War of the Roses —15th Century




INTRODUCTION

KINGMAKER simulates the Wars of the
Roses, the period of sporadic Civil War in
England between 1450 and 1490. Ruled by
a weak and mentally unstable king, Henry
VI, demoralized by defeat in France at the
end of the Hundred Years War, and
encouraged by the ambitions of Richard,
Duke of York, and his sons; the country’s
Noble families used their large private
armies in attempts to gain control of the
government. Ostensibly a continuation of
the fifty year old struggle between the royal
houses of Lancaster and York (the red rose
and the white rose), the Wars were in
actuality a series of bloody power struggles
between factions of self-interested Nobles.

The game is based on the premise that
the powerful Noble families used the
Lancastrian and Yorkist princes as pawns
in a greater game of gaining control of
England. Players control pieces represent-
ing the Noble families as they seek power
by a combination of military, political and
diplomatic skills.

BRIEF DESCRIPTION OF PLAY

KINGMAKER is played by from 2 to a
recommended maximum of 7 players. The
object of the game is to control the last of
the eight rivals of the royal houses of
Lancaster and York for the throne of
England. To accomplish this, players ma-
neuver Noble counters representing the 23
major families in England in order to
capture and support their royal heir while
simultaneously eliminating all other rivals
through combat. Each Noble counter has a
corresponding Noble card which the con-
trolling player displays and which he may
strengthen with title, office and other
awards. At the beginning of each player’s
turn, a card from the Event deck is drawn
and any instructions thereon are followed
by all players. At the end of each player’'s
turn, a card from the Crown deck is drawn
which may add a new Noble to his faction or
may augment the strength and power of
one already in play.

COMPONENTS

1. Mapboard representing England in
the late 15th Century (see Terrain Key P.
Sfor identification of the various features
on the board).

2. Deck of 80 large cards hereafter
referred to as the Crown deck (see Crown
Deck Key P.5 for identification of the
different types of Crown cards).

3. Deck of 90 small cards hereafter
referred to as the Event deck (see Event
Deck Key P.7 for identification of the
different types of Event cards).

4. 126 cardboard counters (see Coun-
ter Key P.6 foridentification of the different
types of counters).

5. Rules booklet.
6. Game box and lid.

NOTE: Dice are not required for play in the
Basic Game.

It is important to become familiarized
with the various types of cards and the
features on the board before starting play.
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BASIC GAME

PREPARE FOR PLAY

1. All Crown and Event cards and all
counters marked with an asterisk in the
upper right corner are removed from play
for the Basic Game.

NOTE: An asterisk indicates equipment
relevant to optional or advanced gamerules
only.

2. Both the Crown and Event decks are

shuffled thoroughly. The Event deck is .

placed face down in its designated location
on the gameboard. A discard pile will be
maintained adjacent to the deck. As soon as
an Event card has been played, it is placed
here face up. During the game, if the Event
deck becomes depleted, the discard pile is
shuffled and reused as the Event deck.
Cards in the discard pile can never be
reviewed.,

3. 36 cards are removed from the
Crown deck and are distributed evenly to all
players. Any remaining cards are returned
to the deck which is then placed on the
board.

4. Each player must separate the
Crown cards dealt to him according to type
and arrange them in front of him in the
manner described below.

a. All Noble cards are placed face up.

b. All title cards must be allocated
(given), one apiece, to each untitled Noble.
Title cards which cannot be allocated are
placed in Chancery.

c. All office cards must be allocated,
one apiece, to each titled Noble. Office
cards which cannot be allocated are placed
in Chancery.

NOTE: A Noble can never have more than
one title and office.

d. All town, bishop, mercenary and ship
cards remaining are allocated without
restriction to any Noble(s).

All cards dealt must either be allocated to a
Noble or placed in Chancery and cannot be
retained to be played later.

Any player(s) not receiving a Noble card
in the deal draws cards from the Crown
deck until one appears which he plays. The
inverted cards are reshuffled into the deck.
Every player must start the game with at
least one Noble card.

Once a Crown card has been allocated
to a Noble card, it may never be returned to
any player’s hand or transferred to another
noble except as outlined in Transfer (P.4 ).

CHANCERY

A separate pile for office and title cards
which cannot be allocated at the start of
play or which belonged to Nobles killed or
executed during play is maintained face
down. They may be reapportioned during
Parfiament (P.4 ). Cards in the Chancery
can never be reviewed.

FACTION

The arrangement of Crown cards in
front of each player represents his faction.
The basic unit of the factionis the Noble. He
will be represented on the game board by a
corresponding counter. The other Crown
cards placed under him are his awards
These cards increase his strength in troops,
give him control of certain cities, towns and
castles, allow him to travel by ship, and
award him several other privileges to be
outlined in the rules. Each player controls
and maneuvers the Nobles and their
awards in his faction.

Any town, city or castle awarded to a
Noble is considered friendly to all Nobles of
his faction. They may enter these places
freely. A neutral town, city or castle (not
under any faction's control) may not be
entered by any Nobles of a faction. An
unfriendly town, city or castle (controlled by
another faction) may be entered only by
permission of the player controlling the
faction. Any ship awarded to a Noble may
be used by all Nobles in the faction.

The number of Nobles in a faction will
fluctuate as some are killed or executed and
others added through the draw of the
Crown deck. A player will be able to add
new Crown cards to his faction. He may not
add a Crown card to a Noble "under siege”
or at sea that would increase his troop
strength. A player who loses all of his
Nobles is not eliminated from play. He
continues as a new faction.

SETTING OUT COUNTERS

1. The seven royal heir counters are
placed in the following locations on the
gameboard:

HOUSE OF LANCASTER

Henry Vl—in London
Margaret of Anjou—in Fotheringhay
Edward, Prince of Wales—in Coventry

HOUSE OF YORK {3

Richard, Duke of York—in York
Edward, Earl of March—in Harlech
George, Duke of Clarence—in Cardigan
Richard, Duke of Gloucester—in Calais

They are placed on the symbol of the
town, city or castle that they occupy. Royal
heirs do not have Crown cards to represent
them.

2. For each Noble card allotted in the
deal, the corresponding Noble counter is
placed by the controlling player in any one
of the castle(s) on the board that is listed on
his card. Place the counter on the symbol of
the castle that he occupies. These castle(s)
are identified by the coat-of-arms of the
owning Noble.

3. Each ship counter awarded to a
Noble by either a ship or office card is
placed on the port listed on her card.

SEQUENCE OF PLAY

KINGMAKER is played in turns. Each
player takes his turn in clockwise order
around the table. When all players have
taken their turn a round of play is complet-
ed. The game continues for an unlimited
number of rounds until the requirements

for victory have been fulfilled. Play starts
with the player who controls the Noble
allocated the office of Chancellor of Eng-
land. If no Noble holds this office then play
starts with the player who controls the
Noble who has been allocated the senior
Bishop in this order: Canterbury, York,
Durham, Carlisle, Lincoln, Norwich; other-
wise play starts with the player with the
most troops. Each player's turn is com-
posed of 6 phases which must be complet-
ed in the exact sequence presented below:

1. Chance Phase—The top card of the
Event deck is drawn and any instructions
printed thereon are acted upon by all
players.

2. Movement Phase—All, some or
none of the player’s counters are moved.

3. Combat Phase—Any battles or
sieges are resolved.

4. Parliament Phase—Parliament may
be summoned by the sole king or the Noble
awarded Chancellor of England office {if
there is no sole king).

5. Coronation Phase—A royal heir first
in the line of succession in his or her royal
house may be crowned king.

6. Crown Deck Phase—A card is drawn
from the top of the Crown deck. It may be
played immediately or kept hidden and
played at any time. When a Noble card is
played, the corresponding Noble counter is
placed in one of the castle(s) listed on his
card. It may happen that the castle(s) held
by a Noble to be played becomes unfriendly.
In this case, he may be placed on board at
the nearest friendly town, city or castle.
Any other type of Crown card must be
allocated to a noble in order to be played.

MOVEMENT
1. Noble Counters

A Noble may move up to 5§ sgquares in
any direction (including diagonally) subject
to certain terrain restrictions (see Terrain
Key P.5 ). A Noble may move any part of his
allowed 5 squares or he need not move at
all. This constitutes his move for the turn.
The path of movement over land is never
blocked.

2. Royal Heir Counters

A royal heir may not move unless
captured or instructed to do so by an Event
card. Once captured a royal heir must have
at least one Noble with him {(her) at all times
and may never be voluntarily left alone. A
royal heir is always allowed to move with
the accompanying noble(s).

3. Ship Counters

A ship may move up to 5 squares at sea
in any direction (including diagonally). A
ship may move any part of her allowed 5
squares or not at all. This constitutes her
move for the turn. A ship may stay at sea
indefinitely unless forced to port by an
Event card. A ship’s movement may never
be blocked while at sea.

A ship may move unloaded or with
passengers. A ship may never move on land
but may enter a friendly or unfortified port.
A port is counted as a separate square in
movement. A ship may move along an
estuary to reach a port. A ship may never



enter an unfriendly or neutral port unless
ordered there by an Event card or attempt-
ing to besiege it with her passengers. A
ship which occupies or involuntarily enters
a neutral port is free to leave in her turn. A
ship which occupies or involuntarily enters
an unfriendly port may leave only by
permission of the player controlling the
port.

SEA TRANSPORTATION

A Noble may combine land and sea
movement but never in the same move.

To embark (pick up) a Noble counter, a
ship must occupy a friendly or unfortified
port. A ship may embark any MNoble
counter(s) which cccupy the square in
which the port is located at the start of her
move. The ship then immediately moves
out to sea carrying the passengers on
board. The troop strength of the Noble(s)
travelling on a ship at sea can never exceed
the capacity printed on the ship’s counter.
The troop strength of Noble{s) can be split
between 2 or more ships as long as they
travel together.

Todisembark (drop off) Noble counter(s),
a ship must occupy a port. If a ship enters a
friendly or unfortified port, the passengers
may be placed anywhere in the square in
which the port is located. Disembarked
noble(s} may combat any force in the
square.

For a ship to wvoluntarily enter and
disembark Noble counter(s} in a neutral or
unfriendly port, her passengers must
participate in a siege of the port.

Passengers of a ship which involuntari-
Iy enters a neutral or unfriendly port must
attemnpt to besiege it if able. If unable to
hesiege or if unsuccessful in the siege they
end their move in the port square in the
open.

Noble counter(s) cannot stay aboard a
ship in port. They must be disembarked.

A ship may embark Noble counter(s)
only at the start of her move. Disembarka-
tion of passengers ends her move.

Royal heirs may accompany nobles to
sea.

A ship whose Crown card is returned to
the Crown deck or which changes owner-
ship while carrying passengers remains
under the control of the previous owner
until the ship next touches port.

ROAD MOVEMENT

A Noble beginning his move in a square
containing any part of a road may travel an
unlimited distance along it as long as he
doesn’t pass through a town, city or castle
on the road (symbol printed over the road)
which he or his faction does not control. In
this case the Noble must stop in the square.
If the town, city or castle is notcontrolled by
anyone he must end his move at that point.
If the town, city or castle is controlled by
another player he may request permission
to pass threugh which, if granted, allows
him to continue road movement, but if
denied causes him to end his move there.

Movement on and off a road cannot be
combined in the same move.

Any number of Noble and royal heir
counters may use road movement.

STACKING
There is no limit to the number of

counters which may occupy a square.
Nobles of the same faction in the same
square need not be together. Those No-
ble(s) which are to be together are stacked
in a single pile and are termed a force.

TOWNS, CITIES AND CASTLES

A Noble(s) may end his turn inside a
friendly town, city or castle in the square
that he occupies. It costs nothing to enter,
The counter(s) is placed over the symbol. A
player may allow the Nobles of another
faction to enter a town, city or castle he
controls. If a noble occupies a square
containing one or more friendly towns etc.,
the controlling player must indicate his
exact location upon entrance into the
square. There are limitations as to the
number of troops each town, city or castle
may hold fsee Terrain Key P. 5 ).

COMBAT

At the end of his movement phase, a
Noble may combat any unfriendly Noble or
force of Nobles occupying the same square.
He is termed the attacker and the Noble(s)
that he is attacking are termed the defend-
er. A Noble may make only one attack per
round and only in his turn. A defending
Moble may never be attacked more than
once in a turn.

Any number of Nobles in the same force
may combine their strength for an attack.
All Nobles defending in a force must be
attacked together. Nobles in the same force
cannot attack or be attacked separately.
Combat is never required and is always
voluntary. Ships are never involved in
combat.

There are two types of combat: battle
and siege.

Battle:

A battle may be fought only between
Nobles in the open {not in a town, city or
castle). Six steps must be followed to
resolve battle.

1. The attacking player designates
which Noble(s) he is attacking and which
Noble(s) he is using in the attack.

2. Both players add the total strength in
troops of their Noble(s) involved. These
strengths are compared as a ratio (see
Table of Odds P23).

3. The attacking player draws the top
card from the Event deck and refers to the
lower pink half of the card.

4a. If the ratio between the two forces
is equal to or greater than that printed on
the card, then the larger force is victorious
and captures all defeated Noble and royal
heir counters with them.

b. If the ratio between the two forces
is less than that printed on the card then the
battle is considered indecisive and there is
no victor.

c. If the result on the card reads "Bad
Weather Delays Attack,” then no attack
occurs and the Nobles remain where they
are.

5. Also printed on the card is a list of
Nobles killed. All Nobles participatingin the
battle even if indecisive and named on the
list are killed. Loss of Neobles incurred in this
manner does not alter the battle or the
results. The Event card is placed on the
discard pile.

Siege:

Each town, city and castle on the
gameboard has its own permanent garri-
son fsee Terrain Key P. 5 ). For a player to
enter a town, a city or a castle notunder his
control, he must capture it by siege
fexception: Open Towns P.5 ).

Three steps must be followed to procure
and resolve a siege:

1. The attacking player must allocate as
many Nobles in a stack to the siege as
needed to maintain at least an equivalent
{equal) strength to the garrison of the
defending town, city or castle. Any Noble(s)
inside may add their strength to the
garrison. If more than one player’s noble(s)
are inside, only one faction (defenders’
choice) may add to the defense. If an attack-
ing player cannot collect enough Nobles to
match at least the defending strength of the
town, city or castle, he may not besiege it.

2. The attacking player draws the top
card from the Event deck todetermine if any
of the participating Nobles are killed. The
odds ratio is ignored. The Event card is
placed on the discard pile.

3. A siege is always successful and the
town, city or castle plus all Nobles and royal
heirs inside are captured unless delayed by
“Bad Weather.” In this case, the town, city
or castle is termed “‘wnder siege.”

Noble and royal counters inside a town,
city or castle "under siege” may leave only
if able to reduce the besieging force's
strength to less than equivalency. Noble(s)
inside may sally forth and initiate or join a
battle against the besieging Nobles. The
garrison is used in defense only.

A faction which desires to besiege,
relieve or enter any town, city or castle
already “under siege’” must first battle the
original besieger. If successful they may
either assume the place of the original
besieger or enter the town, city or castle if
friendly.

Any victorious Noble may end his turn
inside the captured town, city or castle.

A captured town, city or castle immedi-
ately becomes controlled by and friendly to
the faction of the capturing Noble(s) (see
Transfer P.4 ).

The attacking player may call off combat
anytime prior to drawing for a result. Once
initiated all combat must be resolved. If the
attacking player draws a free rmove or writ
card, he keeps the card and must draw
again.

NOBLES KILLED

When a Noble has been killed either by
combat or by plague, his counter is
removed from the board and his card plus
all awards are returned to the appropriate
receptacle (either the Crown deck or
Chancery). All towns, cities or castles
formerly under his control become neutral
and any occupants are immediately ex-
pelled.

CAPTURE OF ROYAL COUNTERS

A royal heir is captured by a faction
when one or more noble counters of that
faction occupies the same open area of a
square, town, city or castle as the royal
counter at the end of their move. If the royal



counter is accompanied by another player’s
Noble(s), they must all be defeated by
combat in order to make the capture. A
captured royal heir may be executed and
removed from play at any time by the
controlling player.

A player may not control royal heirs of
both royal houses for more than two
consecutive rounds from point of capture.
He must either execute or transfer to
another faction all controlled royal heirs of
one royal house.

CAPTURE OF NOBLE COUNTERS

Any Noble(s) captured in successful
combat may be ransomed back to the losing
player for some consideration (see Transfer
and Trade and Gifts P.4 ). A ransomed
Noble must be returned with any title and
office cards possessed prior to combat.

Any Noble not ransomed in the turn of
capture must be executed and removed
from play (see Transfer P.4 ).

PARLIAMENT

A player controlling the sole King, or
Chancellor of England if there are two or no
Kings, has the privilege of summoning
Parliament. Six steps must be followed to
summon Parliament.

1. The King or Chancellor must occupy
an unfortified town, town or city (not castle)
excluding Calais or one under siege, which
is to be the location of the Parliament.

2a. A “writ” card must be presented to
another player's Noble summoning him to
Parliament. More Nobles may be sum-
moned using other “writ” cards (one “writ”
for each Noble to be summoned).

b. In order for the Chancellor to
summon Parliament he must also play a
“Parliament” Card.

3. Each Noble summoned by a “writ”
card must immediately move to the Parlia-
ment location ignoring movement limita-
tions.

4. Any Noble not summoned may
voluntarily move to Parliament ignoring
movement limitations.

A Noble may not be summoned nor
moved to Parliament if on an island or
Calais unless an empty (friendly or loaned)
ship(s) is available to transport him to the
mainland. The ship{s) mustbe large enough
to support the Noble's troop strength. A
ship transporting Nobles to Parliament
must end its movement at any friendly or
unfortified port on the mainland.

5. The player summoning Parliament
draws from the Chancery a number of cards
equivalent to the number of Nobles attend-
ing Parliament,

6. He must distribute these cards to any
MNobles (not necessarily at Parliament)
which have not yet received a title and/or
office card. Any cards which cannot be
distributed are returned to the Crown deck.

The King's Peace forbids any combatin
the square in which Parliamentis held until
the next turn of the player who summoned
the Parliament.

CORONATION

1. Only the senior surviving member of
a royal house can be proclaimed and

crowned King. (see Victory Conditions for
the order of succession P.4 ).

2. The senior royal heir to be crowned
King must occupy a cathedral with one or
more Nobles possessing either an arch-
bishop or two bishops cards.

When the above two conditions have been
fulfilled the controlling player announces
that the royal heir has been crowned King.

VICTORY CONDITIONS

To win, a player must control the last
royal heir in the game and he (she) must be
crowned King.

There may be two Kings simultaneously
in play, one from each royal house. At the
start of play Henry VI is already King.
Richard of York as soon as he has been
captured may also be crowned King. If
either or both should be killed, the next in
line of succession of either or both houses
may be crowned King. Below is the table
indicating the order of succession for both
houses.

Line of
HOUSE OF LANCASTER @ Succession

King Henry VI 1
Margaret of Anjou 2
{Henry's wife)
Edward, Prince of Wales 3
{their son)

o Line of
HOUSE OF YORK (Y] Succession
Richard, Duke of York 1
Edward, Earl of March 2
{Richard’s eldest son)
George, 3

Duke of Clarence

(Richard's third son)

Richard, 4
Duke of Gloucester

(Richard's youngest son)

A royal heir may not be crowned King

until all above him in the line of succession
have been killed. There can never be more
than two Kings (one from each royal house)
in play at the same time.
NOTE: Margaret may be crowned Queen
Regent after the death of Henry. As Queen
Regent she assumes all the privileges of
King.

Beaufort:

If all Lancastrian royal heirs have been
killed, the Noble, Beaufort, may be crowned
King. In effect he is fourth in line of
succession in the house of Lancaster. He
still performs like a Noble in all respects.

If crowned his faction may not control a
royal heir of the other house.

If the last crowned royal heir on the
board is a Lancastrian, the player control-
ling him is declared the winner whether
Beaufort is in play or not.

If the last crowned royal heir on the
boardis a Yorkist, the player controlling him
is declared the winner if Beaufort is not in
play.

TRANSFER

1. Town, ship, bishop and mercenary
cards (hereafter referred to as transfer-
ables) allocated to a Noble or royal heir
counter(s) accompanying a force may be
transferred voluntarily to any other Noble(s)
occupying the same square at any time
provided that the transferred card(s) is not
utilized in the turn of transfer. The Nobles
need not belong to the same faction.

2. Transferables and royal heir coun-
ters are involuntarily transferred to an
unfriendly faction if they were awarded to
or accompanied a Noble captured or
executed by that faction as a result of
combat. The transferrables must be distri-
buted among the victorious Noble(s) imme-
diately upon transfer.

3. A town card is involuntarily trans-
ferred to an unfriendly faction if the town
named on the card was captured by that
faction. The transferred card must not be
allocated to a victorious Noble in this case
but placed by itself. This indicates that the
town is controlled by the faction rather than
a particular Noble.

4. Noble and title cards (hereafter
referred to as non-transferables) can never
be transferred either voluntarily or invo-
luntarily. If a Noble is executed, his card
returns to the Crown deck and any awarded
title card is placed in Chancery.

5. Office cards are semi-transferable.
They can never be involuntarily transferred
but may be voluntarily transferred between
any Nobles attending Parliament with the
permission of the player summoning Par-
liament.

Any captured town, city or castle maybe
transferred voluntarily by the controlling
player to another faction as long as at least
one representative Noble of each faction
occupies the same square. Ships, towns,
cities or castles named on a semi-or non-
transferable may also be voluntarily trans-
ferred (never involuntarily transferred) to
another Noble in the same square. The
parent card cannot accompany the trans-
fer. Itis noted to which Noble the transfer is
made. If he should be killed or executed the
control of the transferred town, city, castle
or ship reverts to the Noble allocated the
parent card.

TRADE AND GIFTS

A player may give or trade any ship,
bishop, town, city, mercenary or writ cards
not played (i.e., in his hand). The recipient
may not allocate a traded card to a Noble
who is involved in combat in the turn of the
trade. Cards given or traded need not be
played immediately.

A ship may be loaned to another faction
as long as it is moved in only one turn per
round.

STOP! Do not proceed any further. You
have finished the Basic Game Rules.



FEATURE

Boundary
of Square

SYMBOL

Clear
Square

Forest
Square

Road
Square
River

Estuary

Border

Port

Island

Calais

Unfortified
Town

Town

Open

Town
Hereford
Cardigan
Kingston

City

Royal
Castle

Castle

Cathed rél

Cheviots

" Noble and' rbyial- :
counters may embark
onto or disembark from
ship

There are three Islands:
Douglas, Beaumaris and
Cansbrooke

situated de‘fined as

Maxlmum capacitv of

TERRAIN KEY

FUNCTION

delineates various size
and shaped f ures here-

Calais (not part of
Continent)
Parliament may be
summoned. May be a
port and/or cathedral.

Maximum capacity of
400 troops. Cannot be
controlled. May be a
port. Parliament may
be summoned

~ Maximum capacity of

300 troops. 2 Royal
Castles marked with *
are used in Advanced

Game only. May be a port.

Capww- of 300 troops.

: marked with *
sed in Advanced
Game only May be a
port.

Coronations may be
held. Parliament may
be summoned.

4 border squares be-

‘tween Carlisle and Ber-

wick exclusive.

EFFECT ON COMBAT
No effect

No effect

No effect

No effect

No effect

No effect

No effect

No Combat Allowed

 Same as unfortified town, city,

town or castle symbol.

No effect,
Welsh and Conway Troop bonus
extends to Beaumaris

No effect

No effect

Cannot be captured or controlled.
Passengers entering an unfortified
port must battle any unfriendly
force within.

Permanent Garrison of 200 troops.
Capture by siege only.

If occupied by unfriendly Noble(s)
capture by siege. Permanent garri-
son of 200 troops.

Permanent garrison of 300 troops.
Capture by siege only.

Permanent garrison of 200 troops.
Capture by siege only.

Permanent garrison of 100 troops.
Capture by siege only.

Same as symbol in which located.

No effect

EFFECT ON MOVEMENT
No effect

No effect

Movement ends upon entering.
Movement into the open is
made normally.

see Road Movement P.3

No effect.

If not stippled it is not a
boundary.

A ship may move along an
estuary to a port. Noble and
royal heir counters may not
Cross.

No effect

Only ships may enter.

Ships may enter. Same as
unfortified town, city, town
or castle symbol.

Mobles and royal heirs can
enter and/or leave by ship only.

No effect

Nobles and royal heirs can
enter and leave by ship only.

No effect

If on a road, may block road
movement.

If empty, may enter freely. If
occupied by unfriendly forces,
may be entered by successful
siege only.

If on a road may block road
movement.

-

£
I1f on a road, may block road
movement.

If on a road, may block road
movement. !

Same as symbol in which
located.

No effect



CROWN CARD KEY

NO. IN
CARD ILLUSTRATION DECK  ALLOTMENT NOTES

 Shield|

Ed snsta.ev E

=kl P Home Castles

2) Titled Title L Sonhumbeslindi
Noble & ; 9

Basic unit of game. Has title. (May not be given title
card. May be given office card).

@ : PeReY ;__— Non-tradeable. Non-transferable.
Parhiamentary Votes . - —— — : .

12 Maximum of one may be given to Has troops, towns, city or royal castle.
MNoble with title. May have bonus of extra troops in
some areas, may have bonus of ships.
Non-tradeable. May be voluntarily
transferred in Parliament only.

4) Office

Troops

. S Identifying Name
6) Mercenary Ty
T 8 Any number may be held by any Gives extra troops. Tradeable.
“"53“ Noble. Transferable.

8) Town or [ teswich |
City - = 10 Any number may be held by any Tradeable. Transferable.
{fortified) Noble.

ns City

Royal Castle

COUNTER KEY

SYMBOL NOTES

TYPE ILLUSTRATION NUMBER

Rovyal Heir ol 7 Red or White Rose and name. There is no card for royal counter.
Counter L5 They cannot move or fight alone.
Once captured they may never be
-~ left alone.
LoNDON
Faction @ 84 Various symbols Seven different sets of 12 avail-
Counter able. Each player uses one set.

Counters are placed on towns,
cities or castles to identify the
controlling faction.



CARD ILLUSTRATION
Plague PLAGUE
Instrlictions :é.ﬂ;‘;:w
wen  cOngbat Resul
Storms
at Sea = :
!‘é!m LTI
Raid and 5o rap
Revolt i
P :I‘T:lll
Embassy R
A

Parliament

11
Vietomy

Writ s
PR n
of Summens to

Free Move _
FOR ONE PIICE

SHORT GAME

The following three rules may be used
separately or together to provide a shorter
game.

1. Distribution of Crown Cards—During
the initial deal, distribute all the cards in the
Crown deck rather than just 36 cards. Each
player need not play all the cards dealt to

EVENT CARD KEY

NO. IN KEY
DECK COLOR EFFECT
17 Red/Pink All Noble and Royal heir
counters in the town(s)
or city named are killed
ts immediately. Ships in port
are not affected.
10 Light Blue/ Every ship at sea must im-
Pink mediately be moved to the
closest port. A shipandany
passengers may be moved
normally in their turn.
23 Green/ All Noble counters named
Pink for themselves or in respect
of titles, offices, or Bishop
cards awarded to them must
move immediately to the
location named. If unfriendly,
place in the open.
6 Dark Blue/ The sole King (ignore if
Pink 2 or no Kings are in play) is
moved immediately to the
location named on the card.
4 Yellow/ Chancellor must play one in
Pink order to summon Parliament.
10 Yellow Must be given to at least one
Noble in order to summon
Parliament.
10 Yellow Allows a single counter

{ship, noble or royal heir)

one free move. Ship with
passengers counts as one.A
counter may use only one
free move per turn.

NOTES

Plague never strikes Calais or
castles.

If more than one port is
equidistant in squares to the
ship, controlling player has
choice of which port to enter.

Any Royal heir counter(s)
with the summoned noble
may accompany him. A Noble
at sea, on an island, under
siege, or at Calais cannot respond.
A Noble called to two or
more places as a result of the
Crown card(s) he holds may
choose where to go. A Noble
is sent into the town, city, or
castle named. A ship must al-
ways respond. Those summon-
ed may move normally in
their turn.

Any Noble(s) with the King
may accompany him. They
may move normally in their
turn. If the King is at sea, on
an island, under siege, or at
Calais he cannot respond.
Only the player whose faction
has the Chancellor may re-
tain it if drawn. Once played
it is discarded. It cannot be
given away or traded. If the
noble awarded the Chancellor
is killed all held Parliament
cards are discarded.

May be retained by any player
drawing one. Once used, it is
discarded. May be given or
traded.

May be retained by any player
drawing one. Once used it is
discarded. May not be given
or traded.

him, though he must display at least one
Noble card. If, in a rare case, a player does
not receive a Noble, all the cards are
reshuffled and redealt.

2. Setting Out Royal Counters —Place
Edward, Prince of Wales with Margaret in
Fotheringhay. Place Richard, Duke of
Gloucester in Plymouth,

3. Time Limit—Play may be terminated
at any time before the condition of Victory
has been met either by mutual agreement
or at a pre-designated time. At the point of
termination each player determines his
worth based upon his total number of votes
in both Houses of Parliament (see Optional
Rule: Parliament P. 8 ). The player with the
greatest worth is declared the winner.



OPTIONAL
RULES

Any or all of these rules may be added at
the players’ discretion. These rules super-
sede any conflicting rules in the Basic
game.

INITIAL PLACEMENT

To insure that no player can be influ-
enced by another’s set-up during the initial
placement of nobles, each player writes
down the castles in which his nobles will
start before setting out the counters.

COMMISSION

A writ card now assumes an additional
function besides its use in Parliament. As a
commission, a writ card may be utilized by a
player to substitute a Noble or Nobles in his
faction for any Noble {not necessarily in the
same faction) responding to a raid or revolt.
The commissioned Noble(s) must be equal
to or greater in strength than the specific
Noble, title, bishop or office card being
summoned. If a bishop or archbishop card
without a troop strength has been sum-
moned by a raid or revolt, the commis-
sioned Nobles must be equal to or greaterin
strength than the total strength of the
Noble possessing the bishop card.

One writ card is used for each Noble
named on the Event card.

AMBUSH

A battle in which the attacking force
cannot hope to gain at least an indecisive
result{i.e., the defending force has a ratio of
4 to 1 or better in troop strength) is no
longer allowed. An attacking force which is
too weak to do battle may ambush instead.
An ambush is conducted in the same
manner as a normal battle except that only
the lowermost printed Noble in the “Nobles
killed section of the Event card” is killed.
The other noble(s) above him in the “'nobles
killed"” section are ignored. As itisrequired
for the defender to be at least 4 times
stronger than the attacker, any surviving
ambusher(s) are automatically captured by
the defender. “Bad Weather’’ postpones an
ambush.

Noble(s) in a town, city or castle cannot
be ambushed.

TOWN FIGHTING

This is a fourth type of combat and
occurs only in the following three situa-
tions:

1. A Noble or Nobles inside a town, city
or castle which has become neutral.

2. A Noble or Nobles forced into an
unfriendly or neutral port which they are
unable to besiege.

3. Two forces in combat and both
occupying the same town, city or castle.

Town fighting is always resolved as a
battle. In situations 1 and 2, the affected
Nobles must attack the garrison plus any
unfriendly Noble(s) inside in their turn. If
successful they capture the town, city or
castle. If unsuccessful they are captured
(and executed if in a neutral town, etc.). If

the result 1s indecisive they are immediate-
ly expelled into the open.

In situations 2 and 3 player controlling
the town, city or castle may choose to attack
the unfriendly noble(s) inside. This may be
done with the garrison and any of his forces
inside and/or moved into the town, city or
castle. This attack frees the affected
noble(s) from his obligation to attack in his
turn.

BISHOP CARDS

Bishop card(s) allocated to a killed or
executed Noble are no longer returned to
the Crown deck or transferred but are
placed in Chancery. They become non-
transferable.

OPTIONAL PARLIAMENT

Optional Parliament is procedurely
identical to that in the Basic game but with
the following additions.

1. Players must determine the num-
ber of votes their faction controls in both
the House of Commons and the House of
Lords using the following table. All votes in
Commons are counted as long as the
possessing Noble or controlled royal heir is
on the board whether in attendance or not.
Noble or royal heir counters voting in Lords
must be in attendance.

Parliamentary votes are printed on the
appropriate Crown cards under the heading
Commons for House of Commons and
Lords for House of Lords. Town and City
votes are not placed on the title, office and
bishop cards but must be counted on the
board. Use of faction counters to identify
controlled or captured towns and cities will
facilitate this process.

2. The proposed recipient of a title or
office card must be approved by both the
House of Commons and the House of Lords
for him to receive the card. Approval or
disapproval in either House is decided by
the most votes (a tie results in disapproval).

HOUSE OF COMMONS

Royal Heirs Votes
King (Chancellor if 20
no sole King) :
Senior Lancastrian 10
Senior Yorkist J 10
Offices

~ War f the Northern 2
M :
Chancellor of the Duchy 2
of Cornwall
Chancellor of the Duchy Sy
of Lancaster _
Constable of the Tower 3
of London
Warden of the Cinque Ports 5
Towns and Cities
Each controlled or 4
_captured city
Each controlled or 3
captured town (except Calais,
Swansea, open town)
Nobles
Neville 3
Percy 2
Beaufort 2
Mowbray 2
‘All other titled Nobles 1

Total 156

3. The proposed recipient of a bishop
card (see Optional Rule “Bishop Cards”)
needs the approval of the House of Lords
only.

4. The player summoning Parliament
may propose one recipient for each card
drawn from the Chancery. Any cards which
cannot be allocated as a result of a
disapproval in either the Commons or the
Lords are given for distribution to the next
player in the following order:

a. Player whose faction controls the
largest total vote in both Houses;

b. Player whose faction controls the-
second largest total vote in both Houses;

c. Player whose faction controls the
most town votes. (This includes the Warden
of the Cinque Ports who has 5 town votes).

A player may be able to propose
recipients more than once if he meets more
than one of the requirements.

5. Bishop cards may be allocated only
by the player summoning Parliament. He
may propose recipients for these bishoprics -
as often as he wishes.

6. A player receiving an office or
bishopric in his faction may not utilize its
vote (if any) in the Parliament in progress.

7. If Parliament is summoned during
the two round period of grace in which a
player may control senior royal heir coun-
ters of both royal Houses, he must count
votes for the counter of one House only. He
need not execute any royal counters during
Parliament though for the purposes of
determining votes those of the unfavored
House are considered executed(i.e., cannot
be counted at all).

8. Offices and titles which cannot be
allocated are placed in the Crown deck.
Bishoprics which cannot be allocated are
returned to Chancery.

HOUSE OF LORDS
Royal Heirs

Senior Lancastrian 10
Senior Yorkist 10

Nobles
Neville
Mowbray
Percy
Beaufort
Courtenay
Stanley
Talbot
Stafford
Pole
Fitzalan
All other Nobles

S MRNNRNRNN WL SR

Bishops

Archbishop of Canterbury
Archbishop of York
Bishop of Durham

Bishop of Carlisle

Bishop of Lincoln

Bishop of Norwich

LSS S PR

Total 82



9. Proposed recipients need not ac-
cept the title, office or bishopric being
offered to him. If refused, the awarding
player may choose another recipient.

10. If during a Parliament there are two
crowned Kings in play (not necessarily
attending Parliament), a vote is taken for
Parliamentary support for one before any
other business is begun. Support is deter-
mined by the most votes in both Houses.
This supported Crowned royal heir must act
as sole King in A//respects upon conclusion
of Parliament until his voted support is lost
in a subsequent Parliament. If support is
not given to either Crowned royal heir,
neither can act as the sole King.

RETURN FROM PARLIAMENT

All nobles in play may return to their
home castles (printed on Noble card),
ignoring movement restrictions, immedi-
ately upon conclusion of Parliament. A
player may demand that all players secretly
record which of their Nobles if any are
returning and to which home castle before
any actual movement takes place.

ALLIANCE
Different factions may ally without

DESIGN
CREBIS

Historical Research & Design: Andrew
McNeil

Game Development: Don Turnbull,

THE GENERAL

Now that you know how to play the game,
the next problem is probably who to play it with.
We can help you with that problem and many
others only through your subscription to our
bi-monthly gaming journal, the GENERAL. In
the GENERAL you'll not only read all there is to
know about this game, but will also learn about
our dozens of other exciting simulation games of
skill. Every 2 color, thirty-six page issue is
jammed full of professional articles on the
strategy and tactics of Avalon Hill gaming. Look
and see what the GENERAL offers:

FREE ADVERTISING: Our Opponents
Wanted Column allows you to advertise free of
charge for opponents, discontinued games, or
competition of any sort. Each .issue contains
hundreds of ads which are read by our many
readers nationwide. The fastest way to find an

restriction for purposes of both offense and
defense. The following rules must be
enforced to form and continue an alliance.

1. An alliance may be formed by two
or more factions at any time. The allying
factions must announce the alliance.

All Nobles of the allying factions are
considered allied. Allies can never attack
one another.

2. Allied Nobles in the same square
may combine their forces for combat
and/or for movement.

3. Allied Nobles together for comba-
tive and/or movement purposes must
choose a commanding Noble in the faction
of the player who will control them (place
all allied Noble cards and awards together
under the commander). The player control-
ling the commander may move and/or fight
these Nobles in his turn. Nobles under a
commander need not stay together though
they still remain under his control. A new
commander may be chosen at any time the
involved Nobles are in the same square. If a
commander is killed or executed, move-
ment and combat of the Nobles under
his command reverts back to the controlling
players until a new commander is chosen.

O @) ®)
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opponent for this game, whether it be across the
street or the Atlantic Ocean, is in the pages of the
GENERAL.

GAME DESIGN: Wonder why this game was
designed the way it was? Read the GENERAL
and find out! Our regular DESIGN ANALYSIS
column features explanatory treatises by our
designers. Only here can you find ready-to-play
variations, new scenarios, and perhaps even more
counters for this game.

QUESTIONS ANSWERED: In our Question
Box you'll find the only official source of rules
interpretations and changes for this and our other
games.

PRODUCT REVIEWS: Interested in other
Avalon Hill games? Check them out in the
Reader’s Buyers Guide. The RBG is a game
review compiled by our subscribers at large — the
people who play the games. Realism, complexity,
play-balance, and excitement level are only a few

4. An alliance may be terminated at
any time by any one of the allying players.
One round of peace between the former
allies must be enforced from the point of
termination. They may not attack one
another during this round.

5. Division of spoils is decided by the
player controlling the commander. A Noble
or royal heir under a commander may usea
free move card as long as the player
controlling his faction provides the card.
IMPORTANT: No counter (Noble, royal heir
or ship) can ever move or attack in more
than one turn in a round.

OPTIONAL TRADE

For those players who desire unlimited

wheeling and dealing allow all cards held in
the hand to be tradeable.

OPTIONAL VICTORY CONDITIONS

The player who can obtain a majority
vote (half the total vote plus one} in the
House of Commons and the most votes in
the House of Lords to support a Crowned
royal heir under his control as the one and
only King of England is declared the win-
ner.
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of the categories rated in the RBG.

WHAT’S HAPPENING: Like to know what’s
going on in the gaming hobby? Each issue
contains an installment of the “Avalon Hill
Philosophy’ where we announce the new games,
discuss possible new titles, and generally keep
you informed. In addition, the INFILTRATOR'S
REPORT keeps you posted on tournaments,
conventions, club news, and unusual happenings.

VALUE: In every issue you'll find a coupon
worth $7.00 towards the direct mail purchase of
all Avalon Hill products. All of this for only
$7.50. How can you lose? If you're convinced,
send $12.00 for a 2 year subscription and save
$3.00 off the regular price.

Since its inception in 1964, the GENERAL
has stood the test of time. Increase your enjoy-
ment of this and other Avalon Hill games
many-fold with a subscription.



ADVANCED
GAME

INTRODUCTION

The Advanced game introduces new
concepts which increase both the complex-
ity of the Basic/Optional game and the
number of play options available to each
player.

All Basic game and Optional rules apply
except where noted otherwise. In cases
where there is a conflict in the rules, the
Advanced game rule a/lways takes preced-
ence.

COMPONENTS

All Event cards, Crown cards, counters
and board sections marked with an asterisk
in the upper right corner are now usable.
Their functions are detailed in the Ad-
vanced Game Components Key (P.12).

A pair of dice will need to be supplied.

PREPARE FOR PLAY

1. All Advanced Event cards are shuf-
fled into the Event deck. All Advanced
Crown cards but the two Plantagenet Noble
cards, the French Aid Mercenary card and
the two King's Pardon cards are shuffled
into the Crown deck.

2. Distribute the Crown cards as de-
scribed in the Basic game. After the deal,
the French Aid card and the King's Pardon
cards are shuffled into the Crown deck
available for draw in the Crown Deck
Phase.

SETTING OUT ROYAL COUNTERS

The starting locations for the royal heirs
have been rearranged somewhat and 2
locations have been added.

HOUSE OF LANCASTER

Henry VI—in London
Margaret of Anjou—in Coventry
Edward, Prince of Wales—in Kenilworth

HOUSE OF YORK )

Richard, Duke of York—in York
Edward, Earl of March—in Harlech
Edmund, Earl of Rutland—in Ireland
George, Duke of Clarence—in Cardigan
Richard, Duke of Gloucester—in Calais

Edmund, Earl of Rutland is the third in
the line of succession in the House of York
after Edward, Earl of March.

ADVANCED BATTLE

This system of battle differs from that of
the Basic game in order to provide a greater
variety in the outcomes of battle and to
present a greater emphasis toward the
individual conduct of the battle.

The procedure for each battle must be
followed in the sequence presented below.

1. The attacking player draws the top
card from the Event deck to determine
whether “Bad Weather" has postponed the

attack. A/ other information on the card is
ignored. If the attack is not postponed
continue to step 2.

2. All Noble and royal heir counters
involved in the battle are removed by their
respective owners to a convenient open
area off the mapboard. A note is made of
the square which they occupied to prevent
misplacement of the counters upon their
return.

3a. The defending player deploys his
Nobles into battle formation

b. The attacking player deploys his

Nobles into battle formation opposite the
defending battle formation.

4. Odds are determined for each indi-
vidual encounter that the attacker wishes
to initiate.

5. The attacking player draws an Event
card for each individual encounter that he
initiates. Results are determined as de-
scribed in the Basic game. The victory ratio
may be modified by defensive position or by
leadership. The “Nobles Killed” section is
ignored—rather the “Nobles Killed”” Table
(P.11 ) is utilized.

6a. The attacking player may move any
or all of his Nobles or royal heirs in battle
formation to an adjacent position.
b. The defending player may move any
or all of his Nobles or royal heirs in the
battle formation to an adjacent position.

7. The defending player may counter-
attack following steps 4 and 5. He now
becomes the attacker. A round of battle has
been completed.

8. Steps 6 and 7 may be repeated by
each player in turn for as many rounds as
needed to accomplish either of these two
conditions:

a. All Nobles of one side have been
either captured or killed.

b. A round of battle has been complet-
ed in which no attack is made.

Battle Formation

Nobles must deploy into specific loca-
tions in battle formation. Each formation is
divided into two rows of three columns plus
a reserve stack.

1. Battle line—The first row of Nobles
who are to receive the brunt of the fighting.

2. Secondary line—The second row of
Nobles immediately behind the battle line.

3. Reserve—A stack of Nobles who
cannot, or who the owning player desires
not to, occupy a position in either the battle
or secondary line.

MNobles may be stacked in reserve. They
may not be stacked in the battle or in the
secondary line.

Deployment

1. The defending player must deploy his
Noble counters into battle formation in the
manner described below.

a. A minimum of one Noble to a
maximum of three Nobles are placed in the
battle line. At leastone Noble mustbe inthe
battle at all times. All Nobles in the battle
line are face-up.
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b. A Noble may be placed in the
secondary line, face-down, in each column
occupied by a Noble in the battle line. He
must always be placed behind a Noble in
the battle line.

¢. Noble(s) not placed in either the
battle or the secondary line are placed in
the reserve face-down.

d. Each royal heir accompanying the
Noble(s) must be attached to one particular
Noble of choice. He is stacked with this
Noble in the same facing.

2. The attacking player deploys his
Nobles into formation in the same manner
as the defending player. His formation is
placed across from the defender’s forma-
tion and facing it.

Antacker

Secondary O O O
w Q0O
line

1 2 3
Battle
line

“zr O QO
ling

reserye O

Defender

Column

Individual Encounter

An attacking player may attack any
noble in the battle line opposite a noble in
his battle line. He is under no obligation to
attack and can choose which noble(s) he
does wish to battle.

Each defending Noble in the battle line
facing an attacking Noble must be attacked
separately. Each attack is termed an
encounter and is resolved individually
using the battle procedure outlined in the
Basic game with one exception. A “Nobles
Killed” Table is substituted for the "Nobles
Killed” section of the Event card (see P.11 ).

The procedure for determing the partici-
pants for each individual encounter is
performed as follows:

1. Those opposing Nobles in the same
column and in the battle line may only
battle one another.

2. A Noble in the secondary line and in
the same column may join into the encoun-
ter.

3. An unopposed Noble or one not
attacked in a different column may join into
the encounter if it is the closest or one of
the closest to him.

4. A Noble or Nobles battling in a
different column may strip off troops from
their strength to join into the encounter if
he qualifies under the following 2 condi-
tions:

a. ltis the closest or one of the closest
encounters to him.



b. He maintains at least a 2 to 1
superiority in strength ratio in his own
encounter. All Nobles involved in combat
must be shown face-up.

5. Each individual encounter is re-
solved separately. A "Bad Weather" result
is considered an indecisive encounter.
Those Noble counters killed or captured are
removed immediately from the battle
formation. A Royal heir accompanying a
killed or captured Noble counter is himself
captured. A Noble cannot be recaptured
until all Nobles of the capturing force have
been themselves killed or captured. Cap-
tured Nobles may be executed at any time
by a Noble of the capturing force before this
occurs. Exchange of captured Noble(s)
and/or royal heir(s) may also occur at any
time.

Battle Movement

1. A Noble in a battle or secondary line
may be moved to any adjacent position
(including diagonal movement).

2. A Noble in the battle line cannot be
moved to the reserve. A Noble in the
secondary line may be moved to the re-
serve.

3. A Noble in the reserve may be moved
to any position in his battle formation.

4, Nobles may transfer
among themselves if adjacent.

positions

battie

secondary

reserve

5. A royal heir may reattach himself to
any other Noble in the battie formation.

Remember: A Noble may not be placed or
remain in the secondary line if there is no
Noble in the same column in the battle line.
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Encounter Modifications

reserve

1. The original defender always adjusts
the encounter ratio one step in his favor
{i.e., 3 to 1 becomes either4to1or2to1),
in every encounter in which his Nobles are
defending.

2. A royal heir or heirs accompanying a
Noble or Nobles inthe battle line may adjust

NOBLES KILLED TABLE

the encounter ratio one step upwards or
downwards in the controlling player’s favor
for all encounters along the battle line.

3. Opposing modifications will cancel
out one another on a one for one basis.

4. Modification can never be greater
than one step. Even if a player is able to
qualify for a two step modification, he gains
just one step.

Disposition of Nobles After Battle

Upon conclusion of the battle, all
surviving Noble and royal heir counters are
returned to the square that they occupy.

Ransom and Execution

A Noble to be executed cannot transfer
his transferable Crown cards involuntarily
to the capturing faction. If executed all
awards are returned to the Crown deck or
Chancery. He may voluntarily transfer all
transferables for ransom.

REVISED ALLIANCE

The one round period of peace is
deleted. Instead allies may terminate the
alliance and attack each other or anyone
else in the same round. Former allies may
also move in one turn and attack in another
in the round of alliance termination though
they still may not move or attack in two
turns of the same round.

This table supersedes and amplifies the ““Nobles Killed" section on the Event card. A pair
of dice is needed to utilize the table.

REASON

Each encounter
or Siege

Each encounter
or Siege
Ambush

Ambush
Raid and

Revolt
Plague

Encounter

WHO AFFECTED

One selected Noble or
royal heir (chosen by
ambusher) in the target
force =
Each Noble and royal
heir in the target force

Each Noble responding il

_ DICE RESULTS

Each Noble of larger : 2T
force ' e
Each Noble of smaller 2,30r12
force

Each Noble and/or royal 2 through 7
heir in the afflicted town(s)
and/or city

~ Each royal heir. involved. 2

~ DISPOSITION
Noble killed

Noble killed
Noble or royal
heir killed

Noble or royal
heir killed

~ Noble killed

Noble or royal
heir killed

Royal heir killed

For every titled Noble or Crowned royal heir killed or executed, the former controlling
player may roll a pair of dice to determine whether the succeeding heir is loyal to the same

faction.

LOYALTY TABLE

WHO AFFECTED

1. Titled Nobles and
crowned royal heirs
killed or executed by
battle, siege, town
fighting or ambush

2. Nobles or royal
heirs killed by plague
or Raid and Revolt

DICE RESULTS
2 through 7

2 through 5
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DISPOSITION

Naoble returns to
former faction (may
be replayed at any
time). Crowned
royal heir remains
in the same square.
All awards are lost.



ADVANCED GAME COMPONENTS KEY

Terrain Key Function Effect on Combat Effect on Movement

Feature

Ireland Place of refuge No effect Unlimited port
facilities along
coast.

Continent Place of refuge No Combat Allowed Unlimited port
facilities along
coast. Land move-
ment allowed be-
tween Continent
and Calais.

Scotland Decorative function No Combat Allowed. Entry not allowed.

only.

ADVANCED GAME EVENT CARD KEY

No. in Color
Card Deck Key Effect Notes
Mercenaries 3 Black/ Causes named mercenaries in play to
go home Pink be immediately returned to the bottom
of the Crown deck.
French 1 Green/ If Captain of Calais or a commissioned If Calais is lost to the Continent, the Captain
Siege Pink substitute(s) of 50 troops minimum of Calais office card is immediately removed
are not available, Calais becomes a from play.
permanent part of the Continent.
Revolt in 2 Green/ {Duke of York to Stokestay) is added Part of the basic game deck
Wales Pink to the instructions.
Parliament 2 Yellow/ Parliament is summoned immediately Player drawing the card may continue his
must be Pink to a location which the player who turn after Parliament. If this Parliament is
summoned. drew the card chooses. Ignore if there summoned when Henry is sole King. The

is just one King in play unless it is
Henry. Parliament still must be sum-
moned if Henry is sole King.

ADVANCED GAME CROWN CARD KEY

Card

Duke of

Lancaster and
Duke of York
(titled Noble)

French Aid
Mercenary

King’s Pardon

No. in
Deck

2

Allotment

Immediately given to the faction which captures
the first in succession of the appropriate royal
house. May be allocated offices, etc. It need not
be played immediately. When played, the
appropriate noble counter is placed in one of
the castle(s) named on the card.

May be allocated to a Noble in Calais or the
Continent only. It allows unlimited naval trans-
port to controlling faction one way from Calais
or Continent to England, Ships are not pro-
vided.

Used to prevent a captured noble from being
executed. The pardoned noble is released from
capture and returns to his faction with all of his
awards. (May be used at any time regardless of
number of Kings in play). Counter remains in
position.
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player controlling the most votes (excluding
the Kings vote) in both Houses gets the King's
vote in Commons. The player controlling
Henry loses this vote. (Henry is considered

to be temporarily incapacitated).

Notes

If the royal heir first in succession is killed the
card plus all awards is given to player who controls
nextin line or next successor when captured.

The counter remains in position. If noble himself is
killed he is immediately returned to the faction
controlling the proper royal heir, but all awards
are lost, Neither noble has any vote in either house
of Parliament.

Can never be transferred but may be traded. It can
only be used once in an attack or siege. Afterwards
if is immediately returned to the bottom of the
Crown deck.

Held in hand until used. Once used it is placed in
Chancery. During Parliament most votes in both
Houses determines whether it returns to Chancery
or the Crown deck. Tradeable.



EXAMPLES OF PLAY

In a four player game, each player was dealt nine cards.
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Player A separates and places in front of him his two Nobles, Neville and Greystoke. He has two titles but can only allocate one
as Neville is already titled. He chooses to give the earl of Richmond, the more powerful office, to his untitled noble, Greystoke. The
“title, earl of Salisbury, must be placed, face down, in Chancery. Both of his Nobles are now titled and each can receive one office.
With three offices available, Player A must lose one to Chancery. He chooses to give to Neville, his more powerful Noble, the
Chancellor of England and to Greystoke, the Marshal of England. The Chancellor of the Duchy of Cornwall follows the earl of
Salisbury to Chancery. Although Player A may seem to be better served by giving the Marshall to Neville. This office’s strength is
deceptive for the Noble awarded it is frequently removed from the scene of action to quell raids or revolts in the kingdom. The
remaining mercenary and town cards may be allocated, in any combination, to either or both Nobles. Player A decides to allocate

the town to Neville and the mercenary to Greystoke.
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Receiving just one Noble, Roos, Player B must allocate to him as many of his cards as he can. Of the two titles available, he gives
him the earl of Westmorland, the more powerful title, and he loses the duke of Exeter to Chancery. The one office, Warden of the
Cingue Ports can be given to Roos now that he had been titled. The remaining cards, having no allocation restrictions set upon
them, can all be given to Roos.
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Player C has been dealt three untitled Nobles and just one title. Only the Noble allocated a title can be allocated an office. Player
C must think ahead. He has a very powerful office, the Chamberlain of the County Palatine of Chester, and he would like to allocate
it to a Noble who can gain the greatest advantage from it. Herbert who has a castle in Wales seems to be the most promising
candidate. He is allocated the title and the office. The remaining office, Treasurer of England, is sent to Chancery. The two
mercenaries and one town card are allocated to Hastings and Herbert. Player C, desiring not to dissipate his strength, has left

Scrope without any awards.
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Player D has received two titled Nobles, one untitled Noble and, fortunately, one title. He cannot allocate the title to Beaufortor
Fitzalan for they are already titled. But by allocating the earl of Worcester to Bourchier, Player D has available, three titled Nobles,
all of whom are eligible to receive an office. With but one office and a mixed blessing at that (the Warden is the second most
summoned office in the Eventdeck), Player D chooses to allocate it to Fitzalan, the least powerful of the three. The remaining Crown
cards can be distributed in any manner. Player D allocates his two bishop cards to Beaufort, available for coronation, in case
Beaufort should become first in line of successsion. NOTE: All cards in the deal were either allocated to a Noble or placed in
Chancery. No player can hold a card of the initial deal.

Movement

Player A wishes to move one of his
Nobles, Neville, situated in Bristol to the
friendly port of Dover where the ship, Le
Michael, is stationed to transport him to
Calais and, thence, to another friendly port,
Berwick.

Immediately, Player A must make a
decision, whether to move Neville overland
or by road. Certainly the most advanta-
geous route would be by road which allows
Neville to arrive at Dover in one move but
there is one qualification. Oxford, Walling-
ford and London each block the road and
must either be friendly to Neville's faction
or under the control of another player
willing to allow Neville passage through.
Unfortunately, Wallingford is neutral and
so it is impossible to proceed further than
that square in his move. Berkeley and
Canterbury also block the road but, being in
the entry and exit square, respectively,
cannot prevent Neville from entering or
leaving the road in those squares. Remem-
ber, a Noble may enter aroad atany pointin
the entry square and exit the road at any
point in the exit square.

Player A decides to move Neville
overland through the Oxford and St. Albans

squares into the London square. This is his
five square move for this turn. Although
Player A has a "Free Move' card, he
refrains from playing at this time.

Fortunately, in the ensuing round
Neville has been unmolested and is ready
to continue in Player A’'s next turn. Neville
reaches Dover with 2 squares remainingin
his move. He is not allowed to continue out
to sea but must wait at the port until the
start of his next move. Player A decides that
this is an opportune time to utilize the “Free
Move.” Both Neville and Le Michael start
the move in port and so fulfill the require-
ments to embark and move out to sea. At a
troop strength capacity of 100, Le Michael
is just large enough to transport Neville's
strength of 100 troops. Although two
counters are being moved, only one “Free
Move need be played since Neville is
moving as a passenger.

Calais is easily reached being just two
squares from Dover. Normally, if Calais
were unfriendly or neutral, Neville could
not land there, being too weak to besiege
the port; butin a previous turn, Player A had
sent Percy, another of his Nobles, who with
his awards had a total troop strength of 200
to besiege Calais. The siege was successful
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though, unfortunately, he had beenkilled in
the process. Even so, Calais is considered
captured and friendly to the faction. Neville
is free to land and capture Richard, duke of
Gloucester, who is still inside. At this point,
Neville ends his move.

In his next turn, Player A is ready to
embark Neville, joined by Richard who
must now accompany at least one Noble of
the faction at all times. He moves Le
Michael with the passengers the full
movement allowance to the square that is
two squares east of Berwick. From here, Le
Michael can move to Berwick if forced to
port by storm.

During the ensuing round, Player A
hopes for just that but is disappointed until,
on the last chance, he, himself, draws a
“Storms at Sea” Event card in his turn. He
immediately moves Le Michael to Berwick,
the closest port of his choice. Neither
Neville nor Le Michael are prevented from
moving in the movement phase because
movement as a result of directions of an
Event card does not affect regular move-
ment. Neville has reached his destination
and decides to end his move here. Player A
moves Le Michael five squares back toward
Dover.



Combat

A force composed of the following MNobles of Player B's faction enters the

Coventry square.
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These cards have been drawn during the previous Crown Deck Phases but were
retained in the owner’s hand and, as of yet, have not been played.

In the Coventry square are situated three separate forces controlled by two other
players. Player C controls two forces. One in the open and comprised of:
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and accompanied by Henry VI. Another in Coventry and comprised of:
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and accompanied by Edward, Prince of Wales. In his hand, Player C holds:

Duke of Exﬂr&

Player C could have concentrated the whole force in Coventry but he preferred
keeping the bulk of his force in the open away from the danger of plague.
Player D, also, has a force occupying the Coventry square in the open.
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Player B has three separate targets
which his force may attack. To capture
Scrope and Edward, Prince of Wales, he
must besiege Coventry. The garrison
strength is 200 which with the troop
strength of Scrope combines for a total
defense of 300. Player B has more than
enough troops to match this strength and
conduct the siege but he must always keep
in mind that Player C can add cards from his
hand to Scrope. The probability that the
siege might fail is but 1 in 6 which is the
probability that a “"Bad Weather Delays
Attack” result would be drawn.

An attack on Player C's force in the open
has less chance of success. It would have to
be waged as a battle. The ratio of troop
strength of the two forces is 310 to 270
which reduces to less than 5 to 4, the
minimum odds for a successful attack.
Player B knows that he can readjust these
odds by allocating cards from his hand to
Nobles of his force; but, even if he added
both the office and the mercenary, he could
only readjust the ratio to 5 to 4 in his favor.
This has just a 1 in 6 chance for success. If
Player C is able to allocate, by awards, 40
troops from his hand to his force, he can
readjust the odds back below 5 to 4. This
attack appears to be very unfavorable.

The remaining attack open to Player B
would be a battle against Player D’'s force
also in the open. The ratio of troop strength
between these two forces would be 310 to
250 again below 5 to 4. With the additions
from his hand, Player B can raise the ratio
to 380 to 250 or 3 to 2 in his favor. This is
still highly risky with but a 1 in 3 chance for
success, but itis a 200% improvement over
the other battle. Player B, again, must keep
in mind that Player D may be able to add
cards from his hand to his force readjusting
the odds in an unfavorable direction.

Of Player B's three choices of attack, the
siege is most likely to succeed; but, for
purposes of illustration, a recreation of all
three attacks will be described.

Player B decides to besiege Coventry.
Counting the troop strength for both the
attacker and defender, he has 10 troops
more than is necessary to match the 300
troops defending the town. He can leave
Howard, with a troop strength of 10, out of
the siege protecting him from death if his
name should appear in the “Nobles Killed"”
section of the Event card. He decides not to,
though, in case Player C should increase
Scrope’s troop strength with a Crown card
from his hand. Of course, Player C cannot
add the duke of Exeter, the only card in his
hand, to Scrope as he is already titled but
Player B does not realize this.

Player B draws an Event card and
checks the combat results section, ignoring
the instructions and the ratio of victory. As
fate would have it, the two Nobles killed are
Audley and Howard. Audley is not involved
in the conflict and, therefore, is not
affected; but Howard is. His counter is
removed from play and his Noble card is
placed at the bottom of the Crown deck. If
he had any awards, these too, would be
returned to the Crown deck or Chancery.

Before the Event card was drawn,
Player C had the opportunity to execute
Edward, preventing his capture, butcannot
do so subsequently. The moment that the
result of combat is determined, the losing
side no longer has control of any captured



royal heirs.

As a result of the successful siege, both
Edward and Scrope are captured. Player B
decides to keep and support Edward for the
throne. Scrope, he offers back to Player C
for ransom, Player C cannot trade the title
in his hand but offers to transfer the control
of London, awarded to Mowbray who is in
the same square, to Player B. This is
accepted and Scrope with his title and
office remains in Player C's faction. His
counter stays in the Coventry square in the
open, apart from Player C's other force.
Coventry is now under the control of Player
B’s faction. If the identifying Town card isin
play, it should be given immediately to
Player B. In any case, a faction counter can
be used to identify the town as being under

his control. When the Town card is drawn, |

it should be given immediately to Player B.
Town cards of captured towns are always
placed by themselves indicating that they
are under the control of the faction and not
a specific Noble.

In the battle against Player C's force in
the open, Player B decides to add the
Chancellor of the Duchy of Cornwall office
to the titled Noble, Grey, changing the
original battle, ratioof 310: 270t0 360: 270
{reduced to 5 to 4 rounded down). Player C
adds the duke of Exeter to Herbert readjust-
ing the ratio a second time to 360 to 280 or
less than 5 to 4. Player B has no choice but
to allocate the Scots Archers Mercenary
card to one of his four nobles. In this case,
he gives the card to Howard. This readjusts
the ratio a third time up to 380: 290 which
is 10 more than is needed to gain a 5 to 4.
Player C is unable to readjust the ratioas he
holds no other Crown cards in his hand and
the 5 to 4 ratio stands. For Player B to win
the battle, he must draw a 5 to 4 victory
ratio on the Event card. Player C, recogniz-
ing the slim chance of success, chooses not
to execute Henry.

Player B draws an Event card which lists
4-1 as the ratio for victory and Clifford and
Courtenay as the Nobles killed. The battle is
indecisive since the victory odds, 4to1, is
greater than the troop strength ratio, 5to 4,
of the battle. One of the two Nobles named
in the “Nobles Killed” section, Courtenay,
is participating in the battle and is killed. His
counter is removed from the board, his
Noble card is placed under the Crown deck
and his office is placed on the Chancery
pile. Although the result of this battle was
indecisive, Player B was fortunate to
weaken the strength of Player C's faction
through the death of Courtenay.

In the third attack, Player B battles the
force controlled by Player D. By allocating
the Chancellor of the Duchy of Cornwall to
Grey and the Scots Archers to anyone of
the Nobles, he will be able to increase his
troop strength to 380 giving him a 380 to
250 advantage in troop strength ratio. This
is enough to guarantee a 3-2 odds in his
favor. Player D decides to lower this ratio by
allocating the ear! of Worcester to Stanley
and the Chancellor of England to Beaufort.
This increases the troop strength of his
force to 330, more than enough to reduce
the strength ratio to below 5 to 4. Player B
seeing that he hasn’t enough strength to
acquire the minimum ratio for victory, calls
off his attack instead. He cannot transfer
his attack to one of the other two forces and
must be content with no combat.

Parliament

Player D has moved a noble of his
faction to Hereford (unoccupied) with the
intention of summoning Parliament. Atthis
point of the game there are two Kings in
play, Richard of York and Margaret of
Anjou. Player C was able to crown Richard,
the 1stin line of succession in the house of
York, King in the city of York where he was
located by allocating the archbishop of York
to Mowbray, one of his Nobles, Mowbray,
as the archbishop, was awarded the control
of the city of York into which he immediate-
ly proceeded. As York is a cathedral city and
Mowbray had the archbishop of York, with
Player C's announcement that Richard was
crowned King of England, all conditions for
a coronation were fulfilled.

Player B, whose faction had captured
Margaret, had a more difficult time crown-
ing her, Queen Regent. As second in line of
succession in the house of Lancaster,
Margaret is eligible for coronation only
upon the death of Henry VI, the present
King. By chance, plague struck London,
killing Henry, before he could be captured
or summoned away by an Embassy. With
the eligibility of Margaret assured, Player B
confronted another obstacle. He had no
bishops or archbishops in his faction,
available to perform the ceremony. He was
able to strike a bargain, though, with Player
D who had two bishops allocated to Percy, a
noble in his faction. By mutual agreement,
Percy moved to Salisbury, a cathedral and
unfortified town, in anticipation of Margar-
et's arrival in Player B's next turn. With all
requirements for coronation being fulfilled,
Player B announced that Margaret had
been crowned Queen Regent of England,

This move certainly worked into Player
D’s plans. Not only had he allocated two
bishops to Percy but he had also allocated
the office of the Chancellor of England to
him. With two Kings in play, only he can
now summon Parliament. He must,
though, fulfill two requirements to sum-
mon Parliament:

1. The Chancellor (Percy) must occupy
a town, unfortified town or city
(not a castle or Calais). By moving
Percy from the coronation site,
Salisbury, to the open town of Here-
ford, Player D has fulfilled this first
requirement (although he could
have remained in Salisbury, it be-
ing a legal Parliamentary site). Al-
though, neither Percy nor any other
Noble of his faction controls or can
control Hereford, he may enter this
open town freely if it is unoccupied;
otherwise, Player D must either get
permission from the player whose
Nobles occupy the town or he must
successfully besiege it to enter.

2. If the Chancellor summons Par-
liament, he must be able to play
one “‘Parliament” card. He must,
also, have at least one “writ” card
to utilize in summoning a Nobie
of another player's faction. Player
D has been able to draw one "Par-
liament” and several "writ” cards
in the previous rounds.

With both of the requirements fulfilled,
Player D announces upon the conclusion of
the Combat Phase of his turn that he is
summoning Parliament in Hereford. He
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plays the “Parliament” card which gives
the Chancellor the right to do so and he
plays a “writ” card on Hastings, a Noble in
Player A’s faction. Although Hastings is in
Bamburgh, because of the suspension of
movement limitations when moving to
Parliament, he must proceed directly to
Hereford. Player D may use other “writ”
cards to summon other Nobles but is not
required to do so. He decides to retain them
to utilize in a subsequent Parliament. Both
of the expended cards are placed on the
discard pile.

All players must now make a decision
whether they wish to voluntarily send their
Nobles to Parliament. They should keep in
mind that for each Noble in attendance,
Player D may draw one card from Chancery
and that their Nobles need not be at
Parliament to be eligible for an award.
Player B and C decide not to attend. Player
A, fearing for the safety of Hastings, does
decide to send his Nobles, consolidating his
faction in the process. He plays a Noble,
Beaufort, that he has been holding in his
hand and moves him along with Courtenay
and Stanley, Nobles of his faction already in
play, to Hereford. Stanley, though in
Douglas, can move to Parliament since
Player A has a ship available and large
enough to transport him. Player A just
moves the ship to Douglas, embarks
Stanley, moves to any friendly port, unforti-
fied port or Kingston, if unoccupied by
unfriendly Nobles, and disembarks him.
Stanley then proceeds to Parliament.
Player D sends his other two nobles,
Berkeley and Audley.

There are seven Nobles in attendance
allowing Player D to draw 7 cards from
Chancery. He can draw only 5 as that is the
number of cards residing there at this time.
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He must now distribute these cards to
those Nobles which can be allocated offices
and/or titles. Of course, he looks to his own
Nobles first. Percy is permanently titled and
has the office of Chancellor of England so
cannot be awarded a title or office; but, of
his other two, only Berkeley has been
awarded a title. He gives, to Berkeley, the
Chamberlain of the County Palatine of
Chester and, to Audley, the earl of Worces-
ter and the Admiral of England. To Hast-
ings, he allocates the duke of Exeter and, to
Talbot, a Noble in Player B’s faction, he
allocates the Constable of Dover Castle.
After distributing all of the cards, Parlia-
ment is ended. No combat may take place in
the Hereford square until Player D’'s next
turn.

There is one point to remember. Al-
though the player summoning Parliament
may choose to which Nobles he may
allocate the offices and titles that he draws
from Chancery, he must distribute as many
as possible even if it means to eligible
Nobles who are a part of unfriendly fac-
tions.



Optional Parliament

Without going into detail, here are a
few points to remember concerning
Optional Parliament.

1. Optional Parliament differs from
the Basic Parliament only in the
procedure of distributing Crown
cards from Chancery. Both Parlia-
ments are summoned in the same
way.

2. When determining votes, the
senior Yorkist and the senior Lan-
castrian is defined as the 1st in
succession of that house, in play,
and not the 1st in succession of
those royal heirs attending Parlia-
ment. If the senior royal heir has
not been captured, his votes are con-
sidered abstentions and cannot be
claimed by any player.

3. A Noble or captured senior royal heir
does not have to be at Parliament in
order to vote in the House of Com-
mons. He must be at Parliament
in order to vote in the House of
Lords.

4. The number of votes needed to
approve an award depends upon
the number of votes cast and not
the total number of votes or the
number of votes available at that
point of the game. So, if there are
only 10 votes cast in the House of
Lords and 20 cast in the House of
Commons, a Noble who can get 6
votes in Lords and 11 votes in Com-
mons supporting him receives the
title or office being offered him.
This also applies to bishoprics.

5. When counting the town and city
votes for the House of Commons,
you count every town and city cap-
tured by or awarded to your faction
excluding those in Wales, Calais or
open. Town votes are printed on the
town cards. They are not included
on office, title and bishop cards. The
player who has the Constable of the
Tower of London has a total of 7
votes- 3 for the office and 4 for the
city of London. If London is captured
by another faction, London’s votes
goes to the capturing faction. Plac-
ing faction counters on town and
cities captured or awarded by bish-
op, office and title cards facilitates
the vote counting.

6. A noble being proposed for a bish-
opric need only the approval of the
House of Lords. Only the player
summoning Parliament is allowed
to propose a recipient for a bishopric.

7. A player receiving an office, title or
bishopric during Parliament cannot
add its votes, if any, to his faction
during that Parliament.

Advanced Combat

An attack has been announced by
Player E against a force of Nobles in the
open and under the control of Player F.
Player E's Force
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Player E draws an Event card to
determine whether “Bad Weather” has
delayed the attack. The result is negative
and the battle can proceed. Both players
remove the involved Noble and royal heir
counters from the board to an open area.
Player F sets up hfs bsttle formation.

Column

Battle @ @
Secondary O O

He designates that Neville is on the left
flank and that Mowbray is at the center.
Behind Neville he had placed Stafford and
behind Mowbray he has placed Grey. With
Neville, he has also placed Henry VI. He has
not put any Nobles in reserve.

Player E sets up his attack formation
opposite the defender’s.

Secondary Battle Column
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Player E has placed Scrope behind Talbot
and Roos behind Percy. He, too, has not
placed anyone in reserve. Margaret accom-
panies Talbot and Edward accompanies
Percy.

There are, in the first half of the round of
battle, two potential encounters between
Talbot and Neville, and Mowbray and Percy.
Player E decides to attack in both. Player F
has the option to add his Nobles in the
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secondary line to the encounter in the same
column that each occupy. Player F can and
does add Stafford to Neville and Grey to
Mowbray. He cannot have Stafford support
Mowbray or Grey support Neville as neither
occupy the same column as the encounter
that they wish to join. Player E adds the two
Nobles in his secondary line to their
respective encounters.

The first encounter pits Stafford and
Neville against Talbot and Scrope. The
troop strength of each is 220 which forms a
ratio of 220to 220 or 1-1 This by itself would
automatically result in an indecisive en-
counter but, because Neville is the original
defender and a royal heir is on the
defending battle line, this ratio can be
modified. The attacking player can cancel
one of the two modifications as he, also,
has royal heirs on his battle line but it still
gives the defender a difference of one
modification in his favor. Player F has a trick
which he plays now. He adds a Saxon
mercenary which he has been holding in
his hand to Neville which alters the ratio to
230 to 220 in his favor. This reduces to a
majority victory ratio which, with the one
step modification, increases the odds to 5-4
in his favor. Player E does not hold a card in
his hand which he can add; so, the ratio
stands.

In the second encounter, both players
add their Nobles of the secondary line into
the encounter (i.e., Mowbray and Grey
versus Percy and Roos). The troop strength
ratio is 270 to 170, or- 3-2 in Player E's
favor. This is modified by player F to 5-4 in
the same manner as in the first encounter.
Bourchier who is alone in the battle line
may join the encounter that is closest to
him ({i.e., Percy versus Mowbray). He
cannot join the enocunter between Neville
and Talbot as it is farther away. Player E
decides not to include him into the second
encounter as his troop strength would have
no effect. All involved Nobles should now
be face up.

Player E draws an Event card for each
encounter. The first card states a 3-1
Victory which results in an indecisive
attack for the first encounter. The second
card states “Bad Weather” which, also,
results in an indecisive attack for the
second encounter. Both players must now
roll for casualties utilizing the "“Nobles
Killed” Table. Each player, in turn, rolls two
dice once for each Noble and any royal
heir(s), accompanying, involved in an
encounter. Since Neville and Stafford and
Percy and Roos are the stronger force in
their respective encounters, only a 2" will
result in their death. The other Nobles will
be killed if a “2,” 3" or “12" is rolled. The
results of these rolls are that no one was
killed.

Player F, now, may counterattack. lay-
er F has the option of moving Nobles to an
adjacent position which he declines to do.
Player E does decide to switch Talbot with
Roos, hoping to get better odds against
Mowbray. Bourchier is unable to move
because his only open position, in the
secondary line immediately behind himself
cannot be occupied unless Player E has a
Noble available to fill in his position which
he does not have. Player E does place
Edward with Bourchier. Here, Edward will
not have toroll for battle death as Bourchier
is not involved in an encounter.
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Player F attacks Roos with Neville and
Stafford. Player E adds Scrope into the
encounter making the troop strength ratio
230 to 180 or 5-4 in Player F's favor. As
Player F is not defending, he loses one of
his modifications. The other two cancel one
another leaving the odds ratio just as it is.

Player F, would rather not attack Percy
but realizes that, if Percy can get a 2-1 or
better odds against a single attack by
Mowbray, Player E can strip off excess
troops above this ratio and add them to
Scrope and Roos. Or, if Player F does not
attack at all, Player E can add Percy’'s and
Talbot’'s total strength against Neville.
Player F decides to attack hoping for an
indecisive result. Including the Nobles of
the secondary line who join in, the troop
strength ratio for this second encounter is
310to 170 0or 3-2 in Player E’s favor. Again,
Bourchier’s strength can have no affect on
the odds, so Player E declines to use him in
this encounter.

Player F draws a 5-4 result for the first
encounter which results in a victory for
Neville and Stafford. He draws a 4-1 for the
second encounter which results in an
indecisive attack. Both players roll for
casualties for each Noble and royal heir
involved in battle and all survive but
Mowbray for whom Player F rolls a “12",
and Margaret for whom Player Erollsa "2".
Roos and Scrope are now captured.

At the start of the second round, Player
E may arrange his Nobles in preparation for
another attack. Before he starts, though,
Player F, realizing the weakness of his
position with the loss of Mowbray, decides
to offer a deal. He will return the two
captured Nobles if Player E calls off his
attack. Player E agrees to these terms and,
after Player F's second half of the round in
which he declines to make any attacks, the
battle is over. Both players return their
surviving Nobles to their proper location on
the game board.

HISTORICAL
NOTES

IN 1399, KING RICHARD Il was deposed
from the English throne by his cousin
Henry, the son of the powerful John of
Gaunt, duke of Lancaster. The childless
Richard’s legitimate heir, the 6 year-old
Earl of March, was passed over. Although
Henry IV's coup d'etat was generally
welcomed after the despotic government of
Richard, it was to prove the key eventinthe
century of uncertainty which followed
Henry's death in 1413.

Henry’'s son, Henry V, died only nine
years later after a brief but brilliant military
career in which he conquered most of a
weakened France. He left as heir to the two
kingdoms a child of only nine months,
Henry V1. During Henry's childhood the
government was shared by the late King's
brothers and the powerful noble families of
the realm including the Beauforts, cousins
to the King, the Percys, the Mowbrays, and
the Nevilles. For two centuries the nobility
had expected to share in the government;
and, but with a few disagreements over
policy, this is what did occur until Henry VI
came of age and the true nature of the
Lancastrian revolution became apparent.

The government was financially weak,
comparing unfavourably with the wealthier
nobles. The revival of French military
strength caused a further drain on re-
sources, until it could not prevent the loss
of all the French possessions except Calais.
By 1450 demorilization among the nobility
was complete.

There now appeared on the stage two
protagonists who were destined to influ-
ence events for the next ten years: Margar-
et of Anjou and Richard, duke of York,
Margaret, a beautiful and arrogant French
princess, had been married to Henry VI in
1445, She rapidly fell under the influence
of William de la Pole, earl of Suffolk, and in
concert began to dominate Henry, who was
quite incapable of governing alone. The
“all-party” government of the King's mi-
nority was quickly replaced by a govern-
ment of a favored few. Chief of those
excluded was Richard, duke of York.

Richard of York was the heir of John of
Gaunt’s younger brother, Edmund; but he
was also the heir, on his mother's side, of
the Earl of March who had been passed
over when Henry IV had siezed the throne
in 1399. His father had been executed for
plotting to place the Earl of March (his
brother-in-law), on the throne, and from
this Richard of York had learned to proceed
with caution. For years he served the
Lancastrian interest well, notably in
France. Later when sent to Ireland, as an
unofficial exile, he performed his duties
with efficiency. He took no overt part in the
impeachment and subsequent murder of
Suffolk. But when it became clear, in 1450,
that the court faction was determined to
exclude him despite the example of Suffolk;
and that the Queen and the Beauforts
would continue to dominate affairs, Ri-
chard acted. He landed with an army in
Wales, gathered his supporters, and
marched to London to demand a place in
government. On this occasion open fight-
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ing was avoided, but York’s action was a
warning of future events if the Lancastrian
government continued to exclude him,
Henry's only legitimate heir. The following
year, 1453, was another year of crisis,

The English forces in France were
finally defeated in the battle of Castillon;
and Henry had the first of a number of bouts
of madness. Margaret and Beaufort tried to
keep the iliness secret, but when a son was
born to Margaret later that year a meeting
of the council had to be called. York could
no longer be excluded, and in 1454 he was
made Protector of the Realm.

Both sides were now preparing for war,
aware that the quarrel between York and
the Beauforts had reached a climax. The
chief protagonists already moved about
with large bodies of armed retainers, and
local rivalries between nobles were caus-
ing outbreaks of violence. When Henry
unexpectedly recovered from his madness
in 1455, York found himself faced with no
alternative but violence in his attempt to
gain both his rightful place in government
and settlement of his grievances. He
succeeded by defeating the Lancastrian
forces in the first battle at St. Albans and
killing Beaufort. York was helped in his
enterprise by his relatives, the Nevilles,
whose own personal rival, Percy, earl of
Northumberland, aiso died in the battle.

York governed the country for three and
one half years before Margaret’'s scheming
brought renewed warfare between the
factions. The Lancastrians succeeded in
driving both York and Neville out of the
country to their respective bases in Ireland
and Calais and in dispersing Yorkist sympa-
thizers but to no avail. Richard invaded in
1460 and easily defeated the Lancastrians
at Northampton in July of that year. Richard
of York now openly claimed the throne, only
to discover that the nobles in his faction
were not whole-heartedly behind this
move. He had to be content with a
compromise, whereby Henry VI remained
King for life, and Richard would then
succeed him. Richard enjoyed the govern-
ment for only two more months. At the
year's end he was cornered near Wakefield
by a superior Lancastrian force and killed.

Disastrous though Richard’s death was
to the Yorkists, they still controlled Henry
V1. Edward, earl of March, Richard’s eldest
son, an able military commander at 18, was
proclaimed King as Edward IV. Edward
defeated the Lancastrian forces in Wales at
Mortimer's Cross on February 2nd 1461,
and then marched rapidly to join forces
with his cousin Richard Neville, earl of
Warwick, who was entrenched at St.
Albans awaiting Queen Margaret and the
remaining Lancastrian army. But Margaret
too, like Edward, was an able commander,
and on February 17th outflanked and
defeated Warwick before Edward could
arrive, recapturing her husband Henry VI.
Returning to London, she was refused
entry by the city populace— a fateful
decision—and she was forced to retreat
northwards, pursued by the now united and
rejuvenated Yorkist forces. On March 28th
the two armies, among the largest ever
gathered in England, fought a bloody battle
at Towton. The Lancastrians were utterly
defeated, and Margaret with Henry fled into
Scotland.

England had a few years of stable



Yorkist government under Edward before
the architect of their victory, Warwick the
‘Kingmaker,” quarrelled with his protege.
Together with the impressionable George,
duke of Clarence, Edward’s brother, War-
wick staged a coup d'etat in 1469. It was
relatively bloodless, with the chief victims
being Edward’'s wife’s relations who had
been forming a formidable court faction
which had threatened to exclude Warwick.
But the coup had little support. Edward
endured a few weeks “house arrest”
before staging a successful counter-coup.
Warwick fled abroad 10 gather strength for
a military expedition. In France, and under
the auspices of the French king, the arch-
rivals Warwick and Queen Margaret
formed an alliance against Edward. Their
forces landed in England in September
1470, and Edward was forced toflee inturn
to Burgundy. Henry VI, now completely
imbecile, was taken from the Tower and
‘Readapted’ as King. Warwick, of course,
was the real ruler.

Warwick was remarkably lenient with
the Yorkists known to be loyal to Edward,
and there were few executions. But the
struggle in England had become part of a
larger diplomatic battle between the Eu-
ropean rivals, France and Burgundy; and
Warwick was no match for the skills of their
rulers, Louis XI and Charles the Bold.
Edward with the aid of Charles returned to
England, landing at Ravenspur (Ravenser)
on March 14th 1471. Evading the stronger
enemy forces, and joined by his treacher-
ous brother, Clarence, he reached London
on April 11th. From there he marched out to
meet Warwick at Barnet. Edward’s victory
was decisive, and Warwick was Kkilled.
Without delay Edward marched west to
meet the Lancastrian forces under Margar-
et which had landed from France on the day
of Warwick's defeat. He caught them at
Tewkesbury. The chief Lancastrian nobles,
together with Edward, Prince of Wales,
were killed and Margaret was taken
prisoner. Henry VI was murdered in the
Tower on Edward's return to London.

England now had tweive years of peace
under the stable government of Edward IV.
The direct descendents of the usurper
Henry IV were by now all dead, and the
Yorkist King had two sons to establish his
dynasty. Clarence, still untrustworthy, was
arrested and murdered. There was a hope
and expectation that the political and
military struggle was finally over. But there
was to be a further period of war upon
Edward's death.

The King died at a young age in April
1483, leaving as heir his son Edward, who
was only 12 years-old. In the ensuing
struggle for power during the minority,
Richard, duke of Gloucester, Edward IV's
trusted younger brother, finally emerged
victorious over the faction of the Queen
Mother. Richard had been effective ruler of
much of the country during his brother’s
reign, but he now alienated by his tactics all
but a few of his supporters. He successfully
defeated a revolt by Stafford, duke of
Buckingham, but was himself defeated and
killed at the battle of Bosworth Field in
August 1485 by Henry Tudor, earl of
Richmond. Henry VI, whose claim to be the
heir to the House of Lancaster derived from
the Beauforts who had been excluded from
the succession in 1397, succeeded in

%BEAUFORT—Dukes of Somerset.

uniting the country. He married Elizabeth of
York, Edward IV's daughter, the sister of
Edward’'s murdered sons. Discontented
Yorkists tried to raise revolts in the name of
the murdered princes and Clarence’s son,
who was actually a prisoner in the Tower,
but by 1497 Henry was secure. The Wars of
the Roses were at an end.

Biographies

died in 1459 leading Lancastrian forces at
Blore Heath. The same year his son was
captured while attempting to win over the
Calais garrnison from Warwick. He then
joined the Yorkists, and was iater a rnember
of Richard Ill's council.

%AUDLEY—John, father and son. Father

Des-
cendents of John of Gaunt in illegitimate
line and expressiy excluded from the
succession when legitimised in 1397,
Fanatical Lancasirians and enemies of
York. Edmund’s control of the government
was the chief cause of Richard of York's
disaffection which culminaied in the battle
of St. Albans | and Edmund’s death (1455).
Henry, Edmund’s son, was victorious at
Wakefield and St. Albans Il. Pardoned by
Edward IV in 1463, but once again took up
arms with Margaret and was kilied at
Hexhamin 1464, Edmund, Henry's brother,
was killed in the Lancastrian defeat at
Tewkesbury. Lady Margaret, sister of the
first Edmund, was married first to Edmund
Tudor, and had son, Henry, who deieated
Richard Il at Bosworth to become Henry
VIl. Married Henry Stafford, who raised
unsuccessful revolt against Richard. Later
married Lord Stanley.

BERKELEY—Family generaily supporied
Lancastrians, but received favours from
Edward IV and Henry Tudor.

i BOURCHIER—Henry and Thomas, broth-

ers. Henry had family connections with
York and Lancaster, but was a loyal Yorkist,
fighting with Warwick at Northampton and
St. Albans Il. Made Earl of Essex in 1461.
Thomas became Archbishop of Canterbury
in 1454. Tried to reconcile Margaret and
Richard in 1458. Loyal to Edward IV and
raised troops for him in 1471. Crowned
both Edward and Richard lIl.

son. Thomas was killed at St. Albans |. His
son, Jofin, demanded compensation for
this death in 1458. In 1459 he supported
the Yorkists, but fought against them at
Wakefield the following year. He was killed
at Towton.

COURTENAY—Earls of Devonsnire. Early

@ CLIFFORD—Thomas and John, father and

o/ supporters of York. Thomas joined the

Lancastrains and was executed by the
Yorkists after Towton. His brolher Aenry
was executed in 1466. Their orother Jonn
was killed at Tewkesbury. Their cousins
succeeded to the title. One was killed at
Tewkesbury, two others fougnt with Staf-
ford against Richard Il but escaped with
Henry Tudor to fight with him at Bosworth.

@CROMWELL—One of the leaders of the

attack on Suffolk in 1449. Treasurer of
England. Fell out with Warwick before his
death in 1456.
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FITZALAN—Earls of Arundel. William
fought at St. Albans Il with Warwick, who
was his brother-in-law. His son married a
sister of Elizabeth Woodville, Edward IV's
queen. Both survived the wars.

GREY—Edmund fought for Henry VI until
the battle of Northampton when his deser-
tion to the Yorkists helped decide the battle
(1460). Earl of Kent in 1465. Married a
sister of Elizabeth Woodville. His son
remained loyal to the Yorkists until the
accession of Henry VII. Their cousins were
the Greys of Groby; Joinwas a Lancastrian
who died at St. Albans Il, and was the first
husband of Elizabeth Woodville. His son,
Thomas, fought for his step-father Edward
IV at Tewkesbury, and was made Marquis
of Dorset. Fled from Richard Ill after his
brother Richard was executeq, but was not
trusted by Henry Tudor.

GREYSTOKE —Family supporied the Lan-
castrians at the insugation of their power-
ful neignoours, the Percies, but the young-
er Lord G. went with Richard lil to
Bosworth Field. Like Percy, he survived the
battle.

1 HASTINGS—William was a aevoted Yorkist

ana acted for Eawara IV wnen ne fled from
Warwick. Heipea win Clarence pack to his
brotner. Fougnt at Barnet and Tewresbury.
Judicialiy muraered by Ricnard iil in 1483.

HERBERT—Wiiliam, tatner and son. Father
fougnt for Yorkists in Wales, but he and his

rotner were capiured ana kilied by the
Lancastrians in 1469. Son married another
Woodviile sister.

HOLLAND—Henry, duke of Exeter, was a
descenaent of Edward | and married
Richard of York's daugnter, but was a
fanaucal Lancastrian. After Towion he
went with Margarei to Flanders, Reluctant-
ly returnea with Warwick and fougnt at
Barnet, wnere ne was wounoed, He died
two years later.

HOWARD—Relaied to the Mowobrays. John
was a loyal Yorkist and was rewarded with
the Norfolk dukedom in 1483. Killed at
Bosworth.

MOWBRAY—Jonn, duke of Nortolk. Early
member of York's faction and married to
Richard of York's neice. Swore aliegiance
to Lancasier in 1459, but again tougnt with
the Yorkists in 1460 and 1461,

NEVILLE—Richard, earl of Salisbury, lead-
er of Yorkist faction in eariy years, and was
brother-in-iaw to Ricnard of York,the Duke
of Norfolk, and Duke of Buckingham
(Stafford). Capiurea and killed after Wake-
fieid. His son  Richard | earl of Warwick,
the ‘Kingmaker,” was York’s ciosest coila-
borator and the architect of Edward IV's
viciory. Viarried nis daughter to Clarence.
Kilied at Barnet in 1471, His brother, JohAn,
Lord Moniagu, was a loyal Yorkist until
1469, whnen he quarreilea with Edward. He
joined his broiner and was killed at Barnet.
His brother, George, was Archbishop of
York in 1465. His brother Wiilliam, Lord
Fauconoerg, was made Earl of Kent in
1460. He played a prominent part at
Tow:ion. Died in 1463. His bastard son,
Thomas, Look pairtin nis uncie’s acliviiies in
1471, unsuccessiuliy attacked London and
was executed by Edward IV.
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PERCY—Earls of Northumberland. En-
emies of the Nevilles, their rivals as the
premier family in England. Henry, second
Earl, died at St. Albans |. His son, Henry,
third Earl, also died fighting for the Lancas-
trians at Towton. Henry, fourth Earl, his
son, was imprisoned by Edward, but
eventually pardoned. Befriended by Ri-
chard Il but betrayed him at Bosworth, an
action which resulted in his being killed by
the Yorkshire peasantry in 1489. Ralph,
another son of the second Earl, died
fighting for the Lancastrians at Hedgely
Moor in 1464.

POLE—Dukes of Suffolk. William was the
implacable enemy of Richard of York, and
dominant figure in the Council until his
arrest in 1450. On intimate terms with
Margaret of Anjou, whose marriage to
Henry VI he had arranged. Murdered on the
way to exile in 1450. His son John,
supported the Yorkists and fought at St.
Albans Il. He married Edward IV's sister.
Supported Richard Ill but accepted Henry
VIl after Bosworth. His son, John, earl of
Lincoln, remained loyal to Richard Ill, who
had declared him his heir (he was R's
nephew). Defeated and killed at Stoke in
1487 fighting against Henry VII.

ROOS—Loyal to the Lancastrians. Thomas
was executed after the defeat at Hexham.

SCROPE—Fought for the Yorkists.

STAFFORD—Dukes of Buckingham.
Humphrey tried to reconcile Margaret and
Richard, but was killed at Northampton on
the Lancastrian side. His cousin, also
Humphrey, was made Earl of Devon. He
fought for the Yorkists at Towton, but failed
Edward in 1469 and was executed. Henry,
grandson of the first Humphrey, was a
supporter of Richard lll, but rebelled against
him in 1483 in favour of Henry Tudor,
whose mother he had married. He was
captured and executed.

STANLEY—Thomas fought for the Lancas-
trians at Northampton, but survived to
serve Edward IV loyally until 1470, when
he supported Warwick. Again became loyal
Yorkist after Barnet and rewarded by
Edward. Imprisoned by Richard Ill, but
released. Married Henry Tudor’'s mother as
his second wife (his first had been War-
wick's sister) and betrayed Richard at
Bosworth. His brother William supported
York, but betrayed Richard at Bosworth.

TALBOT—Earls of Shrewsbury. John, 1st
Earl, was a famous general during the
Hundred Years War who died in 1453 in
the battle of Castillon. His son, John, was a
staunch Lancastrian. Treasurer of England
from 1456 to 1458. Killed with his brother
at Northampton. His son, John, the 3rd
Earl, died in service of Edward IV. George.
the 4th Earl, sided with Henry VII. Foughtin
the battle of Stoke (1487).

DESIGNER'S
NOTES

IN THE HISTORICAL NOTES, certain mod-
ern but inappropriate expressions have
been deliberately included in the text.
Terms such as “‘revolution” and “coup

d'etat” do not reflect accurately the political
mentality of the 15th century. Because of
this we can easily overrate the importance
of the dynastic elementin the politics of this
period. The struggles of the years between
1450 and 1490 were struggles for power
between groups of self-interested nobles.
Many had family ties with one or both of the
two rival dynasties of Lancaster and York;
but family ties were never allowed to
obscure their chief concern—power and
dominance within their personal sphere of
influence. KINGMAKER is, therefore, a
game concerned with power—not the
sterile evocation of the quaint passions for
the Red Rose and the White.

The “scientific model” of the period,
upon which the game is based, rests on this
interpretation of events, logically extended.
The basic units of the game are, therefore,
the Nobles and not the rival claimants for
the throne. By extension the Royal Pieces
become mere pawns, with no movement of
their own. In terms of history, of course, we
know this to be wrong. However much
Henry VI, Clarence, and Edward, Prince of
Wales, were manipulated by those around
them, we know that Richard of York,
Margaret of Anjou, Edward IV and Richard
lll were decision-makers in their own right.
But the model had been constructed to
make a political/military game possible,
and the interpretation has therefore to be
accepted. For another game—perhaps a
purely military one—a very different model
would have to be constructed.

The next problem involves determining
the number and strength of the Nobles, the
basic units. The action of the game—which
has no fixed time periods—takes place over
thirty years of English history, and the units
therefore represent noble familes, not
individuals. In the course of these years
many families lost several successive
heads—the Beauforts: father, son, and
uncle; the Percies: father, son, and grand-
son; and the Nevilles: father and three
sons. This is reflected in the game when
families reappear after death—sons, broth-
ers, or cousins succeed to the family
estates. It explains, too, how Archbishops
can be ‘held’ by Nobles, so representing
relatives in the Church.

The start of the game has been fixed at
about 1453—the year of crisis in which
France was finally lost, Henry VI went mad,
and the birth of a son to Margaret shattered
Richard’s hopes of succeeding to the
throne peacefully. Those families which
were active in this period with the titles
they possessed form the basis of the
game’s framework of Nobles. There was no
room for ‘arrivist’ families like the Wood-
villes; unconnected branches of the Grey
family had to be merged; cadet branches of
the Nevilles were merged into the main
family; the families of Tudor, Beaumont,
Blount, Tiptoft, West and Dacre, among
others, were sacrificed. To enable new
creations of titles some Nobles were split
from titles they actually possessedin 1453.
Holland lost the Dukedom of Exeter, and the
Neville family gave up the Earldoms of
Westmoreland and Salisbury.

Drastic pruning affected the castles and
their significance.”The number was re-
duced to 36, and their geographical posi-
tion matched with families who possessed
strength in that area. No attempt was made
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to recreate the exact holdings, since the
chief role of the castles is as foci of power in
the absence of true territories. The house-
holds of the various Nobles were built up as
a more accurate reflection of their relative
strength, with the model's analysis of the
connection between military and political
power firmly in mind. The households fell
into four groups. The major titled Nobles,
like Neville and Mowbray, had 50, the
minor Nobles only 10. In between there
were the other titled Nobles (30) and the
more powerful minor nobles (20). Stanley,
although untitled, was given 50 to compen-
sate for his isolation on the Isle of Man,
while Percy was given 100 to reflect his
great strength in the North.

Towns, Bishops, Ships, and Titles
presented few problems, although their
number was reduced, like the number of
families, as a result of play-testing. Some
towns lost their fortifications; the Arch-
bishop of York lost a castle; and the Open
Towns evolved as a means of giving
powerless Nobles protected staging-posts.
The Mercenaries arrived last of all, replac-
ing Abbeys (with a rather elaborate ‘'sanc-
tuary’ rule) as a means of providing extra
troops.

The Offices gave the greatest opportuni-
ty for affecting the dynamics of the game
after the holdings of the Nobles them-
selves. They started out as a simple
reflection of the King's powers of patro-
nage, and offices like that of the Steward
and the Treasurer still have little dynamic
effect. But it was early appreciated that
many of the offices could be used to test
and temper the more powerful power
blocks. So the Marshal pays for his 100
troops with the many calls to deal with
Peasant Revolts, and the Chamberlain of
the County Palatine of Chester can make
Wales play an important part in many
games.

The cards in the Event Pack supply more
of the game’s dynamics. Taken too literally,
the seven categories of cards may appear to
caricature the Middle Ages and the con-
cerns of the nobles who lived at that time.
Plague was by no means as prevalent as
the 17 cards suggest. Once they survived
childhood, the men and women of the time
were remarkably little prone to accident
and illness. Plague cards have to be
analyzed primarily in game terms. Primarily
they ensure that players do not keep their
nobles in Towns indefinitely. Secondly
they allow for the plausible death and
removal from the politics of the time the
heads of the Houses of Lancaster and York,
and so ensure further variant scenarios.

The peasantry of the late 15th century
was little affected by the Wars of the Roses.
So is it really necessary to have so many
Peasant Revolts? This is where the player
has to abandon his simulation game
training in favour of his imagination. In
KINGMAKER it will depend entirely on the
particular game what a Peasant Revolt
centred on Bodmin really means. In histori-
cal terms it could be a false alarm or the
beginning of a Lancastrian invasion, or
even the revolt of the Cornish peasantry
that the card suggests. In the practical
terms of game dynamics it will divorce up to
five nobles from their factions, testing their
power and providing opportunities for
attack or escape for others. So it is with the



Raids and other Revolts which occupy so
much of the time of the Marshal and the
Warden of the Northern Marches. Powerin
the state—the nobles’ ultimate objective—
brings with it the responsibility of dealing
with threats to the state. Ingame terms this
was a perfect way of testing the strength of
the players as they rose to political domi-
nance. Embassies test in even more direct
manner the strength of the court faction,
and dissipate the dominance of London in
the early stages of the game.

KINGMAKER was evolved over a period
of many years. Its mechanics owe very little
to other games, and a great deal to the
prejudices of its sole designer. In consequ-
ence the mechanics may seem peculiar to
members of the Avalon Hill school. By the
early '60s, when Avalon Hill games started
to infiltrate the U.K. in small numbers, the
prototype was already in existence; play-
testing was under way, with extant move-
ment and combat systems. There was no
desire to go back and re-learn in the light of
"AFRIKA KORPS' or 'BULGE." If anything
seeing and playing these fine games
accelerated the desire to perfect the multi-
player game in which complex movement
and combat would not distract players from
their political objectives. Hence a unique
movement system where the mapboard
does the work (smaller, more numerous
squares where the ground is difficult;
larger ones where easier) and the player
only has to remember that pieces move up
to 5 squares—no MFs, Hence also a combat
system which hardly permits of military
skill, outside of the large scale manoeuvre
which won Edward IV his battles, and
Margaret some of hers. No dice, no CRT, no
retreat after combat, just a simple odds
computation.

The Wars of the Roses, in common with
many other periods of history, show men
seeking power, fighting battles, and experi-
encing good and bad fortune. But the Wars
of the Roses also have several unique
characteristics which have a direct bearing
on the manner and spiritin which the game
was created by the designer. The whole
series of events was dramatised by William
Shakespeare in his plays, Henry VI Pts |, Il
and lll and Richard IIl. Within are the great
dramatic scenes of the age, and quite a few
invented ones, too. But each stage in the
thirty year struggle is painted in the bright
colours of the master dramatist’s genius.
The game tries to recapture some of the
excitement of the drama, and to encourage
the players to identify with the passion
Shakespeare puts into the mouths of his
characters. Scenes like the quarrel be-
tween Richard Plantagenet and Suffolk and
Somerset in the Temple Rose Garden, like
the murder of Richard by Margaret and
Clifford after Wakefield, and the final
scenes at the battle of Bosworth should be
compulsory reading for the KINGMAKER
player. Thev will arouse his spirit for victory

far sooner than any history of the age.

The other characteristic of the age
which has been foremost in the designer’s
mind is its ‘colour’—by which is meant the
whole panoply of heraldry, castles, murder,
exile, and triumphant coronations that we
associate with the Wars of the Roses. Win
or lose, the game should be enjoyed for its
evocation of the end of the Middle Ages and
the beginning of the Modern.
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EDWARD III
13121377
m. (13280 Philippa of Haimault

1 daughter

1 daughter

(B0 Edoard of Woadstock Lionel of Antwerp Jokn of Gauni Edmuni of Langley Thormas of Wondstock
duke of Cormzall ke of Clarence duke of Lancaster dicke of w\auﬁ duke of Glowcester
prince of Wales 1338-1368 1340-1399 1342-1402 1355-1397
1330-1378 m. m, m, m, Eleanor Bohun
m. Joan of Kenl
) i [ i 2
Elisabeth Blanche of Constance of Labdd of  Joan Hollend
dr Burgh Lancaster Castile Caglile of Kenl
_ LR
I [ I i | | | [ | 1
! Edward of  Richard of Phil Henry of 2 daughters 1 danghter Jokn Brasfort | Henry Beawfor! Thomas Beawfort Joan Beaufort Edwarid, duke Rirkard 1 daughter Humphrey Anne 3 other daughters
Angeuleme  Bordeaux 1355, Bolingbroke marguis of Darset and bishop and earl of Darsel m. (2} Ralph of Yo carl of d. 1399 13831438 RO Hsur
1365.137¢ (Richard 11} m. Ed {Henry 1V) of Semersel x;h._..__ duke of Exeler Newille, earl 1373-1415 Cambridge RO Essue m
1367-1400 Mortimer [, carl 1366-1413 o 1371-1400 d 1446 A 1426 of Westmorland RO B3sue 138801418
of March . . Margart Hollond m. Margaret Neville i . (1] Anne Martimer i . il
nO esur no s 135 of Kemt LEEI LT Issur
e "
o i e wnder Ll of Atcr, o ik ol nd e o Eu
Mary Bohun  Johanna of duke of Clarencel d 1392 1374-1403 d. 1420
of Hereford Navarre mo issir
O sk \_
| | I r 1 [ I | | | 1 | _ _ I | | |
irdl Roger Mortimer 1 Edmurd Mortimer 2 daughters Henry V Thomas, duke  fohn, duke Humpheey. 2 dinghters Henry Jokn Beasfort I Edmund Beaufort | Thomas 2 daughters Humphrey Stafford 2 daughlers Henry Bourchier  Thomas Bowrchier 2 ather
carl of Marck 1387.1422 of Clarenee of Bedferd h._h o Beaufort | carl amd duke of carl and marquis LR ime, foar, carl of Staff; ol Viscount Bowrcherr d 1488 o3
— m. Katharine of 1388-1421 13891435 Glowgester carl of of Dovset. duke m. James | gham and earl of Essex Archbiskop of
France, who m, Margare . fwice 1390-1447 Somersel - of Somerset” of Seobland 1402 1460" 14061483 Canterbury and
later m. Holland, courtess . fwie 1801-1418 m. Margare 14061455 _ m. Anne Newille m. lsabel of Cardimal
mi. Eleaner Holland Ouoen Tudor™=y  of Semersel Brawchamp of  m. Elanor Beauchamy Cambridge
o mswr d. 1401 no fisur prgren s no e Bletso e fsee wnder Lionel of
3 Antwerp, duke of ne Bsur =
Clareniel
I | | | I I | _ _ _
tatht Edmund Mortimer 1 Ann 1 daugkter  Henry VI* Edmund Tudor Jasper Tudor Muargaret Beaufort Hemry Brawford [l 3 ether & daughlers Hemry Stafford 1 ather i Wiiliam 5 other
carl of March 142121471 carl of Rickmomd varl of Pembroke 1443-1509 ek of Somerict® somi” d 1471 surviving  dawghiers Bowrchaer soms 3°
1391-1428 . Margaret 143001450 and dike of Bedford . (1) Edmund Tudor 1436 1404 d, 1458 ot Margaret Beaufort  son Viscount
fard Herr presumptive of Ampow M. Margaret Braufort 143131495 carl of Richmond m. Margarel Braufort countess of Richmond _ _ Bourchire®
o Richard 1} daughler of m. Catherine Woadralle d. 1450 no it Ao isut Frad o, of Edwtund Heaufort | fsee under Henry V' e mo asue
. Anne Stafford LT3 John Beaufort 1] duwchess of Buckingham fissme ser umder and Joha Bewfert 111 tsue dssue . Ann
fsee under Edmund of LRy o issie Waeadrille
e s Langlev. dicke of Yori) o, _.__mnz__.rﬂ..
arl
Ravers”
1 [ 1
{5thi Richard duke Teahel xn..ﬂ of Richmond Humphrey Henry 2 daughlers
of York* m. Henry Bowrchier {Henry VII) mo fstur Stafferd Bowrchier, earl
earl of Essex 1457-1509  pasu _
fsec wnder Thomas of m. Elizabeth d issmr
Woodstork, duke of of Edward IV
Glougester] _7«3_.:3
feta Edmund George, duke Richard Arthur 2 daughters
of Claremee® duke of Gloucester” prine of
1449. 1478 {Richard 111) i, _&_HE_“_ Wales 815
1443- 1400 . Tsabel Newille 1452-1485 1444- 15047 14801502 i3 m. Elranor Percy
d. of Rickard . Ann Newille v John de la Pale . Katharine Jane
carl of Wartoick® A, of Richand duke of Suffolk of Aragen Sewmonr
1442-14927 150951537
Earl Rivers® o 55
— ng jsur
| 1 | L
TRl Edward V* Richard, duke & survicing Edward Ediwarnd & other soms Mary 1 Elizabeth I Edward Vi Elizabeth female issur
1670-14837  of York® danghters earl of prinie 1516-1558 [ 15371553 14971558 of dowbiful
147314830 inc. Elizabeth 5 y Warsirkt of Wales m. Thomas Howard legitimacy
1468-1503 1473-1541 1475-1499 14761484 o 14062-1457 duke of Morfolk
. Hemrw VII m. Bickard d. 1554
Pale __
[ - _ ] o s o TERe "o tisue RO sl o Eesir m Fisir "o ssmr
House of Tuder  Earls of :..__.__é&, Huward Family
an,
Heuse of Stafford

“Kulled, executed or otherwise deceased in comsequence of the Civil War 14551455

tExecuted by Heary VI or Heary VI

THE PRINCIPAL DESCENDANTS OF EDWARD 111
Table of the First, Second, Third, Fourth, Fifth, Sixth, and Seventh Generations

o~
o~



Weaker
Force

A el

EXAMPLE:
A force with a troop strength of 410 attacks a smaller force with a troop strength of 280.
Defender locates his strength on the SMALLER FORCE COLUMN.

1.
2.

3.
4,

10

20

30

40

50

60

70

80

90
100
110
120
130
140
150
160
170
180
190
200
210
220
230
240
250
260
270
280
290
300
310
320
330
340
350
360
370
380
390
400

*Advanced Game only

The stronger force reads across the row containing the weaker force's strength to locate his troop strength.
If his strength is not listed he must choose the closest smaller strength.

The head of the column containing the larger force's troop strength lists the ratio for the battle.

TABLE OF ODDS

1% 2 3

i 5-4(12) 32 (7% 2165 316) 416
= A = 20 30 40
- — 30 40 60 80
- 40 50 60 90 120
- 50 60 80 120 160
60 70 80 100 150 200
70 80 90 120 180 240
80 20 110 140 210 280
90 100 120 160 240 320
100 120 140 180 270 360
110 130 150 200 300 400
120 140 170 220 330 440
130 150 180 240 360 480
140 170 200 260 3920 520
150 180 210 280 420 560
160 190 230 300 450 600
170 200 240 320 480 640
180 220 260 340 510 680
190 230 270 360 540 720
200 240 290 380 570 760
210 250 300 400 600 800
220 270 320 420 630 840
230 280 330 440 660 880
240 290 350 460 690 920
250 300 360 480 720 960
260 320 380 500 750 1000
270 330 380 520 780 1040
280 340 410 540 810 1080
290 350 420 560 840 1120
300 370 440 530 870 11860
310 380 450 600 900 1200
320 390 470 620 930 1240
330 400 480 640 960 1280
340 420 500 660 990 1320
350 430 510 680 1020 1360
360 440 530 700 1050 1400
370 450 540 720 1080 1440
380 470 560 740 1110 1480
390 480 570 760 1140 1520
400 490 590 780 1170 1560
410 500 600 800 1200 1600

HOW TO USE THE TABLE

The weaker force locates his troop strength along the left-hand column.

Attacker reads along the row headed by 280. The values are 290, 350, 420, 560, 840, 1120. None of these values corresponds tc
his strength of 410.

He locates the closest smaller value to 410 which is 350.
Reading up the column he discovers that the 350 is in the 5-4 column, The ratio for the battle is 5-4.

To win, the attacker must pick a card containing a ratio of 5-4 or less. All other ratios are greater, a selection of which would result
in an indecisive battle.

23



GRID LOCATION TABLE

NAME

Abingdon
Alnwick
Appleby
Arundel
Ashby
Bamburgh
Barnet

Bath
Beaumaris
Belvoir
Berkeley
Berwick
Beverly
Blackheath
Bodmin
Boston
Brecon
Bristol
Burton

Bury (St. Edmunds)
Caernarvon
Caister
Calais
Canterbury
Cardiff
Cardigan
Carisbrooke
Carlisle
Castle Rising
Chester
Cheviots
Chichester
Chillingham
Chirk
Cockermouth
Colchester
Compton
Conisborough
Continent

Conway
Corfe
Coventry
Dartmouth
Daventry
Denbigh
Devon and Cornwall
Douglas
Dover
Durham
Eccleshall
Exeter
Farnham
Fotheringhay
Framlingham
Grantham
Harlech
Helmsley
Hereford
Ipswich
Ireland
Kingston
Kenilworth
Kimbolton
Lancaster
Leeds
Leicester

8180001
R10226

DESCRIPTION

Unfortified town
Castle

Castle

Castle

Unfortified town
Rovyal Castle, Port
Unfortified town
Unfortified town
Royal Castle, Island, Port
Castle

Castle

Town, Port
Unfortified town
Unfortified town
Unfortified town
Unfortified town, Port
Unfortified town

City, Port

Unfortified town
Unfortified town
Royal Castle, Port
Unfortified town, Port
Town, Port, Square
Town, Cathedral
Unfortified Town, Port
Open Town

Royal Castle, Port
Town, Cathedral
Castle

Town, Cathedral
Range of Hills
Unfortified town, Port
Castle

Castle

Castle

Town, Port

Castle

Castle

Foreign areas of Europe;
a Port

Rovyal Castle

Castle, Port

Town, Cathedral
Unfortified town, Port
Unfortified town
Castle

Counties

Castle, Port

Royal Castle, Port
Town, Cathedral
Unfortified town
Town, Cathedral, Port
Castle

Royal Castle

Castle

Unfortified town
Royal Castle

Castle

Open Town

Town, Port

Tip of Ireland; a Port
Open Town, Port
Royal Castle

Castle

Town

Castle

Town

NAME

Lichfield
Lincoln
Llanstephan
London
Ludiow

Lynn
Maldon
Masham
Milford Haven
Newark
Newbury
Newcastle Castle
Newcastle Town
MNorthampton
Norwich
Nottingham
Ogmore
Okehampton
Oxford
Penzance
Pevensy
Pleshy
Plymouth
Preston

Raby
Ravenser
Rhuddian
Richmond
Rochester
Rockingham
Rotherham
Royston

Rye

Sandal
Salisbury
Scotland

Shrewsbury
Southampton
St. Albans
St. David’s
Stokestay
Swansea
Tattershall
Taunton
Tees

Trent
Tewkesbury
Thetford
Tickhill
Towton
Tutbury
Usk

Wales

Wakefield
Wallingford
Warwick
Wells
Weymouth
Whitby
Wingfield
Windsor
Wressle
York

Copyright 1978, The Avalon Hill Game Company

CODE

E-3

F-3
D-1, D-2,
D-3, E-1,
E-2, F-1,
F-2, F-3

F-4
E-4
F-3
G-3
B4
E-6
F-5
c4
c-4

DESCRIPTION

Unfortified town
Town, Cathedral
Castle

City, Cathedral, Port
Castle

Town, Port
Unfortified town, Port
Castle

Unfortified town, Port
Town

Unfortified town
Castle

Town

Town

City, Cathedral

Town

Castle

Castle

Town

Unfortified town, Port
Royal Castle, Port
Castle

Town, Port
Unfortified town, Port
Castle

Unfortified town, Port
Royal Castle

Castle

Unfortified town, Port
Castle

Unfortified town
Unfortified town
Unfortified town, Port
Castle

Unfortified town, Cathedral
North of Cheviots

Town

Town, Port
Unfortified town
Unfortified town, Cathedral
Castle

Town, Port

Castle

Unfortified town
River

River

Unfortified town
Unfortified town
Castle

Unfortified town
Castle

Castle

Recently independent,
now part of England

Unfortified town

Royal Castle

Castle

Unfortified town, Cathedral
Unfortified town, Port
Unfortified town, Port
Castle

Royal Castle

Castle

City, Cathedral
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(30)
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oms  “MOWBRAY

COMMONS
2

Denbigh D2

2‘ Earl of Shrewsbury_g

ows ¢ TALBOT
GUM:WHS 3 o

j.‘ Earl of Devonshire Z

Ludlow E3

LORDS
2

COURTENAY
GIJM1M[|NS 3 o

ﬁ Dke of Buckingham 3

Okehampton
G

ows STAFFORD e

COMMONS Newcastle

1 30 5

Castle Rising D6

Framlingham E6
5 o Usk F3
Wressle C4

Iy 3.'Earl of Northumberland g

o “BEAUFORT
BUMEOHS 3 o Corfe G3

¥ Duke of Suffolk -

::%:s POLE Wingfield E6
c 10"8 30
Earl of Arundel 3

N

oms  “ EITZALAN

COMMONS Arundel G4

1 3 o Chirk D2

LORDS

PERCY
100 =%

Alnwick A4
COMMONS
2



. =

LORDS ’ NEVILLE more F2 I LAN TAG ENE g?:l?:;:g: E2

Richmond B4 Fotheringhay

com:rgous : 5 o b 3 5 0 £5

LORDS CLIFFORD
1

Conisborough
c4

PLANTAGENET
* 30

LORDS H E R B E RT Llanstephan
LORDS HOWARD 1 10 i

1 1 o Farnham F4

LORDS HOLLAND Ukt
LORDS AUDLEY 1 20 Compton G2

1 1 0 Tickhill D4



woros BOURCHIER LORDS HASTINGS Sl
1 1 o Pleshy F3 1 1 o ry

LORDS SCROPE LORDS BERKELEY
1 1 o Masham B4 1 1 o erkeley

wros CROMWELL LORDS ROOS

Tattershall Belvoir D4

1 1 o D5 1 2 o Helmsley C4

oros GREYSTOKE LORDS GREY Chillingham A3
1 1 0 ppleby P 2 O Rockingham E4



Le Michael Ship of Bristol

COMMONS Earl of Worcester

! 30
 Farl oFW'ilt"shi

"'uﬂn-iri' R\

/ Hﬁi“i.' R S s \

ll' 1'
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2 =

__,-’ g R - - L

COMMONS arl ofSalisbury COMMONS Earl f Wiltshir

! 30 ; 30




Earl of I(ent

“ b ﬂ-q__.

\f. /f“""hu' .tuﬂl!“ \

e

’_/_-""'“'-\\ —F . Ly

COMMONS Earl of Kent COMMONS Earl of Richmond

B0 ' 40

: Earl_of lése :

cnra:aous Duke of Exeter T COMMONS Earl of Essex
20 1 20

COMMONS Earl of Westmorland

i 40
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BURGUNDIAN CROSSBOWMEN

BURGUNDIAN CROSSBOWMEN FLEMISH CROSSBOWMEN

30 20




- FRENCH FOOT SOLDIERS

g Ko Jo)

CHAMBERLAIN
OF THE COUNTY PALATINE
OF CHESTER

50 PERMANENT TROOPS
200 EXTRA TROOPS IN WALES

CHAMBERLAIN OF CHESTER

(2)S0

WARDEN OF THE
CINQUE PORTS

Rhuddian D2
Chester D3

SHIPS

LE TRINITY OF RYE

LE GEORGE OF RYE
EACH CARRIES 150 MEN

WARDEN OF THE CINQUE PORTS
COMMONS

5 S0

Pevensy G5

MARSHAL OF ENGLAND

MARSHAL OF ENGLAND

100

Harlech D2

ADMIRAL OF ENGLAND Lynn D5

Southampton
G4

CHANCELLOR OF THE
DUCHY OF LANCASTER
50 PERMANENT TROOPS
N

100 EXTRA TROOPS WITHI
3 SQUARES OF CONWAY

ADMIRAL OF ENGLAND
SHIPS
LE MARGARET OF LYNN
LE CHRISTOPHER OF
SOUTHAMPTON
EACH CARRIES 200 MEN

CHANCELLOR OF LANCASTER
COMMONS

3 (1)S0

z} TREASURER OF ENGLAN J

Conway D2

TREASURER OF ENGLAND Wallingford F4

Beaumaris D1

CHANCELLOR OF ENGLAJ

ol CHANCELLOR OF ENGLAND s

|2 0’ D2




STEWARD OF THE
ROYAL HOUSEHOLD

STEWARD OF THE ROYAL HOUSEHOLD

Newark D4

CHANCELLOR OF THE
DUCHY OF CORNWALL
50 PERMANENT TROOPS
100 EXTRA TROOPS IN
DEVON AND CORNWALL

CHANCELLOR OF CORNWALL
COMMONS

2 (1)S0

CONSTABLE OF
DOVER CASTLE

. CONSTABLE OF DOVER CASTLE

2

CONSTABLE OF THE
TOWER OF LONDO
50 PERMANENT TROOPS
200 EXTRA TROOPS WITHIN
2 SQUARES OF LONDON
\

CONSTAB
COMMONS LE OF THE TOWER

: (2)S0

Oxford F4
Plymouth G2

Dover F6

London F5

* (3)50

LIEUTENANT OF IRELAND e

50 PERMANENT TROOPS

200 EXTRA TROOPS IN IRELAND

LIEUTENANT OF IRELAND

* (2)50

WARDEN OF THE
NORTHERN MARCHES
50 PERMANENT TROOPS

100 EXTRA TROOPS NORTH
OF THE RIVER TEES

WARDEN OF THE MARCHES
COMMONS

" (1)50

CAPTAIN OF CALAIS %

Bamburgh A4
Berwick A4

50 PERMANENT TROOPS
300 EXTRA TROOPS IN CALAIS

CAPTAIN OF CALAIS
Calais G6

LORDS

STANLEY
2 S0

Douglas B2
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 STORMS AT SEA

SHIPS TAKE REFUGE
IN NEAREST
PORT

STORMS AT SEA

SHIPS TAKE REFUGE
"IN NEAREST
PORT

ASSVHEHKNI

STORMS AT SEA

SHIPS TAKE REFUGE
IN NEAREST
PORT

STRMS AT SEA

SHIPS TAKE REFUGE
INNEAREST
PORT

STORMS AT SEA - STORMS AT SEA

‘SHIPS TAKE REFUGE
IN NEAREST
PORT

SHIPS TAKE REFUGE
IN NEAREST
PORT

ey
z 4
o<}
>
®
@
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STORMS AT SEA_
SHIPS TAKE REFUGE
IN NEAREST
PORT

B , SEA

INNEAREST
PORT

ASSVHNI

STORMS AT SEA
SHIPS TAKE REFUGE

IN NEAREST
~ PORT

STORMS AT SEA

 SHIPS TAKE REFUGE.
IN NEAREST
PORT




PLYMOUTH
EXETER

BAD WEATHER
DELAYS ATTACK

KILLED:

HOWARD
GREYSTOKE
9_1 MOWBRAY

VICTORY

KILLED:

COURTENAY
GREYSTOKE

9-4
VICTORY

KILLED:
HOWARD
MOWBRAY
SCROPE
3-2

VICTORY

- KINGSTON
YORK

KILLED:
STAFFORD
GREYSTOKE

3-2
VICTORY

NEWCASTLE
DURHAM

KILLED:
SCROPE
STAFFORD
3-4

VICTORY

BRISTOL

KILLED:

STAFFORD
FITZALAN
PERCY
2-1
VICTORY

CANTERBURY

BAD WEATHER
DELAYS ATTACK

SHREWSBURY
HEREFORD

KILLED:

COURTENAY
GREY

3-2
VICTORY

CARDIGAN

SWANSEA KILLED:

SCROPE
HOLLAND

4-1
VICTORY
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PARLIAMENT * cm=z T
MUST BE SUMMONED B >
IF THERE IS NO S Twm
SOLE KING KILLED: mmm T
SHLED: HERBERT E &
HOLLAND CLIFFORD =P g e=a
STANLEY POLE - Gl s P
| X s T S
MAJORITY VICTORY MAJORITY VICTORY = m
PARLIAMENT .%¥ | 352 .5
MUST BE SUMMONED = |
SOUTH - IF THERE IS NO S0
AMPTON SOLE KING KILLED: — L5,
BOURCHIER —
TALBOT e
BAD WEATHER ;gﬁggﬁgﬁ
DELAYS ATTACK { : Ecsts sE<
MAJORITY VICTORY 522220
Ee el
PARLIAMENT =i
MAY BE SUMMONED
LANCASTER BY THE E', g E
CHESTER CHANCELLOR ROOS =s >
BOURCHIER  , T E
BAD WEATHER 3-1 = o
DELAYS ATTACK VICTORY g%
PARLIAMENT
MAY BE SUMMONED
KILLED: BY THE KILLED:
POLE CHANCELLOR ROOS
FITZALAN NEVILLE
CROMWELL
32
VICTORY
- MAY BE SUMMOCNED
NOTTINGHAM BY THE Shr
LEICESTER KILLED: '
COVEN- cROMWELL ~ CHANCELLOR ]
TRY SCROPE :
3-1 2-1

VICTORY VICTORY



PEASANT REVOLT

NEVILLE to Raby
SCROPE to Masham
ROOS to Helmsley
MOWBRAY to Wressle
Archbishopof York to Yk.
Marshal to

Wakefield

PEASANT REVOLT

MOWBRAY to Castle
Rising

Marshal to

Thetford

PEASANT REVOLT
MOWBRAY to Framlingham
Bishop of Norwich
to Norwich
Admiral to

Lynn

Marshal to
Thetford

PEASANT REVOLT

Earl of Kent to Rochester
Constable of Dover
Castle to

DOVER

Marshal to

Black

Heath

PEASANT REVOLT

STAFFORD to Leeds
Archbishop of Canterbury
to Canterbury

Marshal to

Black Heath

BAD WEATHER
DELAYS ATTACK

PEASANT REVOLT

COURTENAY to Okehampton
HOLLAND to Compton

Duke of EXETER to Exeter
Chancellor of Duchy of
Cornwall to Plymouth

Marshal to
Bodmin

BAD WEATHER
DELAYS ATTACK

PEASANT REVOLT *

CONSTABLE OF THE TOWER OF
LONDON to St. Albans
MARSHAL to Barnet

S

PEASANT REVOLT *

CONSTABLE OF THE TOWER OF
LONDON to Blackheath
STAFFORD to Leeds

*

PEASANT REVOLT

STAFFORD to Leeds
Earl of Kent to

Rochester
Marshal to

Black

Heath

PEASANT REVOLT

BOURCHIER toPleshey
POLE toWingfield

Earl of ESSEX to
Colchester

Marshal to

Maldon

NIVLLY SAVI3d
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FRENCH RAID
BOURCHIER to Pleshey

POLE to Wingfield
Admiral to
Caister with
2 ships
BAD WEATHER
DELAYS ATTACK

REVOLT IN WALES

TALBOT to Ludlow
KILLED:
CLIFFORD
BOURCHIER
5-4
VICTORY

FRENCH SIEGE ¥
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THE AVALON HILL GAME CO.
4517 Harford Road
Baltimore, Maryland 21214

THE AVALON HILL GAME CO.
4517 Harford Road
Baltimore, Maryland 21214

Place
First-Class
Postage
Here

Place
First-Class
Postage
Here




Dear Avalon Hill,

I'msending you this REG CARD fromyour
game. In return | automatically get on your mailing list
which means I'll get new product info before the general
public does.

1. Game is:

] Just Right [J Too Complicated

2. | enjoyed playing this game:

] Too Simple

O a) ] b) 0 e [ a) O e
(a means you enjoyed it very much; e means not at all)
3. | heard about the game through: (check all that apply)

[J Avalon Hill Literature [ Magazine Ad [] Newspaper Ad
'] Friend's Recommendation [ ] Happened to see it in a store
[ Gift [ Other:
4. Point of purchase of this game: (check one only)

[J Direct from Avalon Hill
[J Hobby Store [l Book Store [l Tcy Store
(] Military Outlet (PX, Co-op, Book, etc.) L] Other

[} Department Store

[] stationery Store L] Gift Store  [] Card Shop
5.1 subscribe to The General [l yes ] no

All Star Replay yes [ no
6. My favorite Avalon Hill game is
Mame Age
Street Address
City Occupation
State Zip

U-3803

DO A FRIEND A FAVOR.

If you know someone who has the basic brain power to comprehend

Avalon Hill games then get him to send us this postcard.

In turn you'll be doing yourself a favor ... you might pick up a new

opponent in your neighborhood or even one from another city with whom you

can “play by mail.” (If you wish, fill in his name and address, yourself, and

send it in.)

by-Mail Kits and exclusive gaming magazine, specify [ ] Wargame [] Sports
[J Leisure Time catalog and enclose this card in an envelope with 75¢ for

If you would like a colorful brochure describing Avalon Hill games and Play-
each catalog ordered.

(type or print)

NAME OF BRIGHT FRIEND

STREET ADDRESS

ZIP

STATE

CITY



Effective July 26, 1980

Prices subject to change without notice

Game/Parts Price List

WHAT THIS IS: here is the complete listing of all
current games and their parts listed in alphabetical
order. Parts overprinting a shaded background do
not come with the game, but are variants and/or ac-
cessories to the game.

you wish, like this; Rules. . ... 1.00.)f you order a
game, circle the price of the game only; ignore
costs of the parts directly below the game listing.
Or, you may wish to write out your order on the
postage-paid order envelope if you have one handy.
In each case, please add up your order for a total
cost figure. No merchandise can be shipped on a
C.0.D. basis, so you must pay in one of the follow-
ing ways:

HOW TO ORDER: just circle the(n?_iﬁe of the item

a) CREDIT CARD: give us your credit card
number, expiration date, and name under which
credit card is listed, for either American Ex-
press, Master Charge, or VISA. No other credit
cards accepted. This Price List and the Order
Envelope provide spaces for you to write in this
information.

b) TOLL FREE PHONE: we’ll accept charges
against the above three credit cards on aphone-
in order. The call is FREE. Call 800-638-9292,
operator #1. Use this TOLL FREE number for
credit card purchases only; no other informa-
tion can be supplied.

¢)CHECK OR MONEY ORDER: pleasesendusa
check or money order for the total amount plus
10% postage for USA residents. For example, if
your total order comes to $6.25 your postage
will be $.63, so your payment would be $6.88
total. See Postage Charges printed elsewhere
on this form for foreign postage costs. Do not
send cash money; we are not responsible for
loss of cash in transit.

FILL OUT SHIPPING LABEL: be sure to include
your name and shipping address on both the ship-
ping label and file form if sending in this Price List
as your order. Similarly, fill out all required labels if
using the Avalon Hill postage-paid order envelope.

HOW WE SHIP: We normally ship within 7 to 10
days of receipt of your order, and mail by United
Parcel (UPS) whenever possible. This is first-class
service, but is feasible only to a street address and
when there is someone available to sign for the
package. UPS will not deliver to a P.O. Box. Other-
wise, shipments will go by parcel post. Be sure to
add proper postage costs shown on the Postage
Chart to your payment (such charges are added
automatically to credit card purchases).

IN A RUSH? We can cut the red tape and handle
your credit card purchase, ona SPECIAL basis, with
minimal delay. This service will cost $1.00 extra
which will be added to your charge slip. Simply ask
for our “SPECIAL SERVICE". For even faster serv-
ice, we can ship by Air Mail. Air Mail Charges will be
added to your charge slip. Ask for “SPECIAL AIR
MAIL SERVICE.”

DISCONTINUED ITEMS: aren't necessarily out of
stock. If you don't see it listed, it's been dropped
from the line but chances are there is a limited sup-
ply still on hand. A Discontinued Game Price List is
available upon request for 50¢. Also ask about the
“Collectors’ Games", which are games Avalon Hill

~ published but discontinued many years ago yet are

still popular today. Call 301-254-5300 for this infor-
mation.

COMPLETE BOXES: of all games shown below are
available at $3.00 each with the exception being
THE LONGEST DAY box available for $6.00.

CATALOGS ON LATEST NEW GAME INFORMA-
TION: Specify wargames, sports games, or leisure
time games. EA.50¢

CHANGING YOUR ADDRESS?

If you are moving in the period for which you expect
delivery of this merchandise, please specify an
alternate mailing address as we often have to make
several delayed shipments when items are tem-
porarily out of stock.

WE WILL PHOTOSTAT OUT OF PRINT PARTS AND
MAGAZINE ARTICLES: Specify item(s) on separate
sheet or order envelope, include $1.00 per
page—$5.00 minimum per photostatic order.
Postage rates apply.

POSTAGE COUPONS: Subscribers to The General
and All-Star Replay receive FREE in most issues a
postage coupon good for $1.00 toward the postage
required with every mail order.

THE ELITE CLUB: The Elite Club Membership is
available to you when you make a one time pur-
chase of six (6) different AH games by mail order.
When you receive your games you will also get a
discount tab full of coupons. These discount
coupons are worth $1.00 off the purchase price of
future games you buy from Avalon Hill, for the rest
of your life. The Elite Club is an investment fora fun
future of gaming.

SKILL RATING: Ever wondered how good a player
you really are? Send $5.00 for membership in our
lifetime service whereby we keep constantly up-
dating players’ abilities in competition against
other A.R.E.A. members.



INTRODUCING! New for Fall—Xmas ’80

microcomputer games:

from The Avalon Hill Game Company

Designed by professional computer game experts, we are proud to present for your
entertainment pleasure five new software game packages for use on the following
home computers:

TRS-80* Level ll, 16K Memory
Apple II*, Applesoft* BASIC, 16K Memory beyond BASIC
Pet*, 16K Memory

*Registered Trademarks for Tandy Corp., Apple Computers, Inc.

and Commodore Business Machines, Inc.
Each microcomputer game is programmed on a cassette tape cartridge and can be
played on one or all three of the aforementioned home computer systems.

Subscribe to THE GENERAL or write for more microcomputer games information.

B-ANUCLEARBOMBER ... :ocvonvivnn. vosoioiis vasims vy s ads s $15.00
Pilot your B-1 on an airstrike mission over Russia in this nail-biting solitaire game.

RUIES s i S R TS R SR SRR e $2.00
MIDWAY CAMPAIGN . ... ...ttt et $15.00

Command the badly outnumbered and outranged U.S. Navy as your computer controls
a huge force of Japanese ships and planes.
RUIBS v v s s b i e i i s Sl Wi viea s $2.00

NORTHATLANTICCONVOYRAIDER ......... ...ty $15.00
A solitaire computer simulation of the Bismarck convoy raid of 1941. You as com-
mander of the German super battleship must cripple the British home fleet and ram-
page through the convoy lanes.

RUIES .ottt e e e e, $2.00

NUKEWAR: ..o comnnns womeminmsmn o oesia s s &y s $15.00
High stakes are involved as your country and an unfriendly neighbor (your cold and
calculating computer) escalate military installation and hardware production during
Cold War. Tension mounts until either you or your computer launch a preemptive
strike signaling HOT WAR!

BUIBS v vn main svntimim st i o o S A B HEERTOIN Y PRSI LR o N T B 4 $2.00

PLANETMINERS . . ocumam S e srsmn st o siion 0asie st s et $15.00
One to four players compete with each other and the computer to stake valuable min-
ing claims throughout the solar system in the 21st century.

RUIES .. e e S S, $2.00

CIRCLE PRICE OF ITEMS DESIRED « FILL OUT SHIPPING LABEL « FORWARD WITH PAYMENT OR PLACE



STRATEGY BOARD GAMES

Numbered circles represent wargame complexity rating on a scale of 1 to 10.

ACQUIRE .....................
Gameboard . . .

Setof Tiles L

Money, setof 4 packs . ..

Stock Cert. setof 7 packs

Info. Cards, setof 6

Rules

AFRIKAKORPS (@) ..............
Mapboard . . . x

Counters. .

Rules/Manual Set.. i

|,
Situation Card . . .. ..

CRT

Ak aIRFORCE (B) ..

(Revised edilion Not
Available until Sept. 1980

Rules Folder ... ..
Airplane Data Card Set (15)
Counter
Log Pad
Complete Board (6 seclions) .

ok AIR FORCE/DAUNTLESS
EXPANSION KIT
Rules Folder :
Airplane Data Card (6) . .
Log Pad
Counters

ALEXANDER (B) ...
Board .
Manual with Rules .
CRT

Counters

3 ALPHA OMEGA (3)
Complete Board
Rules Folder
Ship Counters
Identification Counters
Log Sheet Pad
Game Tables Card

anzio'7a @)

Board

Manual with Rules
Counters: Gr
Playing Aids Card Set (6)
New Box Arl

ARAB-ISRAELI WARS s

Mapboard:
Manual with Rules
Counters: Arab, Israeh . . . . EA.

CRT Charts Folder

3k ARMOR SUPREMACY
(Revised Edition Available Early 1981)

.ange without notice

Alhed e EA.

ABCD. .. EA.

1.00
12.00
6.00
2.00
1.50
1.50
3.00

15.00
2.00
2.00
2.00
1.00

ASSAULT ON
CRETE/MALTA
Mapboard: Maleme. . .

Georgeopolis

Panormon

Malta
Manual with Rules 2
Counters: Allied & Axis . ... EA.
Player Aid Charts . i
CreteVanantCounter .. .. .. ......_ (A)

Sept. 1980
Rules e
Dealer Card Shoe . . .
Card Deck (2) Ea.

BASEBALLSTRATEGY . ... .. .. .. .. ..
Board . ..

Rules/Manual Set

Red/Blue Roster (50 Cards)

7 Red Pitch Cards

Scorepad .. ...

Setof 6 Pawns .

Xlira Roster Cards (Blanks) ...........

BASKETBALLSTR......... ...
Board
Rules
Player Counters
Set of 2 Pawns, 2 Dies &
2 Score Chips
Pad . . il -
Sel ol 9 Defense Crds

sisMARCK (3) .
Search Board

Battle Board

Rules Manual

Ship Counters
Range Finder/Movement Guide
Playing Aids Card Set

Log Pad

Varianl Mapsheet. .. .. ..

BLACK MAGIC KIT
Instructions available only

BLITZKRIEG (B)
Mapboard

Red Troop Counters
Blue Troop Counters
Manual with Rules
Altrition Table Card
0/A2-Card Set
Time Record Card

13.00
2.00
2.00
2.00
2.00
2.00
1.50
1.50
3.00"

6.00

2.00

1.00

BOOKOFLISTS .. .. 10.00
Playing Board 6.00
Rules 1.00
Counters 1.50
List Cards Deck 4.00
BOWL BOUND . 13.00
Playing Board 3.00
Rules Folder . . 1.00
Team Charls Set . 10.00
TeamChartsSetil. . ... ... el 10.00°
10'Yd. Marker/Ftol Set. 1.00
Number Dice Set . . 1.00
Scorepad 1.50
BULGE (D) ........ 13.00
Mapboard 6.00
Counters. . . 1.50
Rules/Manual Set 2.00
0/A 2 Card Set 2.00
TRC ; 1.00
Battle Resulls Card 1.00
BUSINESS STRATEGY 13.00
Board 6.00
Rules Setol 2 2.00
Scorepad ) 2.00
Setof Climate Cards (18) 1.50
Package of Play Money 1.00
Setol 16 Pawns 1.00
CAESARALESIA () ... 13.00
Mapboard 7.00
Rules Manual 2.00
Roman Troop Counters 1.50
Gallic Troop Counters 1.50
CRT 1.00
Offboard Movement Chart 1.00
CAESAR'S LEGIONS (5) 12.00
Mapboard 6.00
Manual with Rules 2.00
Con. Movement & Ambush Card 1.00
Roman Troop Counters 1.50
German Troop Counters 1.50
Setof Tactical Manguver Crds 1.00
CHALLENGE BRIDGE 20.00
126 Page Rules/Manual

Volume 1 7.50
Deal Indicator Card 1.50
1BM Deal Cards Vol 1 7.00
Deck of Playing Cards 6.00
Card Selectar 4.00
No Box Available
CHALLENGE BRIDGE I ... 10.00
{complete kit for additional '
100 Hands)

*NEW FOR 1980

CREDIT CARD PURCHASE ON TOLL FREE 800-638-9292 OPERATOR #1 » INCLUDE ADDITIONAL FOR POSTAGE



HOW TO COMPUTE SHIPPING

a) Ifyoulive in USA, add 10%. For example, if order
totals $6.25, you must add on $.63, an $8.50 order
would require an additional $.85, etc.

b) If you live in Canada or Mexico double the USA
amounts. Payment must be made in US funds
drawn on a US bank.

c) If you live overseas, triple the US amounts. Pay-
ment must be made in US funds drawn on a US
bank.

d) For APO and FPO, add 10% and check here (J
for SAM (Space Available Mail); or add 10% plus
$1.00 and check here [J for PAL (Parcel Air Lift).

e) THE GENERAL: USA subs are postage FREE.
Canada and Mexico add $9.00 per year. Overseas
add $12.00/yr. Consult (ab,c,d,) for Back-issue
postage.

f) ALLSTAR REPLAY. USA subs are postage FREE
Canada & Mexico add $6.00/yr. Overseas add $8.00.
Consult a,b,c,d, for Back-lssue postage and LAST
but not Least . ..

g) INSURE YOUR ORDER. $.25 per $10.00 order for
postage USA Guaranteed Delivery. Canada & Mex-
ico double the amount. Foreign triple the U.S
amounts.

FOR FAST SERVICE,
CALL TOLL FREE
800-638-9292

IF YOU ARE CALLING FROM
OUTSIDE OF MARYLAND.
The toll free number can be used only for credit card
purchases.
NO other type of inquiries can be accepted.

Checks payable to: The Avalon Hill Game Co.
4517 Harford Road, Balto., MD 21214

WANT TO BE ON OUR MAILING LIST?
Check here O

SPORT O WARGAME O

PAYMENT TO BE
IN U.S. FUNDS ONLY

Maryland Residents must add 5% Sales Tax
to total before computing shipping charges.

FAMILY O

The

AVALON HILL 4517 Harlord Road,

Balumore, Md. 21214

&)

Game Company (301) 254-5300

NAME

STREET APT.

CITY

STATE ZIP

IF THE POSTMAN CAN'T READ IT, YOU WON'T
GETIT!

FILE FORM

Date of this order Total Amount

PLEASE INDICATE METHOD OF PAYMENT
O check 3 MoneyOrder [ Cash [J Charge

O Amer.
Exp. f,

(o

HIEENEERENENNEER

SHIPPING LABEL—j

ACCOUNT NUMBER

INTER BANK # Exp. Date
SIGNATURE OF CARDHOLDER

FOR OFFICE USE ONLY

Do not write here

TOTAL MONEY RECEIVED

0O Ck. 0O M.0. ] Cash [J Chg.
[J SPECIAL SERVICE $1.00

[J SPECIAL AIRMAILSERVICE §

NAME

STREET APT.
CITY

STATE ZIP

A.R.E.A. RATING SERVICE

Avalon Hill offers a lifetime service whereby
players are rated in relationship to other game
players. Return coupon NOW, along with the $5.00
lifetime service fee for complete details on the
Avalon Hill Reliability Experience & Ability Rating.

0 1 don't object to having my name and address
printed in The General with the rating lists. | rate
myself:

O A—an excellent player

0O B—a good player

[0 C—an average player

[0 D—a novice in my first year of gaming

0 E—a beginner

| realize that my rating may change according to
how well | fare against others. For now, please send
me complete details and membership card—here’s
my $5.00

Name
Address
City i State Zip

U1845 (S-80)



3K CIRCUS MAXIMUS

CHALLENGE FOOTBALL .
Gameboard .

Rules ... ... .

Setof 3 Vmﬂ Pockels .
Setof 6 Play/Cover Cards .
Yard Marker & Ruler
Setof 3 Shift Cards . .

SpecialCrayon ... .........

Calculator .. .. ..
No Box Available

CHALLENGE GOLF ..
Boards/specify A,B,or C
Rules . .. .
Piay Chart
ScoreCard . -
““T" Dislance Finder . .. .
Special Crayon

CHANCELLORSVILLE (2)
Board

Manual with Rules
TRC/0BCard

CRT/TECCard ... ...... .........

Counters. ..

CHESS . ..

B0AR s oo s srnns

Rules
Complete set of Chessmen
(specify both colors and

each piece
No Box Available

Boards 1.2.3
Unil Counters
Rules Manual
Chariot Racing Pad . .

o CLASS STRUGGLE
Parts not available

_THE COLLECTOR
Gameboard . . .
Rules ... ..
Master Collector Pad
Package of Play Money
Deck of Rare Item Cards
Set of Special Value Cards .
Red & Blue Dice Set .
Storage Tray . .

CONTIGO
Rules :
Setof 22 Playing Pmces
Setof 64 Glass Nuggets .
No Box Available

cROSS OFIRON (8)
Playing Board #5. . .
Infantry A Counters . .
Infantry B Gounters .
Artillery Counters . ... .
German Vehicle Counters
Russian Vehicle Counters . . .
Rules Manual S
Scenario Cards/CRT Set

... 13.00 JEFLATTOP

RulesFolder . ... .. .. .. ... ... .. .

Scenario 100°s, Pad of 10 ]

3K CRESCENDO OF DOOM (3)
Board #6, #7 EACH:
Counters:
French Infantry
British Infantry

Neutrals Armor & Ordnance.. .

Freach Armor & Ordnance . .

British Armor & Ordnance . . .

British Armor
Rules Booklet
Scenario/Crt Card Set. .

skoauntLess (D)

Rules Folder .
LogPad .. ..

Range Table Ca:d
Airplane Data Card (31
Counter .

Complete Board

D-DAY
Mapboard
Troop Counters

Manual w/Rules (Rev ??l

TimeRecordCard .. ... ... ... ...

CRT ...

oieLomacy (3)
Board . :
Manual with Rules

BasicRulesSheet ..................

Play-By-Mail Sheel . .

8 Wooden Pieces (specify
color&shape). ... ......

Setof 7 Conference Maps

GamersGuide . .....

ouse (3)
Playing Board
RulesFolder ... .. ......
Leader Counters . .........
Spice & Combat Counters
Character Shields {specity
by characler)
Player AidPad . .. ..
Combat Wheel w/pin .
Spice/Treachery Cards Sel .

EXECUTIVE DECISION
Price Level Gameboard
Rules
Tally Pad .
Complete set of Money
(6 Packs) . A
Raw Material Certnhcales
(3 Packs)
Special Crayon
Mo Box Available

FACTS INFIVE
Rules ........
Masler Score Card Pad
PlaycardPad. ..........
Alphabet set of Pieces .
Deck of Cards .. ..
Timer

FEUDAL .........c00uanes
Divider Screen .

Board
Rules . ..
Setol 4 Board Ho1ders
Set of Playing Pieces—

specify color. .. ... ..
Dk. Blue, Med. Biue, L1. Blue,

Dk. Brwn, Med. Brwn, L1

3.00
1.00  LogPad ...... ..
2.00  Game TablesCard . .
3.00 Japanese Operations Cnarl .........
1.50 Allied Operations Chart .
1.00 Counter #1 Allied .. .
...... 1.00  Counter #2 Japanese
3.00  CompleleBoard ... ....... ... .. ..
FOOTBALLSTRATEGY ..............
13.00 Board
EA. 3.00 Rules e
1.00 Setof mﬂefensef.‘ards
2.00 Ball Control/ Agrial Game Cht.
200  Pad _—
2.50 10¥rd. Marker!Fth Set
1.00 Widow's Handbook .
12.00 FOREIGN EXCHANGE .. ... .. ... ...
6.00 Playing Board, bookcase only . .
2.00 Rules Ry
1.00 Counter ...
1.00 Risk/Currency Cards Set
1.50 City/Borrowing CardsSet . .. .. ... . ..
24.00 Hedging WorksheetPad ..........
: For. Exchg. Worksheet Pad . .
‘?-gg Net Worth Worksheet Pad . ..
AFORTRESSEUROPA (@) ...........
Playing Board
18.00 Allied Counters
2.00 German Counters . .................
Rules Manual
4.00 Playing Aids Card SeI:E:
EA. 2.00  FRANCE4D (3)
1.50 Complete Board
2.00 Counters
2.00 Rules Manual Set
Setof90/BCards .
1500 oie pran Folder
CrtSheet .
1300 eruRy N THEWEST (@)
o GameTablesCard...~ ...
3 :50 I;u!es Booklet ... ...
00 ap..... e
2.00 No Box A\raliable
100 GETTYSBURG (B) ................
1.00 Mapboard . . . ..
2.00 Manual with Rules .
UnitCounters . ... ... ...._........
-------- 13.00  Formation Markers .
2.00 CRT/0B Card Set
4.00
207 B
Gameboard . .
RGBS . ot S iin S
------- 13.00  setof2 Channels . ..
------ 2.00  setofWhitePieces .- ........ ......
1.50  setof Black Pieces .
1.50
________ 1.50 GOFORTHEGREEN ................
1.50 Ball Flight Indicator
_____ 1.50 ScorePad..............
2.00 Number DiceSet. ... ..............
2.00 POl dsimsscinm s e s
i 4.00 No Box Available
15.00 MEHEXAGONY.......................
________ 2.00 CompleteBoard ..................
Playing Pieces.
1.50 Rules Folder .
1.50 Terrain Markers (12)
150 yAGE L.
1 :ﬂ :Ialymg Board .
ules
;gg Scorepad 2ias
2.00 Profile Cards (2 Decks) 0
INTERN s s s iwansasisig
"""" ! :% * Complete Board
' Rules Booklel
fgg Page Cards Set
: Diag/ Patient/ Treatment Cards
ggg Assortment of Time Scrip .
" Playing Pieces Set .
6.00 Storage Tray
........ 13.00
...... 600  JTaND @) ...
2.00 Manual with Rules
2.00 Set of Task Force Crds: TRC/
1.00 Gunnery Tables (4)
1.00 Counters: British. Ger. . ... EA.
15.00 Range Finder/Area Markers .
"""" G:UO M_aneuverGauge. RCRRTAREETEES
....... 2.00 Hit Record Pad. Brit., Ger. .. EA.
::% KINGMAKER (D) .................
Board ........ .
B 1.00 Manual with Rules . ..
2.00 Counters
B 1)) Crown Cards Deck AR
EventCardsDeck .. ... ......... :
........ 15.00  VariantEventCards ......... .. (C)
- g:gg A THELONGESTOAY (B) ............
_______ 1.50 Mapboard: A—Cherbourg . ..
i 1.50 B—~Countances
C—SaintLo .............
... EA. 1.00 D—Caen..
1.00 E—Cabourg
1.50 F—Avranches
2.00 N G—Argentan
Utility Half-sheet counlers. St
13.00 Utility Sheet Round counters . .. ... ...
....... 4.00 American Counters s
CEEEG 1.00 British Counters . . s
....... 3.00 German #1 Counters .
German #2 Counters
3.00 Rules Manual .
Allied Landing Schedule!
e 2.00 Scenario#tcard. ... ... ..
........ 1.00 Allied Entry Track/
Scenario#2card. .. ... ... ... ...
German Entry Schedule/
"""" 13.00 Scenario #3card. . .. .
1.00 Cherbourg/Scenario #4card . . ..
200 combat Results
4.00 Tablescard (2) -
------- 200 terrain Ettects Chart
300 oad(2) ...
...... 100 goctid
-------- 1500 yyrrwarFrE @)
2.00 Board . ...l
6.00 Counters: Ger. & Amer. .. . EA.
100 pyles/ManvalSel
-------- 100 grgerof Battle Card (2)
Aerial Combat Results Sheel .. .. ... .
EA. 200 Targel Pad
Brwn sk MACHIAVELLL () ...
CompleteBoard . ... ..............
Rules Folder s
Power Counters 6935031132 .........
Power Counters 8935035/36 ... ......
OrderSheetPad ... ................
GameTablesCard . .................

15.00
6.00
2.00
1.50
2.00
2.00
1.50
2.00

. 15.00

6.00
2.00
2.00
2.00
2.00
1.00
2.00

. 12.00

2.00

2.00
1.50
1.00
1.00
1.50

% NEW FOR 1980

MAGICREALM () ............... 15.00
Elf Magic Board 2.00
Fabulous Magic Board 2.00
Myriad Magic Board .. .. ... 2.00
Wilch Magic Board 2.00
RulesManual ................... 2.00
Major Counters . .. 1.50
Minor Counters. ... ... .. .. 1.50
Treasure/Spell Cards . . 2.00
Personal History Pad 2.00
Treasure Set-Up Card . .. 1.00
Character Cards Deck . . . 2.00
JEMICROCOMPUTER GAMES 15.00
B-1 Nuclear Bomber Rules 2.00
Midway Campaign Rules . 2.00
North Atlantic Convoy Raider Rules . . 2.00
NukewarRules ... ... ...... .. 2.00
Planet Miners Rules 2.00
(The Cassetle will be available nnly as
a complete game unless notitied lo
the contrary.
MowaY @) .. 15.00
Board: Search & Battle . . . EA. 3.00
Counters: Ship & Battle . .. . EA. 1.50
Manual with Rules .. ... 2.00
Pad o 1.50
Search Board Screen 1.00
Coral Sea Variant
Counters/Mapsel ... {F) 6.00
Wargamers Guide -4
NaPOLEON (B) .
Mapboard: Complete ....... ... .. 6.00
Rules 1.00
Wooden CountersSet ... . .. 6.00
Alied & Fr. Battle Card....EA. 1.00
Ak NAVAL WAR
Revised Edition
available Early 1981
OH-WAH-REE . .................... 13.00
Bag of Playing Pieces 8.00
BagofMarbles . ... ... ...... 3.00
Rules ... .. 1.00
ORIGINS (D) ........... ... 12.00
Board 6.00
Counters:US BRT,FR.GR.RUS
e ..... EA 150
Rules/Manual Set. . L 2.00
Nat. Obj. Card.........EA. 1.00
Historical Objective Card . . . EA. 1.00
OUTDOORSURVIVAL ..... ... ... ... 13.00
Board . . 6.00
Counters. .. .. 1.50
Rules 2.00
Primer ............... 2.00
Setof 5 ScenarioCards . . . 2.00
Setof 4 Lite Level Index Crds. 1.00
Quickie Rules Sheet .. .. 1.00
Mapboard Movement
Chart Sheet . . .. 1.00
PANZERBLITZ (B) ..... ... 15.00
Mapboards: 1.2.3....... EA. 2.00
Counters: Ger. & Rus. .. ...EA. 1.50
Rules/Manual Set . . 2.00
Situation Cards 2.00
Combat Chart Sheet .. ... ... ... 1.00
Wargamer'sGuide .. ............... 4.00
PANZERLEADER (D) .............. 15.00
Board: ALB.C.D. ... ....EA. 200
Manual with Rules .. 2.00
Counters: Ger. Allied’. .. ..EA. 150
Scenario/CRT/TEC Crd. set . 200
1940 Variant Counters .. ..........(E) 3.00
PAYDIRT ('79 Rev.) . 15.00
Playing Board 3.00
Rules Folder 1.00
Team Charts Set
1979 (Available Oct. 80) ... . 10.00
1978 Teams . .. 10.00
1977 Teams . .o 1000
1976 Teams . . 10.00
New team cnarts avananle eacn
October.
Football/10-yd marker 1.00
Number Dice Set . . .. 1.00
Scorepad : it 1.50
(Flat box version out of smck—
parts no longer available)
Perplexus .. ... .. ................. 9.00
Parts not available
POINTOFLAW ..............cnu 15.00
Score Board . 5.00
266 Page Casebnokmules 10.00
Decision-AnswerPad ... ... ... 2.00
Special Grayon ......... 1.00
PRO FODTBALL PFB 1972 12.00
PRO FOOTBALL PF #3 1971 12.00
RAILBARON . . 15.00
Mapboard. . ... ... ... 6.00
Rules Folder 2.00
PayolfChart ... ... ...... 1.00
Title/Train CardsSet . ............ 2.00
Setol 6 Pawns/12 Chips _ . . 1.50
Package of Play Money 1.50
REGATTA ..........covvinvvinnnns 15.00
Playing Board 7.00
Rules : 1.00
Wind Indicator ... ... .. 1.00
Spinnaker Cards Set . 1.00
Set of Metal Boats/Buoys 6.00
RICHTHOFEN'S WAR @ .......... 13.00
Board .. ; 6.00
Rules/Manual Set 2.00
Setof 4 Scenario Crds 2.00
ORGP A SR R 1.50
Pad o i 1.50
Target Damage Table Sneel ........... 1.00
‘Maneuver Cards Set. . . {0} 4.00
RUSSIAN CAMPAIGN (@) .......... 13.00
BORT ;. 5057 i i s e s 6.00
Manual with Rules . .. 2.00
COUMRBTE coos et iainins vt o 1.50
GermanQ/BChart ................. 100
Russian0/BChart .. ............... 1.00
dSAMUBRMI(®) .. 13.00
Mapboard ... .......... 6.00
Playing Pieces. .. ... ... r 2.00
ManualwithRules ......... 2.00
Clan Charts (4) 2.00

SHAKESPEARE .. ... ... ........... 13.00
Board 6.00
Rules Folder . . ... 1.00
Synopsis Guide . . 3.00
Setof 112 Quotation Crds. 2.00
Setol 12 Pawns 2.00
SLEUTH (PARTS ONLY)
Rules . 1.00
Pad. . . — 1.50
Search Deck of Cards . 2.00
No Box Available
NCSOURCEOFTHENILE. .. .. ... ... .. 15.00

Mapboard 6.00
Playing Counters 1.50
Rules Manual 2.00
Event Card Set 2.00
3Crayon Set . ... 3.00
Player Aid Set 2.50
SPEEDCIRCUIT ................... 13.00
Playing Board . . ... 7.00
Rules Folder 2.00
Metal Cars Set (6) . . 3.00
Performance Pad 1.50
Grand Prixs of:

- Britain, Selglm Soulh Mﬁca -

&Ftam.... i R v .EAL 3.00
s -~ or 4/$10.00

*BHND PRIX

ArCesSoryPatk’. . 1oL LT 13.00

(Ten enti(w new tracks for Spd. Cﬂ:ual]

SQUADLEADER (B) . ............. 15.00
Mapboard: 1.2.3.4 . .. .. EA. 2.00
Manual with Rules . 2.00
Allied Counters . 1.50
German Counters .. ..., ... 1.50
Vehicle & Fort Counters. . ... ... 1.50
Scenario Card Set 2.00
Expanmnuapmas e i
vie5.6, ?&9 10,11 .. . - . EN.. 200
Exnanswn Gametles see/ i
_ Cross of Iron & Crescendo of Doom ki
STAC-TAC-TOE. .. . .. 4.00
Parts Not Available
STALINGRAD @ ............... 12.00
Board 6.00
Counters, . . 1.50
Rules/Manual Set 2.00
TG . ven e 1.00
Weather Card . 1.00
CRT 1.00
STARSHIP TRODPERS @ ......... 15.00
Mapboard . . il G 6.00
RulesManual i 2.00
Alien Troop Counters 1.50
Terran Troop Counters 1.50
Map/Rosler Pad . . . 2.00
CRT .. ... 1.00
STATIS-PRD MAJOR
LEAGUEBASEBALL ................ 17.00
Playing Board . . ... .. 5.00
Rules 1.00
Player Cards (77, ?s or79) 10.00
New player cards available
each May.
Fast Action Deck . 5.00
Scorepad ... . 3.00
Baserunners Set . . 2.00
Out Charts Cards Set ... .. 2.00
Statistical Guide (77.78. 0r 79) 1.00
Player Card Envelopes. . . 2.50
Player Stat Sheets Pad . .. 3.00
Computation Sheets Pad 3.00
Blank Player Cards Set .. 4.00
Pennant Race Game 10.00
recreates ‘SO A.L., B‘lNL. By
& '67 A.L. seasons
1955 World Series ;
AL U R L 2.00
STATIS PRO
NBABASKETBALL .......... ... 15.00
Playing Board 5.00
Rules Folder 1.00
Player Cards 77-78. 78-79. 79-80 10.00
New player cards available
each July.
Fast Action Cards Deck 5.00
Scorepad ... .. 22 3.00
Blaﬂk Pmca.rdsf‘ael : 400
La_usrsvm Knicks 1970 et
NBAChampionshipcards .. ........ 200
STOCKS&BONDS ... ... . ......... 13.00
Stock Board . . 4.00
Rules . .. P R I 1.00
Transaction Pad . 3.00
Market Price Card . 1.00
10 Pack set of Stock
Certificates 4.00
Set of Sitwation Cards . 1.50
Special Crayon 1.00
Price Calculatar. . 2.50
BaGHmse (ol 2.00
STOCK MARKET 13.00
[ 17 ——— 6.00
2Rules/ManualSet ... ... .. ... .. ... 2.00
Setof15TrendCards .. .. .. ... ... 1.00
Setof Stock Certiticates 1.00
Setof Play Money F 1.00
Bag of 30 Discs & 5 Pawns . 1.00
OneMinuteTimer .. .. ._............ 1.00
SUBMARINE B) ................ 15.00
Mapboard (complete) 6.00
ManualwithRules .. .. ... . .. .. .. 2.00
Playing Aids Card Set 2.00
Ship Counters . . 2.00
LogPad .. 2.00

SUPERSTAR BASEBALL . . ..

Playing Board

RulesFolder ... ... _.......

Player Cards Set
Scorepad . ..
Number Dice Sel
Pawns Set. .

Player CardsSetll. ... ... 5

Tacics it @)
Board .........
Counters. .. ...

Manualwith Rules ... ..... ..

Weather/Time Record Card
LRE, o msamcmmn

3RDREICH

Board (complete)

Manual with Rules

Situation Cards Set (5)

Counters: Brilish
US/Russian
German/Italian

A TITLEBOUT
Playing Board
Boxer Cards: Specily '79
Fast Action Deck
Rules Folder ... ...
Scorepad
Strategy Cards

ToBAUK (@)

Board (AD,BE.CF). .. ..
Manual with Rules
Roster Pad .

German Hit Prabability Chart .

British Hil Probability Chart
Casualty Tables Card
German Counters

British Counters

*kTRIREME (3)

Board
Rules Manual . . ..
Ship Counters . .

Marker Counters. .. ... .

Game Table Card
Log Pad

TRIPPPLES
(Deluxe Wooden Version)
Parts not available

TUF & TUFABET ..
Specify Which Game
Complete Set of Cubes
Instruction Manual . . ..
Timer: 1,2.3 Minute

TWIXT .

Gameboard .

Rules

Links: Black & Red Sets
Pegs: Black & Red Sets .

vFo (1)

Mapboard
Rules
Counters.

USACAUTORACING . ... .. ..

PlayingBoard . .. ... ..
Rules

Driver Caras specnl‘v ?8
Racing Pad i

Setof 33 Plastic Cars.

VENTURE

[ 1]
Money Cards
Corporation Cards
No Box Available

VICTORY IN PACIFIC @
Mapboard

Rules Folder .

Ship Counters Set .
Japanese 0/B Card
American 0/8 Card

3K WAR AND PEACE @
Playing Board
Counter #1, #2, #3, #4
Campaign Game Card
Rules Booklet
Player Aid Card

WARATSEA (7)
Mapboard .
Rules .

Counters.
Vamntl)ounlers

WATERLOD @

Board . .
Counters. e
Manual with Rules .

TRC
Situation/0A Card
CRT

WIN, PLACE & SHOW
Playing Board . .. ..
Rules Folder .. ... ..
RaceForms ... ... .. ...
Belting Pad Set

Plastic Racehorse Set (6) . . .

Package of Play Money
WITCHCRAFTKIT ..

Instructions availableonly . ..

. 15.00

EA.

-EA.

EA.

.. EA.
. EA.

EA.

.(:a]

wIZARD'S QUEST (D) .. ... ..

Mapboard (complete) .
Rules Folder ., . .
Quest Counters
Petition Cards Set .

WOODEN SHIPS (B)
Boards (complete)
Manual with Rules .
Ship Counters. . .. ..
Log Pad
Advanced Game CRT .

Prices subject to change without notice

CIRCLE PRICE OF ITEMS DESIRED
* FILL OUT SHIPPING LABEL
* FORWARD WITH PAYMENT OR
PLACE CREDIT CARD PURCHASE ON TOLL
FREE 800-638-9292 OPERATOR #1
+ INCLUDE ADDITIONAL FOR POSTAGE

14.00
6.00
2.00
2.00
2.00
1.00

10.00

15.00

10.00
2.00
1.00

15.00
6.00
1.00
3.00
3.00

6.00

13.00
6.00
2.00
3.00
1.00
1.00

15.00
8.00
1.50
1.00
2.00
1.00

8.00
6.00
1.00
1.50
3.00

13.00
6.00
2.00

1.00
1.00
1.00

13.00

WORDPOWER. . ... ... ........... 13.00
Board ... 6.00
Rules 1.00
\focanularyamlderﬁum 2.00
Set ol Key Word Cards 336 .. 5.00
Selol8Pawns . ... . . ... 1.00
Setof PlayMoney .. ... .. 1.00
@ ... i . 15.00
Manualwith Rules .. ... .. .. 2.00
Board (complete) .. ... .. ... .. 6.00
Counters: Amer/British . ...EA. 1.50
Set ol Scenario/CRT Crds 2.00
Terrain Effects Sheet . 1.00
Setol 16 Tactical Cards . 1.00

MISCELLANEOUS
MERCHANDISE

BINDERS for The General (holds 12 issues) .5.00

BLANK COUNTERS

White. die-cut blanks approx. 190 + per sheet.

Specity /2 * (0-Day size), or 5/8° (Panzerblitz

size) ... .. . EA.1.00 6 tor 3.50
12 tor 6.50

BLANK RIGID MAPBOARDS
Finished folding boards minus the printed map-
sheel itsell. Specily: (D-Day size) 147 x 227 or
(PzBlilz Size) 8" x 22~ EA. 1.50
6 for 7.00
12 tor 12.00

DICE (set of 6) specify white and/or red . 1.00.

HEX PADS Approx. 30 sheels per pad each 8 x
10 printed both sides. 216 hexes one side. 1,584
hexes on reverse side . . . 1.50

HEX SHEETS
White, unmounted cardboard shipped in mailing
lube to prevenl creasing. Specify 227 x 28~

(D-Day size), or 22° x 24°
(Panzerblitz size) . EA.1.00
4 for 3.00
12 for 7.00
MAGAZINES

The General USA 1-yr. sub. 9.00
(War Games)  2-yr. sub. 14.00
Domestic 151 Class ..9.00/yr.
Back issue 2.50
TheGeneral ............... Canada & Mexico
1 yr. Sub. 18.00
2yr. Sub. 32.00
TheGeneral .. ................... overseas
1yr. Sub. 26.00
2 yr. Sub. 38.00

ALL-STAR REPLAY
(Sports Games) 1-yr. sub. 5.00
2-yr. sub. 9.00
Domeslic 15t Class 6.00/yr.
Back issue 2.00
All-StarReplay . .. ....... .. Canada/Mexico
1yr. Sub. 11.00
2yr. Sub. 17.00
All-StarReplay ....... ........... Overseas
1yr. Sub. 13.00

2 yr. Sub. 21.00
MAGNETIC Strips for Counters

Ten ft. lengths 7.50
(1)1 A R, 1.00
MAPBDARD CLIPS (Set of 4)

Holds isomorphic mapboards in position . 1.00
MAPSHEETS UNMOUNTED

specily game. Great for

mounting on any surface

including metal §6.00
SQUAD LEADER & GAMETTES

unmounted mapsheets (specily

Tthru11) . EA.2.00
PLAY-BY-MAIL

The following games can be played by mail; Alrika
Korps, Anzio. Bulge, Blitzkrieg, D-Day,

Kriegspiel. Luftwatfe, Panzerblitz. Russian Cam-
paign. Stalingrad. and Waterloo.

2-Player Kit specily game. . . 7.00
1-Player Kil specify game 3.50
Rules only (specity game) . .. 1.00

NOTE: Kils are of no value unless players alsoown
the game.

STORAGE TRAYS (Setot 3) 325
Holds counters separate in 48 different recep-
lacles—includes plastic lids

T-SHIRTS Panzerblitz box cover, orange & black.
Specily  Small, Medium, Large,
X-Large 5.00
Squad Leader box cover, orange & black. Specity
Small, Medium, Large, X-Large 5.00

K AH “*STAFF'' Polo Shirt. .. .....

Variants
(A) Assaull on Crele Variant counters do not
come with rules—you need General Vol. 15 #3.

(B) War At Sea Variant counters do nol come with
rules nor maps—you need General Vol. 15 #3.
For additional ulilization of counters you need
General Vol. 13 #3 (only pholostatic copy
available). Vol. 14 #3, and Vol. 14 #4.

(C) Kingmaker Variant Event Cards come with
rules—tor further information see General. Vol
14 ¥2,

(D) Richthoten Maneuver Card set comes with
rules—tor further information see General Vol. 14
4.

(E) Panzerleader 1940 Variant Counters do not
come with rules—you need General Vol, 15 #2.

(F) Midway/Coral Sea Variant Counters/map set
does not come wilh rules—you need General Vol.
15 #5.

(G) Bismarck Variant mapsheet does nol come
with counters nor rules—you need General Vol.
16 #2.

ITEMS printed on a black tint do not come with t!la‘
game; th

and 3\!‘8‘!3 le only from Avalon Hill direct.

The nature of game publishing dictates that we prepare

are accessories andlor variants, on!:g

advertising literature (such as consumer ads and new
product releases) many, many months in advance of
scheduled release dates. Occasionally we aren't able
to complete a new game by that advertised release
date. Unforeseen design and production problems dic-
tate a choice. rush into production anyhow, or hold off
until the problems are corrected. We always choose
the latter. We have been in business for 23 years and in-
tend sta y.-'n?

products. |
ing. If you order anyhow, please understand your doing
so releases us from the Federal guidelines covering
mail-order delays.

in business selling only the highest quality
you still have doubts, simply hold off order-



AVALON HILL'S TRADEMARK NAME FOR
ITS GAME OF THE WAR OF THE ROSES

in Avalon Hill's realistic portrayal of the War of the Roses

Set in the midst of a chaotic English Civil War (1450-1485), KINGMAKER will astound you
with its opportunity for diplomacy, fast moving play, simple mechanics, involved strategies,
and sudden turns of fortune. Not a wargame in the classic mold, KINGMAKER is a game the
entire family can enjoy—especially those who relish the role of the underdog and combining

forces against the leader, be he Lancastrian or Yorkist.

Each plaver is dealt a number of cards which comprise his faction of nobles with an inherent combat strength
in supporting men-at-arms. These forces are increased when drawing cards conveying possession of key forti-
fied towns, fleets, companies of mercenary soldiers, support of bishops, and titles which increase a noble’s inherent
following. Players then maneuver their forces in such a way as to capture the 7 members of the royal families
eligible to be proclaimed King (or Queen in the case of Margaret of Anjou). The faction which crowns the last

surviving royal piece is declared the winner.

But gaining such supremacy is not an easy task.
Storms at sea can force landings on hostile shores while
bad weather will delav even the most overwhelming
attack. Piracy, peasant revolts, and summons from the
King will break an otherwise impenetrable siege
while plague wipes out whole factions in a single blow.
And he who becomes too powerful too soon ensures the
wrath and alliance of his adversaries. But angereth not
the King, nor in his absence the Chancellor of England,

5-A

gicTomt

for he who summons Parliament dispenses offices and
titles of untold power. Nor dismiss the clergy . . . for
want of their support can prevent coronation of any
pretender to the throne. Do not despair in your quest
for the throne—even the smallest faction can gain

power through ruthless guile. Be ve the feared Constable
of the Tower of London or merely the Steward of the
Royal Household, chances for all-encompassing victory
or defeat abound.

Within this box the great age of chivalry lives again.
The flower of English knighthood awaits, ready to rally
to your banner, depose the idiot King Henry and restore
the crown to its rightful place.

The game comes complete with a full color map-
board of 15th century England and die-cut royalty/
nobles pieces (shown at left), a deck of 70+ Crown cards,
nearly 90 Event Cards, and an instruction manual that
also contains a historical synopsis outlining the true
events of the period. Enjoy being a KINGMAKER in
this fun-filled game of ruthless desire, passion, double-
cross, ransoming, piracy, plague, bloodshed and murder
—everything, in fact, that really made life worthwhile
back then.

For 2 to 6 players, ages 12 & Up. Rated “Intermediate
I” on Avalon Hill’s Simulation-Complexity scale.

COPYRIGHT 1876

THE AVALON HILL GAME COMPANY
BALTIMGRE, MARYLAND

PRINTED IN US.A
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