfied.

(25). Special Rules and Advice for the
Beginning of the Game

At thebeginning of the game, each player hasaKingand
Queen, and a child. The King and Queen are ‘normal’
inevery respect, which means that each player is incharge
of acountry with ten provinces ruled over by Kings and
Queens of identical age and characteristics. At this stage,
the only differences between the countries will be the
sexes and characteristics of the children. These children
couldrange fromthe strongand healthy to the weak and
sickly!

Later in the game, you will want to arrange marriages
in order to establish firm treaties with other plavers,
hopefully negotiated to your advantage. But, at this stage,
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vou cannot seal these arrangements, because no child
is vet old enough (and new players to the game would
be at the mercy of older hands in these negotiations!).

You can then carry out your first action in the Dynastic
Sequence, finding out if your King and Queen produced
any childrenin 1300. As you will sec from the rules, you
canmake three die rolls (and, if successful, produce three
children), but there is the greater danger of the Queen
dying if you roll more than once. If children are born,
Character sheets have to be made out for them.

You then have to make a Survival Roll for all adult
characters. In effect, this means only your King and Queen
in the first turn (and - optionally - not even the King,
if you are not yet experienced players of this game). To
survive, your King will have to roll 4 or more on two
dice (his Constitution being normal). Your Queen will
also have to roll 4 or morc, although this might be 1 or
2 higher if you have tried more than once 1o obtain a
child. Should the Queen die, you will have to wait until
abride is available when one of the childrenin the game
reaches 15. If your King dies, one of your child characters
becomes ruler and a Regent is invented.

You then receive your Taxes of 5 Crowns per province,
optionally boosting this to 7 Crowns a Province if you
are prepared to run the greater risk of Rebellion. Unless
you intend to be aggressive, or fear that another player
might be, you would be well advised not to tax high in
the first turn, as you run a very real risk of Rebellion.
Once vou have a Monarch with high Charisma, this risk
is reduced.

Youthenbuy yourarmies and fleets. The maximum you
will be able to afford if vou taxed normally is 10. In the
rest of the game, Army counters are always brought on
in the capital, but for the first turn they can be placed
anywhere in the Kingdom - players should place their
Army counters on the map in order. You might consider
it wise to protect all your borders, as they are all vulnerable
at this stage, and opponents need only send asingle army
into a vacant province to capture it. There is no secrecy.
Also remember - once bought you cannot return them,
nor can you buy more once players have started placing
Army counters on the map.

Keep inmind that Blood Royale is not a wargame. If players
continuously indulge in conflict, the winner will almost
alwaysbe the player that stayed relatively peaceful. One
has only to consider the economics to realise this. Each
owned province brings in an income of 5 (or 7) Crowns
per five years. Every Army counter raised to achieve this
costs 5 Crowns, plus 2 Crowns for each turn's
maintenance. Three (or four) Army counters garrisoning
acaptured Province against counter-attack cost more than
canbe raised in Tax. And each Army counter lost while
capturing a province means an extra outlay of 3 Crowns
(5 to raise troops 1ather than 2 to maintain) to replace
when the time comes, not to mention the potential
problems ot having them out of the game fora whole turn.

But conflict will occur. A cheap victory may only have
amarginal positive effect on your own economy, but it
will have a much greater negative effect on your
opponent's. Most conflict, however, will almost certainly
be connected with securing trade. Each 5 year turn sees
the introduction of up to 250 Crowns worth of Trade
Items - 50 per player. If youlose out on trade, your chances
of winning are slim. Evenso, you should try to tie trade
up with marriage contracts rather than combat.

Rebellion is a facet of the game that should never be
underestimated. As was typical of the 14thcentury, armies
abroad tended to lose everything they had gained by
having to be brought home in order to put down unrest.
Sending the Monarch abroad is always a danger, unless
he or she is very high in Charisma,

So. what must you look for in a marriage contract? For
certain countries - especially France - a non-aggression
treaty with England is of considerable use. Armies are

limited and expensive, so a secure border is of mzjor
advantage.

Atthe same time, it is in other players’ interests to prevent
France from getting this security - and they might even
consider having a contract with England that prevents
France getting such an alliance.

[taly can also be troublesome, unless other players can
persuade Spain, for example, to provide a permanent
threat to 1taly'ssouth. And ltaly is bound to be Germany's
first target, given that Lombardy and Veneto are so close.
The mere existence of such a threat forces Italy to keep
troops at home.

These are just a few examples of the need to secure borders
and to give other players something to think about so
that they leave you alone,

It will be seen that no single country in the game
commands all of the three Basic Resources Items. They
must trade. Furthermore, there are not enough Resource
Items to goround. So, these deals shouldrate very highly
onthelist of priorities. Securing trade also means ensuring
that you can get the goods to your capital. A player who
regrets the terms of a Marriage Contract he agreed with
you might minimise the effect by making it difficult for
you to get the Resource Items home.

Do not underestimate in any way the power of such things
as marriageable children with 12 Strength/Guile or
daughters with +2 Constitution. These place you in a
strong bargaining position. Similarly, youare inastrong
position if you are secking a bride for your heir to the
throne. Sometimes it is worth hanging on to these children
rather than marrying them off early.

Although it is a temptation to have extra dice rolls for
children, you must remember that - should the wife die
-amost useful marriage contract will be terminated. Then
again, maybe it gets you out of a bad one. There is one
exception to this. The death of the original Queen does
not terminate any contract and it is an advantage to have
quite a large Royal Family early in the game.

OPTIONAL RULES

The following Optional Rules introduce new aspects to
Blood Royale, which players of the game may find more
challenging. It is recommended that all players enjoy
several games before adopting any of these options.

The Optional Rules need not be taken in total. Players
may introduce the ideas of Neutral Provinces, or Event
Cards, or Governing Provinces, and exclude the other
ideas in this section. Obviously, players should decide
which rules they will choose to introduce before play
commences. Make a note from the following checklist
of which Optional Rules are in force at the beginning
of the game, so that disputes can be settled.

Optional Rules

(A) Four Character Start

(B) Characteristic Rolls for all Starting
Characters

(C) Disputed Succession

(D) Movement of Trade Items

(E) Event Cards

(F) Neutral Provinces

(G) Governing Provinces

(H) Extra Event/Movement Phase

(I)  Changing Capitals/Resource Areas

(A) The Four Character Start

To speed the development of the Dynastic Aspects of
the game, each player begins with four characters instead
of three. These are:

A King aged 30 (born in 1270)

A Queen aged 25 (born in 1275)

Two children, one aged 10 and one aged 5 (born 1290
and 1295 respectively)

W o
1L _J_,‘_._..
AP

u

g




——

These characters should be created before the game starts,
inthe normal fashion. The effect will be to make players
negotiate marriages earlier in the game.

(B) Characteristic Rolls for the
King and Queen

Instead of all the starting Kings and Queens having
"Normal’ characteristics, players generate these in the
normal way. Since it could be disastrous for a player to
begin the game with a King or Queen with a low
Constitution score, and then to have one of the initial
parents die in the first round, this option should not be
used unless players agree that no Survival rolls will be
made for the King or Queen in the first round.

(C) Disputed Succession

The normal rules for succession allow players to pass
over female charactersand Princes imprisoned by other
players. Otherwise, when a King dies, the next-in-line
comes to the Throne. Players risk rebellion and long-term
war through passing over a legitimate heir.

This principle can be extended to allow players to pass
over any legitimate heir at the time a King dies. Players
are still most likely to want to pass over the legitimate
heir when it would lead to a female character who was
married into another Dynasty or an imprisoned Prince
coming to the throne. However, players might also wish
to prevent a weak King coming to power, or to establish
a junior, but more powerful branch of the royal family
as the legitimate Dynasty.

The penalties for passing over a character are as outlined
in Succession - Penalties for Passing Over a Legitimate
Heir(9). Allcharactersinthe player’s Dynasty fight with
a -1 penalty to their Strength score for as long as the
legitimate heir to the throne, or his or her heirs, is still
alive. Additionally, the Dynasty controlling the righttul
heir has a 1l bonus to Strength for all its characters
whenever they are fighting the "usurper’ Dynasty.

As in the Basic Rules, if the passed-over character is one
who could not have been passed over according to the

basic rules of Succession, the new monarch also has a

penalty to his or her Charismascore. This represents the
followers of the 'deposed’ character causing trouble. Once
the decision has been made and the new Monarch is on
the throne, the player should roll a die. A result of 1-3
means the new monarch’s Charismais reducedby -1, and
a result of 4-6 reduces it by -2 (this may reduce the
character’s Charisma score to -3 or -4!). This penalty
cannot be inherited by any of the new monarch’s heirs,
but can reduce the monarch’s Charisma below -2,

This additional penalty is only taken if the character is
not one who could have been passed over according to
the normal rules of the game.

Inall cases, the player controlling the 'deposed’ character
must pass the character (along with his or her spouse
and any children) to the player on his or her left, to be
controlled by that Dynasty from now on. The character
is now in exile, and the receiving Dynasty receives the
+ 1 Strength bonus fighting the "usurper’. If the 'deposed’
character already lives with another Dynasty (as a married
woman), this rule does not apply.

(D) Movement of Trade Items

With this option, Trade Items are not actually moved
about the board. Instead, during the Movement Phase,
players may announce their intention to ship Trade [tems
from Province A to Province B. If no player objects, the
player must then move the Trade Item as stated. If any
plaver does object, the owning player must show which
route he or she wishes the Trade Item to take. If he or
she can show a route by which the Trade Item cannot
be intercepted (see below), the movement of the Item
takes place immediately. If the route can be intercepted,
the players involved must resolve the interception
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attempt(s)in the orderinwhich they would occuralong
the route.

A Trade Item can be intercepted if it:

(2) Passes through a province which
contains Army counters of another
country;

(b) Passes through a sea area in which there
are more Fleet counters of the
intercepting country than of the owning
country;

If an interception is possible, the owning player must
throw one die, adding the following modifiers:

+1 for each intercepting Army counter;

+2 for each intercepting Fleet counter
(count these only if they are in excess of
the number of the owning player’s Fleet
counters in the same Sea Area);

-1 for each 15 Crowns the owning player
pays to the Treasury before the die roll;*

+1 for each 20 Crowns the intercepting
player pays to the Treasury before the die
roll.*

* The owning player should state how much he will spend
before the intercepting player.

If the modified result is 6 or more, possession of the Trade
Item passes to the intercepting player.

Trade Items may still not be moved through a province
with a Famine or Rebellion marker; no route can be traced
through such a province.

(E) Event Cards

The Event Die roll should be replaced with the drawing
of an Event Card. The cards allow for a greater variety
of events, and present the different countries with varying
problems, opportunities and goals. If you use the Event
Cards, you should either also use Optional Rule (H) -
Governing Provinces - orbe aware that certain cards refer
to opportunities to inherit titles to certain Provinces.
These cards should be read as allowing the characters
achance togain marriageable characters, money or trade
items, as appropriate.

During the Events section of the Movement Phase, the
first player (determined at the beginning of the Movement
Phase)should draw a card. The instructions on the card
should be tollowed precisely.

Cards which have long-term ¢ffects should be kept by
the player untilall the instructions on the card have been
followed. When this has occurred, the card should be
placed on a discard pile.

Certain concepts introduced by the cards are further
discussed below:

Shuffles

Certain cards instruct the drawing player to shuftle the
Event Cards. When he or she has completed all the
instructions on the card (or as many as possible), the
player should gather the remaining Event Cards and the
discard deck, shutfle them together, and replace them
tace down.

Rebellions

If rule (G)regarding Titles and Governing Provinces are
being used, the Rebelliondie rollshould also be modified
by the Charisma scores of both the Governor and his wife
(if the Governor is indeed male; the same does notapply
if the Governor is female).

The Rebellion roll in the Capital should be modified by
the scores of all Princes present. If the resultisa Rebellion,
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half of that country’s current cash in hand should be
returned to the Treasury. This only applies to the Capital.

If aneutral province is indicated by the Random Provinces
Table, that rebellion does not take place. Do not re-roll
on the Random Provinces Table.

Trade ltems cannot trace a route through a Province
carrying a Rebellion marker.

Storms

Many of the Event Cards have areference on the bottom
to Storms, followed by a range of numbers (1, 1-2, etc).
If acard with such areference is drawn during the Events
Phase, roll one die. If the result falls within the range
on the card, the Storms Event will occur in addition to
the Event on the card. See the Basic Rules.

Bidding and Investing

Onseveral of the Event Cards, players are giventhe option
tobid orinvest Crowns in order to make an Event happen
ortostopitfrom happening. Note the distinction between
the two.

Bidding means that all the players, starting with the player
who drew the card and proceeding clockwise, should
take part in an auction; one player will succeed when
all the others have passed. The winning player has the
advantage of the card, and should pay the sumin Crowns
he or she bid to the Treasury.

Investing means that all the players should secretly record
how many Crowns they wish to spend to secure the
advantage from the card, and these amounts should be
revealed simultaneously. The playerinvestingthe largest
amount has the advantage of the card. All players then
pay the amount of the investment in Crowns to the
Treasury.

Inheritance of Neutral Provinces
/Kingdoms

Certain Event Cards allow Dynasties to 'take control’ of
Provinces and Kingdoms not normally involved in the
game through marriage. Players invest Resource Items
or Crowns to attract a marriage which will allow one
of them to inherit the title of that Province/Kingdom.

All such titles introduced into the game in this way can
be inherited in the normal way (see Governing Provinces
(H)). A player whose Dynasty already included the King
of England could take advantage of card 31 and have the
same character - or another - marry the heir to the King
of Denmark.

With cards 31 and 33, players invest Crowns to make
the match, and the rules for Investing (above) should be
followed. For cards 30 and 32, players invest Resource
Items. For the purposes of these cards, all Resource Items
count equally.

Also regarding cards 30 and 32, the titles to be inherited
are for Provinces normally part of another player’s
Kingdom - namely, Spain. If the Optional Rules for
Governing Provinces are being used, the title being
granted isa 'noble’ title, and final control of the province
continuesto rest with the existing reigning monarch(see
Governing Provinces (G)). If a Governor already exists
for the Province, the card is ignored.

Finally, for cards 31 and 33, as well as creating character
sheets for the Prince, the successful player may also place
aRoyal Piece ontheboard in his or her Capital, following
the normal rules. This Prince can lead armies, Govern
Provinces, etc. However, no children should be produced
for the marriage; these are assumed tobe part of the ruling
Danish/Polish Dynasty, not the player's.

Fighting Neutrals

If the rules for Neutral Provinces are used, players may
find themselves wishing to wage war against them. Also,

the arrival of the Free Companies, or other military events
inspired by Event Cards, might draw them into war with
forces which are not under the control of another player.

Whenever a player has to fight a battle with a Neutral
Army, the Neutral Army counters should be used. The
player to the left of the player involved in the battle should
roll the dice for the Neutral Army.

Unless directed by Event Cards, Neutral Armies never
move from the Province in which they start. Unless Event
Cards say otherwise, Neutral Armies always defend, never
retreat and never surrender. If they capture a Royal
character, Neutrals ransom him for 100 Crowns.

For Event Card 3, Free Companies, roll one die and halve
the score, rounding up. This is the number of Free
Companies available. They remain upon the board until
destroyed in Combat or by Plague.

For Event Cards 10 - War With the Welsh, 11 - War With
the Swabians, 12 War With the Burgundians, 13 - War
With Aragon and 14 - War With the Moors, the number
of Neutral Armies that appear is stated on the card. At
the end of the last Movement Phase in that turn, these
counters are removed. If aNeutral conquers a Province,
that Province becomes Neutral as well.

For Event Cards 51 - Albigensian Crusade and 61 - Crusade,
the number of Neutral Armies that appear is stated on
the card. The Cathar rebels remain until the end of the
last Movement Phase in that turn; unless defeated, the
Cathars will make the Dauphine a Neutral Province. The
Saracens should be removed at the end of the last
Movement Phase in that turn.

Pretenders and Bastards

Cards 18-22 allow for characters to leave the Dynasty
of their birth, and join another player’s characters. The
character sheet should be passedto the player onthe left,
and a Royal playing piece of the appropriate Dynasty
substituted. Characters can only become Pretenders if
they are at least 15 years old, and if they are not the only
male child of the monarch. A Pretender’s wife (though
not a2 husband, who should be returned to his original
Dynasty)and any children less than 15 years old should
alsobe passed to the player onthe left. The new owning
player may usethe characterasifhe or she wereamember
of his/her own Dynasty from then on, perhaps even
marrying the character to someone in his own Dynasty
(no Marriage Contract would be made).

For a 'bribe’ of 50 Crowns, the Pretender’s original
Dynasty may 'buy back’ the character, his wife and any
children. All sins are forgiven.

A Pretender character or any of his or her heirs may inherit
the throne throughthe normal rules whilestill controiled
by a "foreign’ Dynasty (the ‘claim’ should be inherited
in exactly the same way as any normal title). The player
who has been controlling the disputed country up to that
point may pass over the Pretender’s claim (see Succession
(9)and Optional Rule (C) above), or becomes a Baronial
player in the normal way.

If a player controlling a Pretender actually managed to
conquer the whole of the disputed country by military
means, he or she could either set the Pretender up as
a separate monarch (still eontrolled by that Dynasty, of
course), or play safe and rule the conquered area just
like any other. Pretenders rarely get what they think they
deserve...

Cards 38 and 39 allow for the creation of bastard sons
of unmarried Kings. These characters are passed to the
player on the right, who controls them from now on.
Any time the character lands ina Province of his father’s
Kingdoms, there is an immediate Rebellion roll. If a female
character ever comes to the throne while the bastard lives,
every Province in the Kingdom must be checked for
Rebellion.

—
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Bastards’ claims can never be inherited, even though the
character can marry and have children. The player
operating the character may control the character as he
or she wishes, including marrying the character 10 a
female in his or her own Dynasty.

(F) Neutral Provinces

Neutral Provinces are those which are controlled by none
of the players in a game. With this option, ten such
Provinces are marked at the beginning of the game, using
the Neutral markers. These are:

England: Yorkshire, East Anglia
France: Burgundy, France
Germany: Friesland, Swabia
Italy: Piedmont, Sicily
Spain: Aragon, Portugal

Neutral Provinces may alsobe created during the course
of the game. Certain Event Cards may, in the right
circumstances, cause a Province to become Neutral.

All Neutral Provinces are considered to have a garrison,
When a Province is invaded, place two Neutral Army
counters on the map in the relevant Province. This force
will defend the Province, with the player to the left of
the invader making dice rolls on its behalf. The Province
cannot be occupied until both the defending Army
counters are defeated.

If the Province would have been part of that player's
country in the Basic Game, it becomes a Home Province
after conquest.

Neutral Provinces do not raise taxes. They do not raise
Resource Items, or allow themto be transported through.
They do not invade neighbouring Provinces, unless
directed to do so by an Event Card.

Once conquered, a Province which has been Neutral is
subject to the normal rules.

(G) Governing Provinces

This optional rule allows players to make more use of
their Prince characters, without having to go to war.

At any time during the Dynastic Phase, or as directed
by an Event Card, a player may choose to bring a Province
into the direct ownership of his or her Dynastic house
by making a Prince the ‘Governor’ of the Province. To
do this, the player announces which character will be
given thetitle, and which Province the decision affects.
The Province must be one controlled by the player at
that moment. Only a Prince (aged at least 15) can be
created Governor of a Province (unless directed by an
Event card; also, female characters and children may
inherit the title later, following the normal rules for
inheritance).

Note: All Provinces not so Governed are considered to
be under the direct control of the King for the purposes
of this game, andthe normal game rules continue to apply.

The player should record on the Character Sheet that
that Prince now holds a noble title - this should read
something like Duke of Liguria, Earl of Wessex, etc.

This title may be inherited in exactly the same way as
the rank of King, following therules of Succession. This
may cause the title to leave the Dynasty in whichit started,
and may even lead to a sjtuation where a Province is
governed by Prince of one Dynasty, and controlled by
the King of another.

The rules for Succession (see Basic Game (9))donot apply
in the following areas. The King of the relevant country
(ie, that in which the Province is situated at the time)
may choose to dispute the normal succession. If this only
affects the player’s own Dynasty (ie, the Province is
governed by a member of the same Dynasty as the King),
a Rebellion marker should be placed on that Province,
but otherwise the King's wishes are followed. If the
disputed succession involves another player’s Dynasty,
then not only is the Rebellion marker placed in that
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Province, but Rebellion Die Rolls must be made, with
normal modifiers, for the whole Kingdom. Medieval
nobles were very careful about their rights when it came
to the Crown - even if this meant ‘sticking up’ for
foreigners!

Characters may Govern more than one Province.

If a minor inherits a title, the ‘Regent’ will be monarch.
No new character is created.

Titles and Governorship to a Province affect the game
in the following areas:

Characteristics

Raising Taxes

Commanding Troops

Raising Trade Items

Events

Characteristics

The player should immediately give the charactera +1
bonus to his or her Strength/Guile characteristic. This
may take the characteristic above + 2. This bonus may
only be taken once, no matter how many Provinces the
character Governs.

Raising Taxes in a Governed Province

In a medieval country, taxes were mostly gathered on
behalf of the monarch by Provincial nobility. This gives
the noble some power, since he or she may raise local
taxes by the same authority, and could even choose to
withhold all or some of the tax revenue from the monarch,

With this option, the King of each country sets the rate
of tax for the whole country as usual. However, any
Province governed by a character raises 2 Crowns extra
(ie, either 7 or 9 Crowns).

A Provincial Governor from a foreign Dynasty would
keep those 2 Crowns for his or her own Dynasty. The
Governor may also refuse to pay all or some of the 5 or
7 Crowns Royal Taxes for that Province to the Crown,
in which case the governing player should take the money
from the Treasury. There isno penalty for doing so (except
that the King isn’t likely to be very grateful...).

Also, whenever the Provincial Lord is actually present
in that Province, the taxes raised from there should be
modified by his or her Charisma. This additional
profit/loss being taken by the governing player.

Commanding Troops in a Governed Province
The rules for Maintaining and Raising Armies remain the
samec as for the Basic Game. However, the Governor of
a Province is considered to be the commander of any
Army counters located in that Province. So long as the
GovernorisaPrinceaged 15 +, is present with the Army
counters, and so long as the King is not, the Governor
controls the Army counters for the purposes of Movement
and Combat, even if this means the Army is under the
control of a foreign Prince.

A Provincial Governor in command of such Army
counters may either obey the instructions of his or her
monarch, in which case the Movement turn will proceed
as normal, or he or she may disobey. A Provincial
Governor does not have complete control over these
troops, however, and may only command them while
they remain in the Province. If they move further than
this, the Army counters revert to the control of the King.

Raising Trade Items in a Governed Province
InaResource Area Province, a Governor may rais¢ more
than one Trade Item during the Interphase, or may hinder
trade to such an extent that Trade Items are lost. This
may only occurifthe Governor is present inthe Province,
A dice should be thrown during the Raise Trade Items
part of the Interphase, and the Governor’s Charisma
should be added to it. If the result is 7 or more, the
Province produces an additional Trade Item, whick
should be placed there immediately. If the result is 0 or
less, the normal production in the Province is affected,
and the normal Trade Item is not placed.
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Events in a Governed Province

A Governor is presumed to live in the Province or
Provinces he or she controls for some or all of the 5-Year
Turn. Therefore, ifan Event occurs ina Province, it should
be assumed that it affects the Governor, and his or her
family as well, if applicable.

IfaPlague event occursinsucha Province, the Governor,
his or her wife or husband, and any children aged 15
or younger, must make Survival Rolls. The player should
add 1 to the dice roll for each additional Province the
Governor controls that is not affected by Plague.

If a Rebellion event occurs, the Governor's Charisma will
count as a modifier in the Province in which he or she
is located. However, it should also be used as a modifier
in the Governed Province, as should that of the
Governor’s spouse.

(H) Extra Event/Movement Phase

With this Option, a third Event/Movement Phase is
introduced. This optionallows for more Movement and
Combat. The third Phase is conducted in the same way
as the normal two.

(I) Changing Initial Capitals
and/or Resource Areas

After a while players may find that they are becoming
too accustomed to the normal pattern of play in game.
This might prove to be a particular disadvantage when
anew player joins a group of more experienced players.

One way of revitalising the game is to move the locations
of the Resource Areas and/or Capitals. By doing so, players
will change the emphasis of different Provinces, and open
up many new possibilities.

The Capital Markers, and the special Resource Item
counters are used for this Option. Resource Areasshould
be changed before Capitals. Obviously the markers
actually on the map are redundant with this option.
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The Resource Areas are changed by using the Random
Provincestable (see Events (14)). Rollasix-sided and the
ten-sided die to generate the location of each Resource
Area, obeying the following rules.

(i) Place the Luxury Resource Area first,
then the Semi-Luxury areas, then the
Cloth, Metals and Food areas.

(ii) No Province may have more than one
Marker.

(iii) No country may have more than three
Markers of all types, and no country can
have a full set of the three basic
rESOUrces.

(iv) The Luxury and the two Semi-luxury
Markers must be in three different
countries.

(v) No country should have more than 2
Basic Resources of the same type.

If the Capitals are to be moved, the same system is used
with the additional rule that the Capital may not be placed
in a Province in which there is 2 Resource Area.

If the rules for Neutral Provinces are being used, players
must agree what will happen if a Resource Area is re-
located in a Neutral Province.

Design Notes - The Optional Rules and
Strategy Hints

More than anything else, what you can achieve by
negotiation and diplomacy will be longer lasting than
what you can achieve by military means. Trade can be
conducted swiftly over long distances, reducing the
necessity for military adventure to secure trade routes,
and the efficient governing of provinces will depend even
more on the quality of the marriages you havearranged.
There is a finite capacity for each country to expand;
once that is reached, there are no reserves with which
you can hold off attacks. Therefore, the collapse of a
militarily aggressive country is often much more
spectacular than its rise.

However, in the early turns, the obvious target for
aggression are the Neutral Provinces you can turn into
Home Provinces (Yorkshire and East Anglia for England,
andsoon). Because these are only defended with 2 Army
counters each (the Neutral army), and each player can
deploy upto 8 atthe beginning of the game, it is obvious
that you can outnumber any neutral Province's army
easily. However, without any Marriage Contracts, nobody
canafford to trust the other players. While Germany lines
up toinvade Swabia, Italy might take Bavaria and France
Lorraine. Neither of these Provinces would have any
garrison.

So, be prepared to wait if you don’t think you can trust
the others. After three turns, you should have the capacity
to bring your army up to full strength and the insurance
of one or two Marriage Contracts.

At the same time, don’t ignore the Neutrals. The
continental ones are in important locations, and the tax
is going to be useful in a longer game. Also, Swabia,
Burgundy, Aragon and Granada have Event Cards which
turn them into aggressive states. Aragon is the odd one
outinthis foursome; althoughitis a ‘Spanish’ Province,
itdirectsits aggressionagainst Italy (Sicily). Areason for
Italy to interfere in Spain?

Other Provinces have important roles in the Event Cards
as well. It isn’t ‘unsporting’ for players to be aware of
the places where Famine is more of athreat or that Aragon
and Portugal can be gained through marriage. Some
Provincesare definitely more desirable than others, but
no two games of Blood Royale will have the same
Provinces at centre-stage.

The rules for Titles and Governed Provinces allow for
interesting decisions. A + 2 Charisma/-2 Strength Prince
isn’t any use in a war, but as Governor of one or more
Provinces is going to be very useful. Extra tax revenues,
possibly extra Resource Items, and the lesser likelihood
of Rebellion might lead to more much-needed income.
The problem would be if the Prince had an heir with
-2 Charisma, or - worse, perhaps - the ‘Duchy’ was
inherited by a rival Dynasty. Suddenly that income is
partially controlled by somebody else, and the only time
you canrisk stoppingitiswhenyouhavea +2 Charisma
King or a large, idle army.

Note that the rule about Rebellions in the capital means
that it is risky just keeping the useless members of the
family at home. If Rebellion breaks out in the capital,
half your cash must be returned to the Treasury.

Finally, a few tips for the playing of each country:

England: England is normally a sure bet for the militarily
unadventurous, particularly since the Scots, the Welsh
and a few rebellions will normally make life very
hazardous if troops are overseas. Without a long land
frontier, it is asafe bet thatinvasion will bea rarity. England
might - therefore - be the country to gamble onattacking
its neighbouring neutral Provinces (Yorkshire and East
Anglia) first, sheltering behind a strong fleet and an
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alliance with France or Germany. Calais is a problem.
Either secure it by a Marriage Contract with France, or
forget it, unless your plan is to expand in France. Keep
France and Germany off yourback or (better) at war with
each other, and make a treaty with Spain or Germany
for those important clothitems (either would love your
food surplus). If you must venture overseas, attack
Bordeaux while France is at war with Germany, or
Andalusia while Spain is occupied elsewhere.

France: France needs atlies, and your policy has to be
to secure at least two of those borders against attack.
England might be one to approach; after all, you aren't
going to gainmuch from an early war, except Calais. Your
second choice ought to be dictated by the defence of your
Resource Areas. The Dauphine is very exposed - beware
of an Italian-Spanish  alliance or (worse!) a German-
Spanish murriage. Bordeaux and Aquitaine are very
tempting for Spain, also. Either make an alliance with
Spain (you need Metals and Spain needs Food) and go
east (if you intend to be aggressive at all), or find some
way to fend off England, Italy and Germany while you
goallout for Spain, possibly with [talianhelp(youdon’t
actually need that Semi-Luxury in La Mancha; Italy is
not a natural trading ally since you are both looking for
metals, but the Italians need some guarantee against
Germany). The neutral Provinces, Flanders and
Burgundy, might be best left as buffers for a while at the
beginning; if you are going to be warlike, try and reduce
the threat on one of those borders.

Germany: The big temptation is to go for that Luxury
in Venice. Even if you don’t actually move troops after
it, you can use your presence to bully Italy into an
advantageous deal for Luxuries and Food in exchange
for Metals. You only need [taly as anally if you are going
to invade England and don’t want your back stabbed.
Onthe other hand, aquickly weakened Italy, with Venice
and Lombardy in German hands, would leave you very
strong for phase two. Alternatively, you caneither atrack
your other natural enemy, France, to make sure Lorraine
issecure and tosteal the Dauphine, or make the surprise
move into England. Whichever, you must make sure Italy
and France are not allied, and you must use your surplus
Metal to get Food, either from Italy or France. Bottle up
one, and deal with the other; that is the simple basis for
German strategy. The neutrals should only be taken as
part of that strategy; Swabia is in the heart of the main
trouble zone in the game, around Swabia, Burgundy and
Piedmont.

Italy: Once the big problem of Germany is solved, Italy
can look forward to some opportunities. Those Luxuries
from Venice are going to be in big demand. An alliance
with Spain to supply Luxuries for Semi- Luxuries and
Metals might be a big money-spinner, but virtually any
country which quickly collects sets of four Trade Items
will want to talk with you. Italy can easily get by without
war, but must beware the threat of invasion. Be
particularly aware of German-Spanish alliances. France
is not a natural trading ally, but a military alliance might
be necessary, and you canalways swap Luxuries for Semi-
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Luxuries. If you are going to be aggressive, you need to
ally with one of your northern neighbours against the
other, although it is possible to have some spectacular
successes by a sudden attack on an otherwise occupied
Spain. If things are quiet, snatch Sicily, which no-one
will mind. Only try for Piedmont if you are allied with
France or Germany and they don't feel threatened.

Spain: You should be looking for Food and Luxury Items
to win the game, which makes your normal focus of
attention go towards Aquitaine or a trade deal with
England or Italy. If the military option is preferred, the
classic strategy is to ally with Germany and sieze
Angouleme - cutting off the Dauphine and facing France
with war on two fronts. Then take Aquitaine, and stop
there, before Germany gets too close. The alternatives
for adventurous players are sea invasions of ltaly or
England. The formerisn't very attractive- Germany will
move on Veniceand Lombardy, with the Trade Items you
want, if it sees Italy crumble - but it might be easy territory
to conquer. All that Food in England is an unbearable
temptation, and you can certainly not afford England
to just sit there and reap trading profits. But Spain does
have a problem then if rebellions break out...

Some Tips For Naming Dynasties and
Characters

England - Dynastic Names
Plantagenet, Tudor, York, Lancaster, Essex, Percy

Christian Names
Edward, John, Edmund, Alfred, William, Stephen
Mary, Elizabeth, Anne, Mary, Maud, Mathilde

France - Dynastic Names
Anjou, Martel, Bourbon, Guise, Angevin, Nevers

Christian Names
Jean, Louis, William, Robert, Charles, Henri
Louise, Marie, Charlotte, Isabelle, Odette, Philippa

Germany - Dynastic Names
Hapsburg, Welf, Wettin, Wittlesbach, Hohenzollern,
Luxemburg

Christian Names

Maximillian, Charles, Ferdinand, Frederick, Karl,
Wilhelm

Anna, Mary, Florenz, Catharine, Elizabet, Mathilde

Italy - Dynastic Names
Visconti, Medici, Ordelaffi, Orsini, Savoy, Sforza

Christian Names

Luigi, Giovanni, Giuseppe, Bernadino, Bartolomeo,
Francis

Carlotta, Julianna, Maria, Anna, Blanche, Joanna

Spain - Dynastic Names
de Silva, de Idiaquez, Fajardo, de Mendoza, de Guzman,
Toledo

Christian Names
Juan, Fernando, Carlos, Francisco, Sebastian, Miguel
Carlotta, Isabella, Maria, Jeanne, Eugenia, Sofia
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