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Martin Luther before the Diet at Worms 

A mighty fortress is our God, a trusty shield and weapon; 
He helps us free from every need that hath us now o 'ertaken. 

The old evil Foe now means deadly woe; deep guile and great might 
Are his dread arms in fight; on earth is not his equal 

- first verse of the hymn, A Mighty Fortress, written by Martin Luther 
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[1.0] INTRODUCTION 
A Mighty Fortress simulates the conditions which 
made possible the spread of the Lutheran Refor
mation and the subsequent Catholic reaction (the 
Counter-Reformation) in the years 1532-1555. 
The game recreates the actual historical objectives 
of the major countries in Europe in the Sixteenth 
Century as well as their military strength and 
resources. There are six players in the game, 
representing the six major countries, England, 
France, the Ottoman Empire, the Hapsburgs, the 
Pope, and the collection of German states we will 
call The Luthera,ns. The Hapsburgs have, by far, 
the largest number of combat forces. Unhindered 
by other problems, they could easily suppress 
Lutheranism. However, other players have objec
tives that can usually be achieved only at the ex
pense of the mighty Hapsburgs. Therefore, 
depending on the rapidly shifting political situa
tion, there will probably be several alliances 
against Hapsburg influence. Because of this con
voluted political situation, the players will often 
find themselves at cross-purposes with other 
players whom they were aiding the Game-Turn 
before. Thus, the possibilities for political and 
military interaction are extensive. 

The game covers all actions from the year 1532-
right after the formation of the Schmalkaldic 
Le~gue- until 1555 and the Peace of Augsburg, 
which guaranteed Lutheranism as a religion and 
allowed the German estates to choose between that 
and Catholicism. 

The Rules for A Mighty Fortress are divided into 
several sections, which together comprise two 
main parts. The first of these, the "Basic Game " 
includes rules for the movement and interaction ~f 
Armies, Navies, and Missionaries, negotiations 
between the Players, and a set of victory condi
tions for each of the six Players based on the actual 
policies and objectives as perceived by the rulers of 
the European Great Powers in the mid-Sixteenth 
Century. The second part, the "Advanced Game" 
(Sections 15.0 through 19.0) includes additional 
rules covering economic considerations that tend 
to constrain the actions of the Players, rules cover
ing the attempt by Henry VIII of England to ob
tain an annulment of his marriage to Catherine of 
Aragon, rules for Excommunication, and variable 
Victory Conditions based on historically feasible 
possibilities. 

[2.0] HOW TO PLAY THE 
BASIC GAME 

A Mighty Fortress is properly played by six 
Players. The Players must decide among 
themselves which country each shall control. (If 
they have difficulty agreeing, the countries can be 
assigned randomly, each Player in turn selecting a 
face-down Army counter to indicate which coun
try he shall play.) 

Each Player takes the Player Card that cor
responds to the country he shall play (see Case 3 .3, 
The Player Cards). This lists what units that 
Player controls at the beginning of the game, and 
where on the map these are deployed. Each Player 
should set up his units. 

The Papal States Player places the Game-Turn In
dication Marker on 1532 (the first year) on the 
Game-Turn Track (see map). This indicates that 
the game is set to begin. Players then proceed to 
play the 1532 Game-Turn (see Section 4.0, Se
quence of Play.) First the Players execute the 
Campaign Phase. The Ottoman Empire Player 
moves any of his Armies and Navies. On the first 
Game-Turn, there can be no combat (see Case 
8.43). Therefore, the Ottoman Empire may not 

conduct any attacks, and after he has completed 
moving, the Papal States Player moves his units. 
After he has finished, in order, the Hapsburg Em
pire, French, English, and Lutheran Players move 
their units. In addition to moving his combat 
units, the Lutheran Player may move his Mis
sionary units. After the Lutheran Player has com
pleted his movement, the Campaign Phase is over. 

Next, the Players proceed to the Diplomacy Phase. 
The 1532 Diplomacy Phase (the very first of the 
game) should be timed to last fifteen minutes. 
Thereafter, Players should allow five to six 
minutes per Game-Turn for the Diplomacy Phase, 
enforcing the limit fairly strictly, or else the game 
will be lengthened considerably. During the 
Diplomacy Phase, the Players negotiate with one 
another and conclude agreements in any combina
tions and to any ends deemed mutually desirable. 
Players may leave the game-map in order to (at
tempt to) gain a degree of privacy. Any 
agreements must be written, and, unless otherwise 
specified in the rules, made public at the conclu
sion of the Diplomacy Phase in which it is written 
and signed (see Section 13.0) 

After the Diplomacy Phase, each Player deter
mines what (if any) reinforcements and/or 
replacements ar~ due and places them on the map 
during the Reinforcement and Replacement 
Phase. The Papal States Player marks the passage 
of a Game-Turn by moving the Game-Turn In
dication Marker ahead to 1533. The Players then 
proceed to the 1533 Campaign Phase, starting with 
the movement by the Ottoman Empire units and 
the resolution of any attacks by them (assuming 
the Ottoman Empire Player declared war on some
one or had war declared against him during the 
1532 Diplomacy Phase). After the Campaign 
Phase is completed, the Diplomacy Phase and 
Reinforcement and Replacement Phase are ex
ecuted and play proceeds through to the next 
Game-Turn. 

[3.0] GAME EQUIPMENT 
CASES: 
[3.1] THE GAME MAP 
The map represents the European continent as of 
1532 A.D. There is no terrain differentiation 
(aside from that between land and water) on the 
map. However, the political borders that existed 
between the various polities (including many or the 
tinier "patchwork" states in what is now Germany 
and Italy) are demarcated. These are very impor
tant to the play of A Mighty Fortress, as it is im
portant in terms of the game who is in control of 
an area, politically and religiously. Players should 
keep in mind that the political control of areas may 
shift; and they should take special care not to be 
confused between the terms area and country. An 
area is a geographical space, locatable on the map. 
A country is a political grouping of areas, as con
trolled by a particular Player at any point in the 
game. The areas that comprise a country may 
therefore not be constant. Players should keep in 
mind the following technicalities. 

[3. H) At the start of the game, the country 
England consists of the following areas: England, 
Calais, Ireland. 

[3.12] At the start of the game, the country France 
consists of the following areas: France and 
Scotland. 

[3.13] At the start of the game, the country 
Hapsburg Empire consists of the following areas: 
Spain, Austria, Bohemia, Tyrol, Hungary, The 
Netherlands, Franche Comte, Navarre, The 
Kingdom of Naples, Sicily, and Sardinia. 

[3.14] At the start of the game, Germany is not a 
country, and will not be one for over 300 years. In 
part, this is due to the number of areas that com
prise the territory that will become Germany, 
which for the purposes of clarity, are listed here: 
Brunswick, Mecklenburg, Brandenburg, Cleve, 
Muenster, Mark, Cologne (a one hex city/area), 
Mainz (a one hex city/area), Nassau, Trier (a one 
hex city/area), Metz (a one hex city/area), The 
Palatinate, Wurttemburg, Augsburg (a one hex 
city/area), Bavaria, Ansbach, Nuremburg (a one 
hex city/area), Saxony (includes Wittenburg), 
Hesse, Mansfield, Anhalt, Bremen (a one hex 
city/area) 

Note that Wittenburg is the only city in "Ger
many" that is not its own area. 

[3.2] THE PLAYING PIECES 
Six contrastingly colored sets of die-cut counters 
- representing the six different Players' units -
are supplied as playing pieces, commonly called 
units. They represent the various armies, navies 
and (for certain Players) missionaries involved in 
the game. 

The sample units below show how to interpret the 
numbers and symbols on the counters. Army and 
Navy counters have no numerical value for com
bat strength on the counter; each Army or Navy 
counter is worth one strength point. 

[3.21] Summary of Unit Types 

ARMY UNIT 

Movement 
Allowance 

NAVY UNIT 

JESUIT MISSIONARY 

Conversion 
Ratin 

Conversion 
Ratin 

Front 

Back 

LUTHERAN MISSIONARY 

Conversion 
Rating 

Conversion 
Ratin 

Front 

Back 

City of Origin 
(Lutheran) 

Unit Type 

Type 

Unit Type 

Movement 
Allowance 

Unit Type 

Movement 
Allowance 

Unit Type 

Movement 
Allowance 

Movement 
Allowance 
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[3.3] THE PLAYER CARDS 
There are six Player Cards - one for each coun
try/Player. Each card contains the following in
formation: 

I. Initial Deployment for that Country. (What 
units go in which hexes.) 
2. Reinforcements, if ariy, and when and where 
they arrive. 
3. Victory Point Schedules for that Country in 
terms of geographical and/or religious objectives 
and either points gained or points lost. 
4. A brief commentary on objectives and 
background. 

In the Basic Game, Players should use the 
Historical Victory Conditions; the others are used 
in the Advanced Game. Players do not have to 
show their cards to the other Players. ' 

[3.4] INVENTORY OF GAME PARTS 
A complete set of A Mighty Fortress should con
tain the following items: 

One 22" by 34" game map 
Six Player Cards 
One Rules Booklet 
One set of die-cut counters (200) 
One die 
One Cover Sheet/Box Assembly 

If any parts are missing or damaged, write to: 

Customer Service 
Simulations Publications, Inc. 
44 East 23rd Street 
New York City, New York 10010 

[3.5] GAMES QUESTIONS 
Questions concerning the rules that are phrased in 
such a way that they can be answered with a sim
ple, one-word reply will be responded to if they are 
sent to the above address together with a stamped 
self-addressed envelope. Mark your inquiry, "A 
Mighty Fortress Questions." 

[4.0] SEQUENCE OF PLAY 
GENERAL RULE: 
A Mighty Fortress is played in structured turns 
called Game-Turns. Each Game-Turn represents a 
full year of "real" time. During the course of each 
Game-Turn, each Player may move his units, con
duct combat, and conclude agreements with the 
other Players as he sees fit. 

CASES: 
[4.1] OUTLINE OF THE SEQUENCE 

OF PLAY 
Each Game-Turn consists of four Phases (six in 
the Advanced Game). The Players must execute 
these Phases in the following order: 

A. Campaign Phase: Each Player in turn moves 
his units and conducts any combat or "theological 
debates" (see Case 4.2 for a full outline of the 
Campaign Phase). 

B. Taxation Phase: (Advanced Game Only): Each 
Player calculates what income he is due to collect 
and records it as an addition to his treasury (see 
Case 16.1). 

C. Diplomacy Phase: During the Diplomacy 
Phase, Players may get together and make any 
agreements that they wish (see Section 13.0, 
Diplomacy). All agreements must be written 
down, as per Section 13.0. All agreements, 
declarations, and so forth take effect 
simultaneously at the end of the Diplomacy Phase. 

D. Expenditures Phase: (Advanced Game only): 
Each Player expends funds from his treasury as 

desired and/or required by the Advanced Game 
rules on movement and combat (see Case 16.3). 

E. Reinforcement and Replacement Phase: Each 
Player places on the map any reinforcements 
and/or replacements to which he is entitled in that 
Game-Turn (see Section 11.0). Note that in the 
Advanced Game, Players must expend funds to 
raise replacements. 

F. Game-Turn Indication Phase: At the conclu
sion of the Reinforcement and Replacement 
Phase, the Papal States Player moves the Game
Turn Indication Marker one year forward on the 
Game-Turn Track printed on the map to mark the 
passage of the Game-Turn. The Players then begin 
the next Game-Turn with the Campaign Phase, 
and continued to follow the same Sequence of 
Play for each Game-Turn thereafter, until the end 
of the game. 

[4.2] THE CAMPAIGN PHASE 
Each Campaign Phase is subdivided into six 
Player-Turns, one for each Player in the game. 
During his Campaign Phase Player Turn, each 
Player moves his units and/or Missionaries and 
then conducts combat and/or theological debates 
as appropriate. 

[4.41] Campaign Phase Order of Play 

During each Campaign Phase, the Player-Turns 
occur in the following order: 

1. Ottoman Empire 
2. Papal States 
3. Hapsburg Empire 
4. France 
5. England 
6. Lutherans 

[4.21] Campaign Phase Order of Play 

A Player-Turn consists of three segments. Each in
dividual Player, in turn, must complete the entire 
sequence of segments as outlined below before the 
next Player may begin his Player-Turn. After the 
Lutheran Player (whose Player-Turn is last) has 
completed any combat/theological debate resolu
tions, the Campaign Phase is over, and the Players 
proceed to the Diplomacy Phase (or, in the Ad
vanced Game, to the Taxation Phase) as· per the 
Sequence of Play outline (4.1). Each Player-Turn 
proceeds according to the following order: 

A. Player Movement Segment: The Player whose 
turn it is may move as many of his units as he 
wishes, subject to the restrictions of the Movement 
Rules (see Section 5.0). 

B. Player Combat Segment: The Player whose 
turn it is must attack any hostile combat units that 
are adjacent to his own combat units, resolving 
combat in accordance with the rules for such (see 
Sections 8.0 and 9.0). 

C. Theological Debate Segment: If the phasing 
Player is either the Papal Player or the Lutheran 
Player, he must engage all of his Missionaries that 
are in the same hex as any number of opposing 
Missionaries in a Theological Debate(s) in accord
ance with the appropriate rules (see Case 10.3). 

[5.0] MOVEMENT 
GENERAL RULE: 
During the Movement Segment of his Player
Turn, each Player may move as many of his units 
as he wishes. Each unit- Army, Navy, or Mis
sionary - may move as many hexes as the Player 
desires, as long as each unit is not moved more 
than its Movement Allowance in any given Move
ment Segment. 

PROCEDURE: 
Each unit or stack of units is moved individually, 
its path traced hex-by-hex on the map. Once a 

Player's hand is removed from a unit or stack, that 
unit's! stack's movement is considered completed. 
After a Player has completed moving all of his 
units that he wishes to move, his Movement Seg
ment is considered completed and the game pro
ceeds to that Player's Combat Segment. No com
bat ever occurs during any Movement Segment. 

CASES: 
[5.1] HOW TO MOVE UNITS 
[5.11] During his Movement Segment, a Player 
may move all, some, or none of his units. No other 
units may be moved. 

[5.12] Movement is calculated in terms of Move
ment Points. Each unit in the game is considered 
to have a certain number of Movement Points 
which can be expended in a given turn; this is 
called the unit's Movement Allowance. Normally, 
the Movement Allowance of an Army (Exception: 
Case 5.24) or a Navy (Exceptions: Cases 5.4 and 
16.5) is six Movement Points. The Movement 
Allowance of a Missionary is normally eight (Ex
ception: Case 5.66). Movement Points unused by a 
unit during a Movement Segment cannot be ac
cumulated for use in a later. Game-Turn or 
transferred to another unit. 

[5.13] One Movement Point is expended for each 
hex into which a unit is moved. An Army unit 
could, therefore, not be moved. more than six 
hexes in any one Movement Segment. 

[5.14] When being moved, a unit is moved by its 
Player through consecutive, adjacent hexes. A 
unit being moved may not skip or jump hexes. 

[5.15] There is no terrain differentiation on the A 
Mighty Fortress map. Thus, each hex on the map 
always costs one Movement Point to enter. 
However, there are certain restrictions on the 
movement of Armies and Missionaries in Sea 
hexes (see Cases 5.22 and 5.25) and on the move
ment of Navies in Lan(hexes (see Case 5.32). 

[5.2] RESTRICTIONS ON THE 
MOVEMENT OF ARMIES 

[5.21] An Army may never be moved into a hex 
occupied by any combat unit (Army or Navy) 
belonging to another Player. 

[5.22] An Army may not be moved into an all-sea 
hex nor moved through an all-sea hexside unless it 
is transported by a Navy (see Case 5.5, Naval 
Transport). 

[5.23] Movement of an Army is inhibited by the 
presence of the Zone of Control of an Army unit 
belonging to another Player (see Section 7 .0, 
Zones of Control). 

[5.24] An Army that begins the Movement Seg
ment in a hex which is in an area not under the con
trol of the owning Player has its Movement 
Allowance halved for that Game-Turn (see Case 
12.12 for the definition of area "control"). 

Example: If an Army belonging to the French 
Player starts his Movement Segment in hex 1427 
(Spain), and Spain is not controlled by the French 
Player, then that Army may be moved only three 
hexes (maximum) that Game-T~rn. (Exception: 
see Case 13.34). 

[5.25] No Army may enter any hex in Poland. 

[5.26] The Movement of a Player's Army into or 
through a hex is not impeded by the presence of 
another Army belonging to that Player in the same 
hex, so long.as the stacking restrictions are ob
served (see Section 6.0). 

[5.27] The Mpvement of a Player's Army into or 
through a hex is never impeded by the presence of 
a Missionary unit in that hex. If the Missionary 
unit belongs to another Player, it may be 
eliminated (see Case 8.19). 



[5.3] RESTRICTIONS ON THE 
MOVEMENT OF NAVIES 

[5.31] A Navy may never be moved into a hex oc
cupied by"any combat unit belonging to another 
Player. 

[5.32] A Navy may not be moved into an all-land 
hex nor moved across a hexside that is completely 
land. A Navy may be moved into and/or through 
coastal hexes, as long as the preceding restrictions 
are observed. 

[5.33] Movement of a Navy is impeded by the 
presence of the Zones of Control of a Navy unit 
belonging to another Player (see Section 7 .0, 
Zones of Control). 

[5.34] No Navy may enter any Polish coastal hex. 

[5.35] The movement of a Player's Navy into or 
through a hex is not impeded by the presence of 
another Navy belonging to that Player in the same 
hex, so long as the stacking restrictions are ob
served (see Section 6.0). 

[5.36] The movement of a Player's Navy into or 
through a hex is never impeded by the presence of 
a Missionary unit. If the Missionary unit belongs 
to another Player, it may be eliminated (see Case 
8.19). 

[5.4] EXTENDED NAVAL MOVEMENT 
Players have the option to attempt to increase the 
Movement Allowance of their Navy units, at the 
risk of rendering them immobile for the entire 
Movement Segment. (This rule may be superceded 
in the Advanced Game by Case 16.5). 

[5.41] A Navy may normally be moved up to six 
hexes. Durfng his Movement Segment, a Player 
may elect to attempt to increase the Movement 
Allowance of all, some, or none of his Navies to 
either twelve or eighteen hexes for that Movement 
Segment. The success of any such attempt is deter
mined by a die roll: if the Player wishes to increase 
the Movement Allowance of a Navy to twelve, he 
must roll a number between 1 and 4 inclusively; if 
the Player wishes to increase a Navy's Movement 
Allowance to eighteen, he must roll a 1 or 2. 

[5.42] Attempts to increase the Movement 
Allowance of Navy units are resolved separately 
on a unit-by-unit basis. A Player must announce 
such an attempt and roll for it before moving the 
Navy in question any distance at all. Before he 
rolls the die, he must state which Navy he is rolling 
for, and whether he is attempting to increase that 
unit's Movement Allowance to twelve or eighteen. 

[5.43] If a Player rolls successfully, the Movement 
Allowance of the Navy rolled for is increased for 
that Game-Turn (only). The Player must then im
mediately move that Navy. He may not move any 
other unit, nor may he roll to increase the Move
ment Allowance of any other unit, until he has 
completed moving that Navy. He does not have to 
move the Navy the full number of Movement 
Points allowed - i.e., if the unit's Movement 
Allowance had been increased to twelve, it could 
be moved ten hexes - but he does have to com
plete his move of that Navy before moving any 
other unit. 

[5.44] If a Player attempting to increase the 
Movement Allowance of a Navy rolls unsuc
cessfully, then that Navy (as well as any units it is 
carrying) may not be moved at all during that 
Movement Segment. 

[5.45] If a Player has two or more Navies for 
which he wishes to increase Movement Allowance 
stacked in a single hex, he may use one die roll to 
determine whether he is successful for all at once. 

[5.5] NAVAL TRANSPORT 
Navy units may transport (carry) land units- Ar
mies or Missionaries - under certain conditions. 

$ 
[5.51] Land units - Armies or Missionaries -
may embark (go on board) on a Navy unit only in a 
Port Hex. Any city that has a Port Symbol is a 
Port. Cities without a Port symbol are not Ports 
regardless of their location. In addition, hex 2701 
(in Norway) is considered to be a Port, even 
though it is not a city. 

[5.52] Units being transported by Navy units may 
debark - get off the ship - at any coastal hex 
(Exception: see Case 5.25) or island. They may 
debark into an enemy zoe. 
[5.53] There is no cost in Movement Points to em
bark or debark. 

[5.54] A Navy unit carrying an Army or Mis
sionary unit is considered to have expended any 
Movement Points that that Army or Missionary 
expended prior to ~mbarking on to the Navy unit 
during that Game-Turn. Example: An Army unit 
moves three hexes to a Port where it embarks on a 
friendly Navy unit. That Navy unit may now move 
only three more hexes, unless it uses Extended 
Naval Movement (see Case 5.4) that game turn. If 
the land unit had moved six or more hexes 
(remember, Missionaries may move eight hexes on 
land) that turn, the Navy unit could not move at all 
unless it used Extended Naval Movement. The 
reverse of this is also true: hexes used by the Navy 
unit during movement at sea are attributed to the 
land units that Navy unit is carrying. Thus an 
Army that has moved six or more hexes at sea may 
not move on land that Game-Turn (it may debark, 
however). 

[5.55] Land units in the same hex with Navy units 
must be either on the ship or off the ship. If they 
are embarked on the ship they are placed under the 
Navy counter; if they are not on the ships they are 
placed on top of it. 

[5.56] Each Navy unit may carry up to two 
Armies and two Missionaries. Thus it may carry 
two of each simultaneously, but never more than 
two of either kind. 

-[5.57] An Army embarked on a Navy unit may 
not participate in Combat (see Section 8.0). If the 
Navy is destroyed as a result of combat, any units 
being transported are lost as well. 

[S.58] Land units may be embarked or debarked 
only during the owning Player's Movement Seg
ment. 

[5.6] RESTRICTIONS ON THE 
MOVEMENT OF MISSIONARIES 

[5.61] Missionary units may be moved eight hexes 
on land. They may always be moved eight hexes on 
land; they are never inhibited by starting the 
Movement Segment in a hex of an area not con
trolled by the owning Player. 

[5.62] Missionary units may be moved through all 
Zones of Control. They are never affected by the 
Zones of Control of units belonging to any Player 
(see Case 7.11). 

[5.63] A Player may not move a Missionary unit 
into a hex occupied solely by combat units belong
ing to another Player (Exception: see Case 13.36). 

[5.64] Either Player owning Missionary units (the 
Papal Player and the Lutheran Player) may freely 
move them into any hex(es) occupied by one or 
more Missionary units belonging to the other 
Player. This may be done even if the hex contains 
combat units belonging to someone other than the 
moving Player. 

[5.65] Missionary units may be moved free!~ 
through all-sea hexes and/ or hexsides. (They are 
considered to be using local merchant vessels.) 
Missionary units being moved independently of 
Navy units by sea may embark and/or debark in 

any coastal hex whether or not it contains a Port. 
Land and Sea movement may be freely combined 
in the same Movement Segment. 

[5.66] Missionary units that are moved through 
one or more sea hex or sea hex-sides (without being 
transported by Navy units) during the course of a 
Movement Segment have a Movement Allowance 
of six for that Game-Turn. This Movement 
Allowance can not be increased by Extended 
Naval Movement. 

[5.67] A Player may utilize Naval Transport (Case 
5.5.) to move Missionary units, as long as the 
restrictions on such movement are observed. 
Naval Transport has nothing to do with the 
capacity of Missionary units to be moved by sea in
dependently. The two forms of movement may be 
freely combined. 

[5.68] A Player's Missionary unit may be 
eliminated if another Player moves a combat unit 
into the hex it occupies (see Case 8.19). 

[6.0] STACKING 
GENERAL RULE: 
Stacking refers to the number of units a Player 
may place in any one hex. Normally, there may 
never be more than two Army, two Navy units, 
and/or three Missionary units belonging to any 
one Player in a given hex. However, this is 
modified by certain rules below. 

CASES: 
[6.1] STACKING ALLOWANCES 
[6.11] A Player's .combat units- Armies and/or 
Navies- may never occupy the same hex as corn
bat units belonging to any other Player. Under cer
tain circumstances, one Player's Missionary unit 
may co-exist in the same hex with another Player's 
Missionary and/or combat units (see Cases 5.27, 
5.36, and 5.64). 

[6.12] A Player may never have more than two of 
his Armies and two of his Navies in any non-city 
hex. Exception: Armies embarked on ships do not 
count towards the stacking limitation. Thus, in a 
given non-city coastal hex, there may be up to two 
Armies and two Navies (plus transports) belonging 
to one Player. 

[6.13] The number of Army units and (for Ports) 
Navy units which a Player may stack in each city 
hex is printed on the map next to the name of the 
city. The first number listed is the number of 
Armies that may be stacked in that hex; the second 
number (if any) is the number of Navies that may 
be stacked in that city. Thus, a Player may stack 
up to two of his Armies in Paris, and up to eight of 
his Armies and four of his Navies in London 
(which is considered a Port). 

[6.14] A Player may stack up to three of his Mis
sionary units in any one hex. This is in addition to 
any combat units in that hex. 

[6.2] EFFECT OF STACKING 
RESTRICTIONS 

Stacking limitations apply at all times-during 
movement, combat, and retreats. Thus, a stack of 
two Armies could not be moved into or through a 
hex containing an Army belonging to any Player 
(even his own) because that would violate the 
stacking restrictions. Likewise, a stack of two Ar
mies (or Navies) could not be retreated into a hex 
containing an Army (or Navy) because of stacking 
restrictions. (An Army could be retreated into a 
hex containing only two Navies, so long as all three 
units belonged to the same Player, of course). 
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[7 .0] ZONES OF 
CONTROL 

GENERAL RULE: 
The six hexagons ~urrounding a hex constitute the 
Zone of Control (ZOC) of any combat unit in that 
hex. Hexes upon which a unit exerts a Zone of 
Control are called controlled hexes. The Zone of 
Control of a Player's unit inhibits the movement 
of other Players' combat units. 

CASES: 
[7.1] WHEN ZONES OF CONTROL 

ARE OPERATIVE 
[7. 11] Only combat units- Armies and Navies
exert ZOC's. Missionary units do not exert ZOC's. 

[7.12] All combat units exert a Zone of Control at 
all times during the game, regardless of whether 
they are in a city or non-city hex. Exception: Em
barked Armies do not exert ZOC's. 

[7.13] During a Player's Combat Segment, the 
presence of one of his combat units in a hex 
negates the effect of all Zones of Control on that 
hex for any of that Player's units (only). Thus, a 
unit belonging to a Player may retreat through any 
hex occupied by another combat unit belonging to 
that Player, regardless of the presence of any 
Zones of Control (but remember the stacking 
limitations, Case 6.15). 

[7.14] During the Movement Segment, Zones of 
Control are never negated. 

[7.15] Zones of Control generally extend into all 
hexes. However, the Zone of Control of an Army 
does not extend through all-sea hexsides; nor does 
the Zone of Control of an Army ever affect the 
movement of a Navy. Likewise, the Zone of Con
trol of a Navy does not extend through all-land 
hexsides; nor does the Zone of Control of a Navy 
ever affect the movement of an Army. Political 
boundaries may also delimit Zones of Control (see 
Case 8.48). 

[7.16] If a combat unit belonging to one Player is 
in the ZOC of a unit belonging to a second Player, 
the second Player's unit is also in the ZOC of the 
first Player's unit. The two units are in each 
other's Zon6 of Control. 

[7.17] The ZOC of a non-hostile unit (see Case 
7 .22) does not extend across the borders of its area 
into another (non-hostile) area. 

[7.2] EFFECTS OF ZONES OF 
CONTROL 

[7.21] Only combat units are affected by Zones of 
Control. A Missionary unit is never affected by a 
Zone of Control in any fashion. 

[7.22] Generally, speaking, a Player may not 
move any of his combat units into the Zone of 
Control of any other Player's units. There are two 
exceptions to this: a) A Player may gain permis
sion to move a combat unit into or through the 
Zone of Control of a unit owned by a second 
Player with whom he is allied; b) A Player may 
move a combat unit into the Zone of Control of a 
unit owned by a second Player with whom he is in a 
State of War (see Case 8.4). In this case, the units 
are said to be hostile. 

[7 .23] A Player may move a combat unit into or 
through the Zone of Control of a unit owned by a 
second Player with whom he is allied as long as the 
terms of the Alliance state in writing that this can 
be done. The first Player must obtain spoken as
sent (as he is moving the unit) from the second 
Player for each controlled hex of a unit or units 
belonging to the second Player he wishes to enter. 
If the second Player denies this permission at any 

point, then the first Player may not move his unit 
into the hex in question. The movement may occur 
either during the First Player's Movement Seg
ment (regular movement), or during anyone's 
Combat Segment (retreat; see Case 8.6). 

[7.24] A Player may move a combat unit into the 
Zone of Control of a unit belonging to a second 
Player with whom he is in a State of War. 
However, once he has done so, the first Player 
must cease moving his unit; it may be moved no 
further during that Game-Turn. 

[7 .25] A Player may move a combat unit that 
begins a Movement Phase in the ZOC of a hostile 
(see Case 7.22) unit out of that ZOC by moving it 
directly into a hex which is not in the zoe of any 
hostile unit. This is the only manner in which a 
combat unit may be moved out of a hostile unit's 
ZOC during the Movement Segment. 

[7 .26] If a Player successfully moves one of his 
units out of a hostile unit's ZOC (as per Case 
7.25), he may then proceed to move that unit nor
mally. That unit may eventually be moved into 
another hex controlled by a hostile unit (in which 
event, it could not be moved any further that 
Game-Turn.) 

[7.27] There is never any extra cost (in Movement 
Points) for a combat unit to enter or exit any ZOC, 
so long as that movement is allowed by Case 7 .22. 

[7 .28] A Player may not retreat any of his combat 
units into a hex in the ZOC of a hostile unit (Ex
ception: see Case 7 .13). A combat unit in the ZOC 
of a hostile unit must attack during its Combat 
Segment (see Section 8.0). 

[7.29] There is no additional effect from having 
more than one unit exerting a Zone of Control into 
a given hex. However, any hex that a hostile unit is 
exerting a zoe into is treate!=' as a hostile con
trolled hex, regardless of any other units' ZOC's 
which may be present. 

[~LO] COMBAT 
GENERAL RULE: 

Combat between adjacent hostile units is man
datory, providing that a zoe is being exerted by 
the hostile units. A unit is hostile to a second unit if 
the Player owning the first unit is in a State of War 
with the Player owning the second unit. Thus, if a 
combat unit belonging to one Player is found in 
the Zone of Control of a second Player's combat 
unit during the first Player's Combat Segment, 
and if the Players are in a State of War, then the 
first unit must attack the second unit. The Player 
whose Combat Segment is current is termed the 
Attacker; the other Player is the Defender, 
regardless of the overall strategic situation. Note 
that combat wherein the defending unit(s) is in a 
city hex is called a Siege, and is covered in Section 
9.0. 

For the purposes of this Section, all of the At
tacker's units are termed Friendly; all hostile units 
on the map are termed Enemy. Note that as per 
Case 8 .4, only units belonging to Players in a State 
of War with the Player whose Combat Segment is 
current are considered hostile and may be at
tacked. 

PROCEDURE 
Each Combat unit in the game is worth one point; 
thus, each combat unit has a Combat Strength of 
one. The Attacker totals the Combat Strengths of 
all the units attacking a given hex and compares 
the total to the total Combat Strength of the de
fending units in such hex. The comparison is ex
pressed as a ratio between the attacking and de
fending Strength Points and is simplified by 

rounding down (in favor of the Defender) to one 
of the ratios on the Combat Results Table. 

Example: If 9 strength points were attacking 2, the 
9-2 would round down to 4-1. 

Having determined the actual combat ratio, the 
Attacker rolls a die. The dieroll is cross-referenced 
with the determined ratio on the Combat Results 
Table to yield a specific combat result. This result 
is applied immediately to the units involved before 
proceeding to any further combats in that phase. 
Separate combats may be resolved in any order 
that the Attacker wishes so long as all combats are 
resolved during that Combat Phase. There is no 
terrain in A Mighty Fortress so there are no terrain 
effects on combat. 

CASES: 
[8.1] WHICH UNITS MAY ATTACK 
[8.11] All Enemy units that have Friendly units in 
their Zones of Control must be attacked by the At
tacker in the latter's Combat Segment. He may 
resolve these attacks in any fashion desired so long 
as all adjacent/ZOe units are attacked within the 
requirements of Case 8.2 (see also Cases 8.12 and 
8.13). 

[8.12] Units in a city do not have to attack Enemy 
units outside the city. However, if they do attack 
any units outside the city, they must attack all 
Enemy units to which they are adjacent. Units out
side and adjacent to an occupied (Enemy) city 
must attack that city; however, such combat is 
considered a Siege and is resolved according to the 
rules for such (see Section 9.0). 
[8.13] Armies may not attack an adjacent unit if 
the intervening hexside is an all-sea hexside. Exam
ple: An Army in 3321 may not attack a unit in 3420 
even though they are adjacent; the intervening 
hexside is all-sea. Likewise, a Navy may not attack 
an adjacent Navy through an all-land hexside. Ex
ample: Navy units in 1712 may not be used to at
tack London (1711) because the intervening hex
side is all-land. 

[8.14] All of the Attacker's units which end the 
Movement Segment in an Enemy-controlled hex 
must attack some Enemy unit during the ensuing 
Combat Segment (Exception: see Case 8.12). The 
Attacker may choose which attacking units will at
tack each defending unit, as long as all adjacent 
Friendly units participate in some attack. 

[8.15] An Enemy-occupied hex may be attacked 
by as many units as can be brought to bear in the 
six adjacent hexes (remember stacking restrictions 
Case 6.12). 

[8.16] No unit may attack more than once per 
Combat Segment, and no Enemy unit may be at
tacked more than once by a given player per Com
bat Segment. (Such units may be attacked more 
than once in a single Game-Turn if it is attacked by 
different players). 

[8.17] Units may attack only when adjacent to the 
defending unit. 

[11.18] No unit may attack an Enemy unit unless a 
State of War exists between both countries (see 
Case 8.4). 

[8.19] Armies and Navies never engage in combat 
with Missionary units. A Missionary unit may be 
eliminated at any point during the course of the 
Game-Turn at which an Enemy combat unit enters 
the hex it is in, at the option of the Player owning 
the combat unit and providing it is the only type of 
unit in the hex. Exception: a Missionary unit in a 
city hex can•never be eliminated by a combat unit 
(see Case 10.15). 

[11.2] MULTIPLE UNIT AND MULTI
HEX COMBAT 

[8.21] All units defending a given hex must be at
tacked as as single strength (adding together the 



combat strength points in that hex). The Defender 
may not withhold a unit in a hex under attack -
even in a Siege. The Attacker must attack all the 
units in such a stack together; different units in the 
same hex may not be attacked separately. 

[11.22] If more than one attacking unit is in a given 
hex, these units must be used as an integral Com
bat Strength. They may not be used in separate at
tacks. This is so even if they are Armies and Navies 
(unless forbidden by terrain). 

[11.23] If an Attacker's unit is in the ZOC of more 
than one Enemy unit, it must attack all those adja
cent Enemy units which are not engaged by some 
other attacking unit. 

[11.24] Units in two or more hexes may combine 
their Combat Strengths and attack a single hex, if 
all the attacking units are adjacent to the Enemy
occupied hex. 

[11.25] Attacks may involve any number of attack
ing and defending units in different hexes. For the 
attacks to be resolved as a single combat, however, 
all the attacking units must be adjacent to all the 
defending units. 

[8.26] Armies may attack Enemy Navies only 
when the latter units are in a Port hex and vice ver
sa. In any other instance, Navies arid Armies ig
nore each other's presence with the exception that, 
even in a non-port hex, a Friendly Navy may never 
enter a hex (coastal) occupied by an Enemy Army, 
and vice versa (see Cases 5.21 and 5.31). They may 
attack each other only when the defender is in a 
Port. 

[8.3] DIVERSIONARY ATTACKS 
A unit may attack at poor odds in order that adja
cent attacks against other Defenders may be made 
at better (higher) ratios (by alloting most of the at
tacking force against the major objective). These 
attacks are known as Diversionary Attacks. Diver
sionary Attacks may not be made at a ratio of 
lower than 1-5, at which ratio the attacker is 
automatically eliminated. 

[8.4] STATE OF WAR 
One Player may not attack another until a State of 
War exists between the two. Furthermore, units of 
one country rnay never enter a territory controlled 
by another Player without a State of War existing, 
unless a Forrnal Alliance allows such entry. States 
of War come into existence through a Declaration 
of War made by one of the parties involved. 

(8.41] Neither Army nor Navy units' may move inc 
to territory (land) controlled by another Player un
til a State of War exists between the two Players' 
countries (unless there is a Formal Alliance allow
ing such movement; Case 13.3). All-sea hexes are 
never held (for the purposes of this section) by any 
Player, and Navy units may freely enter any all-sea 
hex without a Declaration of War. Navy units may 
not enter coastal hexes controlled by other Players 
without a State of War or Alliance existing bet
ween the two. Of course, neither Armies nor 
Navies may attack Enemy units without such a 
State of War existing. 

[8.42] A State of War does not exist until one 
country, during a Diplomacy Period, formally 
issues a Declaration of War against another coun
try (or countries). Declarations of War must be 
written, and they must specify the parties to the 
Declaration (and a reason for the declaration as 
well, if so desired). Example: "The Hapsburgs 
declare war on France because of France's failure 
to support the Hapsburg campaign in Southern 
Germany." If a formal Declaration of War has 
not been issued, then no State of War exists. 

[8.43] Once a Declaration of War has been issued, 
a State of War exists between the two (or more) 
parties named in the declaration (see Case 8.49). 

Once such a State exists, either side may enter the 
other's territory and attack the other's units, 
regardless of who issued the Declaration. Players 
should note that since the game does not begin 
with a Diplomacy Period there can be no 
belligerent movement or attacks in the first turn. 

[11.44] Combat units may move into neutral ter
ritories (e.g., Savoy, Portugal, etc.) without a 
Declaration of War. Missionaries may move freely 
into Enemy territories with or without Declara
tions of War. Such movement by Missionaries 
does not, in and of itself, constitute an act of War. 

[11.45] An important diversion from the general 
combat rules should be noted here. No Lutheran 
combat unit may enter a German area unless and 
until that area has first been converted by 
Lutheran Missionaries. Thus, the Lutherans could 
not move a combat unit into Brandenburg on the 
opening turn of the game because they have not yet 
converted it to Lutheranism. They may move a 
Missionary in in 1532 and then, in 1533 follow this 
with troops. This rule does not apply to Lutheran 
movement into countries and areas other than 
Germany. 

[8.46] A second important diversion should be 
noted here. No country (with the exception of the 
Lutheran player) may enter any area of Germany, 
regardless of whether or not it is controlled by the 
Lutherans, without either a formal Alliance with 
the Lutherans or a formal Declaration of War 
against them. Thus, at the beginning of the game, 
while areas such as Bavaria are not literally con
trolled by the Lutherans, they are not neutral in 
the sense of Case 8.44. 

[11.47] A State of War continues to exist between 
two countries until a Formal Alliance, Peace Trea
ty, or Truce has been negotiated and announced 
(however, see Case 16.37). 

[8.48] Zones of Control of combat units of one 
country do not extend over the border into the 
hexes of another country unless and until a State 
of War exists between two such countries. Thus, 
with France and the Hapsburg Empire non-hostile 
vis a vis each other, a French unit in 1724 would 
not extend a ZOC into hex 1725. Note also that a 
Player may not move a combat unit into the Zone 
of Control of another Player's unit unless a State 
of War (or an Alliance permitting such movement) 
exists between them. 

(8.49] Only one Player has to make a Declaration 
of War to engender a State of War; however, the 
resultant State of War applies to both Players in
volved in the Declaration (i.e., either may now 
make attacks). A Player may declare War against 
more than one other Player. 

[8.5] COMBAT RESULTS TABLE 
(see map) 

[8.6] RETREATING AND ADVANCING 
AS A RESULT OF COMBAT 

[8.61] When the Combat Results Table (CRT) re
quires that a Player's Combat units be retreated, 
the Owning Player must immediately move those 
units the number of hexes required by the result. 
The Owning Player may decide the direction that 
each of his retreating units takes (however, see 
Case 8.66). Two units in the same hex may retreat 
in different directions. 

[8.62] A retreating combat unit may never enter 
an Enemy Zone of Control. (Exception: see Sec
tion 9.1, Honors of War). Land units may never 
retreat across an all-sea hexside and naval units 
may never retreat across an all-land hexside. If 
there is no hex available for retreat, or the units 
cannot retreat the required number of hexes, they 
are eliminated instead. Remember, friendly units 
negate the presence of Enemy ZOC's for purposes 
of retreat. 

[8.63] Units may not retreat onto or through 
Friendly units in violation of stacking restrictions. 
If they are blocked by such restrictions as well as 
those listed in Case 8.62, then they are eliminated 
instead. 

[8.64] Whenever a hex is vacated as a result of 
Combat, the victorious combat units (Attacker or 
Defender) may advance into that hex (up to the 
stacking limits for that hex). This advance may be 
made regardless of Enemy ZOC's. The option to 
advance must be exercised immediately, before 
any other combat resolution. A unit is never 
forced to advance. A unit may never advance more 
than one hex as a result of combat. Advancing 
Friendly units may eliminate Enemy Missionary 
units that remain in a non-city hex by advancing 
after combat. (Missionaries in cities may be 
eliminated only by Theological Debate; see Case 
8.19); Missionary units may never be advanced or 
retreated as a result of combat. 

[8.65] After advancing, units may neither attack 
nor be attacked in that Combat Segment, even if 
their advance places them adjacent to Enemy units 
whose battles are yet to be resolved or who were 
not involved in combat. However, advances are 
useful in cutting off the retreats of Enemy units 
whose combat has not yet been resolved. 

[8.66] Combat units forced to retreat must be 
retreated toward their home country if such a line 
of retreat is open. Otherwise, they may retreat into 
any other hex(es) into which such units may nor
mally move. A unit may never retreat into the ter
ritory of a country with which it does not have a. 
Treaty of Alliance or a State of War. Such a coun
try is considered to consist of impassable terrain, 
and if it constitutes the only line of retreat open, 
the unit is eliminated instead. Example: The 
French besiege Lutherans at Nuremberg and the 
Lutherans must retreat as a result. The only line of 
retreat is into Hapsburg territory. The Lutherans 
are not at War with Hapsburgs nor do they have an 
Alliance or Treaty. Thus they may not retreat into 
Hapsburg territory and are eliminated instead. 

[9.0] SIEGES 
GENERAL RULE: 
Sieges use the same principles as standard combat 
(Section 8.0) with the exception that a different 
Combat Results Table is used to resolve the Siege. 
Any attack on a unit inside a city is a Siege. No 
Siege may be conducted at less than 1-1 
odds/ratio. Siege Combat is resolved on the Siege 
Combat Results Table. 

CASES: 
[9.1] THE HONORS OF WAR 
In Siege warfare during this and other eras, a vic
torious commander might grant the losing, but 
brave, defenders the Honors of War. This enabled 
the besieged army to leave the city with full equip
ment, etc., in recognition of their courageous 
defense. (Another good idea that seems to have 
gone the way of chivalry in this age of modern 
technology.) If a defending Player receives a result 
on the Siege CRT that indicates that the Honors of 
War are possible, he may retreat his units through 
Enemy units and/or Enemy Zones of Control. He 
may even end his retreat in a hex which is in an 
Enemy unit's Zone of Control, so long as that 
Enerriy unit was one that was involved in the Siege. 

[9.2] SIEGE COMBAT RESULTS 
TABLE (see map) 
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[10.0] MISSIONARIES AND 
CONVERSION 

GENERAL RULE: 
The Lutheran and Papal Players receive Victory 
Points for the religious conversion of certain areas 
on the map. Obviously, the Lutheran Player is try
ing to convert Europe to Protestantism (which, for 
the purposes of A Mighty Fortress, includes the 
other Protestant sects besides Lutheranism- e.g., 
Calvinism - that arose at this time) while the 
Papal Player is trying to reverse this tide and bring 
Europe back into the Catholic fold. Countries and 
other areas are converted by the presence of Mis
sionaries. An area is converted from one religion 
to the other when, during a given Diplomacy 
Phase, there are no Missionaries of one religion 
present in the area, and at least one Missionary of 
the other religion is present. The presence of com
bat units does not effect the conversion status of 
an area. Missionaries "attack" opposing Mis
sionaries through Theological Debate, which is 
resolved on the Theological Debate Results Table. 

CASES: I ts II ts I 
[10.1] HOW MISSIONARIES FUNCTION 
[10.11] Missionary unit counters are printed on 
both sides. On their "front" is simply an indica
tion that the unit is a Missionary (as opposed to a 
Navy or Army). On the reverse side of the counter 
is the Debate Capability of that Missionary. All 
Missionary units enter the game with their "un
tried" side face up. It is only when the Missionary 
enters into Theological Debate for the first time 
that the Missionary counter is turned over to 
reveal its actual Debate Capability (either I, 2, 3, 
or 4). Players are not permitted to look at the true 
capability of their Missionaries until they actually 
engage in debate, and Players should pick and 
place their Missionaries with this in mind. 

[10.12] Only the Lutheran and Papal players 
receive Missionaries. 

[10.13] Missionary units have a variety of move
ment capabilities and restrictions covered in the 
rules on Movement (see Case 5.5). 

[10.14] Missionary units never engage in standard 
combat. They have no ZOC, and they may ignore 
the ZOC's of combat units. They may be 
eliminated by combat units at the option of the 
Player owning the combat units in two ways: 
l. If they are alone in a non-city hex and the com
bat unit enters that hex (see Case 8.19). 
2. A Missionary unit is stacked with Friendly com
bat units in a non-city hex and the Friendly combat 
units are eliminated or forced to retreat by Enemy 
combat units. If the Enemy units then advance in
to that hex, the Missionary may be eliminated. 

[10.15] Missionary units are inviolate in cities. 
They may be eliminated or removed from cities 
only by Theological Debate with Enemy Mis
sionaries. 

[10.16] A Player may move a Missionary unit into 
a city hex controlled by another player under three 
circumstances: 
I. It is unoccupied; or 
2. It is occupied solely by Missionaries; or 
3. It is occupied by Missionaries and Combat 
units. A Player may not move a Missionary unit 
into a city occupied solely by combat units belong
ing to another Player (Exception: see Case 13.3). 

[10.17] Combat units may enter a city occupied 
solely by missionaries. The Missionaries are not 
affected by this and they may remain in the city if 
they so choose. Remember, Missionaries in cities 
are never affected by combat units. 

[10.2] RELIGIOUS CONVERSION 
The object of both the Lutheran and Papal Players 
is to gain religious control of the various areas on 
the map by converting them. An area is considered 
converted to a Player's religion if there are no op
posing Missionaries present and there is at least 
one of that Player's Missionaries in one of the 
hexes of that area or city. 

[10.21] At the start of the game, all areas are con
sidered to be Catholic (i.e., religiously controlled 
by the Pope) except for the the Ottoman Empire 
and those areas in Germany with Lutheran Mis
sionaries. 

[10.22] Only Missionary units can "convert" 
areas; combat units may control areas for political 
purposes, but they do not give the owning Player 
religious control. Thus, although the Lutheran 
player may send an Army into the Netherlands to 
seize that country, the Netherlands does not 
become Lutheran unless the Lutheran Player 
sends a Missionary unit into the country. 
Likewise, the elimination of a Missionary (by a 
combat unit) in an area does not reconvert that 
area; it remains converted to that Missionary's 
religion until an opposing Missionary enters that 
area. 

[10.23] Conversion of an area from the prevailing 
religion to the opposing religion occurs, basically, 
when a Missionary unit of the opposing religion is 
in the area and no Missionary unit of the prevail
ing religion is in the area. The religious status of an 
area is adjudged during the Diplomacy Phase of 
the Game-Turn. 

Example: A Missionary belonging to the Lutheran 
Player is moved into a Catholic area in which no 
Jesuit Missionaries are present. The Missionary 
survives the Lutheran Player's Combat Segment, 
and thus is the only Missionary' unit present in the 
area in the Diplomacy Phase. The area is therefore 
converted to Lutheranism. 

Example: Both the Papal and Lutheran Players 
have a Missionary unit m a Lutheran area in" the 
same hex. During the Papal Player's Theological 
Debate Segment, his Missionary decisively wins 
and the Lutheran Missionary is burned at the 
stake. If, by the time of the Diplomacy Phase, the 
Papal Player's Jesuit Missionary unit has not been 
eliminated by a combat unit (see Cases 10.14 and 
10.15), then the area is converted to Catholicism. 

[10.24] Once an area has been converted to a 
given religion, it remains under that religion unless 
and until a Missionary unit of the opposing 
religion satisfies the requirements of Case 10.23. 
Thus, if, in the first Game-Turn, the Lutheran 
Player places a Missionary in France, and that 
Missionary remains in France at the end of the 
First Game-Turn, France becomes Lutheran. 
Even if the Lutheran Missionary were to be 
eliminated, France would remain Lutheran until 
1540 at least, because Jesuit Missionaries do not 
appear until then. Players should bear this impor
tant rule in mind - especially given the unique 
movement proclivities of the Missionaries -
throughout the early turns of the game and at the 
very end! 

[10.25] Players should note that, for a Player to 
gain credit- in terms of Victory Points at the end 
of the game - for converting an area (or 
reconverting), he must have at least one Mis
sionary in the area at the end of the game. If there 
are opposing Missionaries in the same area at the 
end of the game, the Player whose religion prevails 
at the end of the game garners the points. Not€ 
that at all times an area has one and only one 
religion. 

[10.26] There are several special facets to Conver
sion that should be noted: 

I. Ottoman Territory may never be converted. 
2. Poland may be converted (it starts Catholic); as 
a matter of fact, only Missionaries may enter 
Poland. 
3. The Lutheran areas/cities of Brunswick, Sax
ony, Anhalt, Mansfield, and Hesse (as well as 
Mecklenburg, Wurttemburg, Augsburg and 
Brandenburg, if and when they are converted to 
Lutheranism) may be reconverted to Catholicism 
only upon elimination of all Lutheran combat 
units (as well as any Lutheran Missionaries) in that 
area or city. If this occurs, combat units belonging 
to these areas may not reenter the game as 
replacements (see Case 11.15) until that area is 
converted back to Lutheranism. Missionaries may 
always remain in play, regardless of place of 
origin, although if eliminated they may not re
enter the game in an area not controlled 
(converted) by them. 

[10.27] Remember, Missionaries may always 
enter a city if it is ·occupied by opposing Mis
sionaries or unoccupied. Missionaries may not 
enter a city occupied solely by combat units, unless 
the Missionaries and combat units belong to the 
same Player (Exception; see Case 13.3). Once in
side a city, the Missionary unit(s) may be 
eliminated only by Theological Debate; never by 
Combat. This· applies only to cities, and not to 
non-city hexes. 

[10.28] Note that the Lutheran or Papal Players 
may conclude treaties with any other Player in the 
game to convert any area that Player controls to 
Lutheranism or Catholicism, respectively. In 
order to successfully consummate such a treaty, 
the conditions of Case 10.23 must be met. Excep
tions: the Lutheran, Papal, and Ottoman Players 
may not agree with another Player to convert areas 
under their (Lutheran, Papal or Ottoman) 
political control by treaty (see Case 13.36). 

[10.3] THEOLOGICAL DEBATE 
Theological Debate is a type of combat using 
words instead of swords. It is the main method of 
removing opposing Missionaries, and it is the only 
way to eliminate them inside cities. Theological 
Debate is similar to standard combat (Section 8.0) 
with the exceptions that all units involved are in 
the same hex and a different CRT is used. 

[10.31] If, during his Theological Debate Phase 
(4.1C), a Player has any of his Missionary units in 
the same hex as an opposing Missionary, 
Theological Debate takes place. The Player whose 
turn it is is called the Challenger, the opposing 
player the Defender. 

[10.32] Both the Challenger and the Defender flip 
over their Missionaries to determine their Debate 
Capabilities. Each side then totals his Debate 
Capability points, and the Challenger compares 
his total to that of the Defender, much in the same 
way as regular combat ratios are determined. Ex
ample: If the Lutheran has three Missionaries in a 
hex- two l's and a 3- and there is a Jesuit Mis
sionary that has a Debate Capability of 2, the ratio 
would be 5-2, or 2-1. 

[10.33] The Challenger then refers to the 
Theological Debate Table, rolling one die and 
cross-referencing that dieroll with the predeter
mined ratio. That will give the Players the results 
of that debate (see Case 10.4). 

[10.34] Once a Missionary has been flipped over 
to reveal his Debate Capability, he remains flipped 
over until he•is removed from the game. At that 
point he is reversed to his ''untried'' side again and 
place with any other Missionaries that have not yet 
entered the game. 

[10.4] THEOLOGICAL DEBATE 
RESULTS TABLE (see map) 



[11.0] REPLACEMENTS AND 
REINFORCEMENTS 

GENERAL RULE: 
During the Reinforcement and Replacement 
Phase at the end of the Game-Turnr each Player 
places on the map any Replacements and any 
Reinforcements - Armies, Navies, and/or Mis
sionaries- to which he is entitled. Players should 
note that the stacking limitations apply to 
Replacements and Reinforcements (see Case 6.1). 

CASES: 
[11.1] REPLACEMENTS 
Combat units and Missionary units eliminated 
from the game may be "replaced" into the game a 
certain number of Game-Turns later. 

[11.11] Combat units eliminated from the game 
may be returned to play after two full Game
Turns. Thus, a combat unit eliminated in the 1535 
Game-Turn may be replaced in play during the 
Reinforcement and Replacement Phase of the 
1537 Game-Turn. 

[11.12] Armies must be replaced in the capital city 
of their country of origin (Exception: see Case 
11.15). Navy replacements are put onto the map in 
any Port controlled by the owning Player that is 
not under Siege. 

[11.13] The capital cities are indicated on the 
map. They are as follows: 
England: London 
Hapsburg Empire: Madrid or Vienna 
Papal States: Rome 
Ottoman Empire: Constantinople 
France: Paris 

[11.14] If a Player's capital city is under Siege or 
controlled by another Player, then he may not 
replace eliminated Army units until he recaptures 
the city or raises the Siege. For the purposes of this 
rule, a city is under Siege if Enemy units (see Sec
tion 8.0, General Rule) or their Zones of Control 
occupy every hex surrounding that city. Should a 
Player recapture or lift a Siege of his capital, any 
replacements which have accrued may be placed 
on the map in the following Reinforcement and 
Replacement Phase. (Note that being under Siege 
is distinct from the definition of a Siege, which is 
any attack on a city's; see Section 9.0). 

[11.15] Lutheran Armies have specific designa
tions of origin (see Section 3.0). Whenever such 
units are replaced, it must be into their particular 
area of origin. They may be placed in any hex 
therein that is not adjacent to a hostile combat 
unit. Lutheran units may not be replaced in an 
area that has been converted to Catholicism (see 
Case 10.26) or occupied (see Section 12.0) by some 
Player other than the Lutheran Player. 

[11.16] If a Player controls no Ports, or if they are 
all under Siege, then he may not replace eliminated 
Navy units until he recaptures or lifts the Siege of a 
Port (see Case 11.14). Any Navy replacements that 
accrue to a Player during a period which he cannot 
place them on the map may be brought into play 
during the next Reinforcement and Replacement 
Phase following his acquisition of a Port. 

[11.17] Missionary units removed from play may 
be replaced in the game after two full Game
Turns, unless they are removed by a result on the 
Theological Debate Table (10.4) which explicitly 
mandates a different time span (e.g., "imprisoned 
one year") or calls for Burnt at Stake. Mis
sionaries Burnt at Stake are eliminated permanent
ly and may not be replacements. 

[11.18] Lutheran Missionary unit replacements 
may be placed in any non-Catholic German state 
in any hex that is not occupied by or in the Zone of 

Control of a combat unit controlled by another 
Player. Jesuit Missionary units may be taken as 
replacements in Rome or, if occupied by another 
Player, in any hex in the Papal States that is not oc
cupied or in the Zone of Control of a hostile com
bat unit controlled by another Player. 

[11.19] Missionary unit replacements may also be 
placed in any city controlled by any Player who 
agrees to their placement there. Such agreement 
(between the Lutheran or Papal Player and a se
cond Player) must be explicitly stated in a written 
Treaty (see Section 13 .0). 

[11.2] REINFORCEMENTS 
Reinforcements are new units entering the game 
during play for the first time. Only the Lutheran 
and Papal Players receive reinforcements; the 
Lutheran Player's reinforcements are both Mis
sionaries and Armies while the Papal Player 
receives Jesuits as reinforcements. 

[11.21] Lutheran reinforcements - both Armies 
and Missionaries- enter any time on or after the 
date specified for their entry. However, they must 
enter in the specified area, and that area must have 
been converted to Lutheranism for at least one full 
year prior to entry. Thus, in order for the one Ar
my and two Missionary units to enter, in 1533, as 
reinforcements at Mecklenburg, a Lutheran Mis
sionary must have entered Mecklenburg, in 1532 
and the area remained Lutheran through 1533. 

[11.22] Jesuit Missionaries enter the game in any 
hex in the specified area on the date listed - or 
after - unless, 
I. The area has been converted to Lutheranism: or 
2. The area is occupied by Hostile Forces; or 
3. The city listed is under Siege. 

[11.23] If Jesuits cannot enter the game in Rome, 
they may enter from any city in the Papal States. If 
all cities in the Papal States are under hostile con
trol or siege, they. may enter in any capital city 
from any Catholic country that will allow them en
try. An explicit treaty is not necessary. 

[11.24] Reinforcements are placed on the game
map in the Replacement/Reinforcement Phase of 
the Game-Turn. 

[12.0] OCCUPATION 
(POLITICAL 
CONTROL) OF 
AREA/COUNTRIES 

GENERAL RULE: 
Occupation refers to political-military control of 
Enemy or neutral territory by combat units. This is 
distinct from Religious Conversion of the same 
areas, which is covered in Case 10.2. A given area 
may be occupied by a series of different Players in 
turn without religious control ever being changed. 
Occupation is determined at the beginning of each 
Diplomacy Phase. 

CASES: 
[12.1] THE MECHANICS OF 

OCCUPATION 
[12.1] The game map is divided into several coun
tries, as well as a series of principalities, duchies, 
and petty states. Each one is defined as an area (see 
Section 3.0). Several" countries on the map consist 
of more than one area; e.g., France the country 
consists of France proper - one area - plus 
Scotland - a second area. The Hapsburg Empire 
consists of several areas. Whenever a place that is 
both a country and an area is referenced in the 
rules or Victory Conditions, it should be read as a 
reference to the area - i.e., to collect Victory 

Points (see Section 16.0) for the Occupation of 
France, the Hapsburg Player would have to 
establish control of the area of France proper, not 
the areas of France plus Scotland. 

[12. 12] An Area (or city, if the case arises) is con
sidered Occupied for political control when, dur
ing any Diplomacy Phase, a Player has at least one 
of his combat units in that area (country, duchy, 
state, etc.) and there are combat units from no 
other country in that area. (Exception: see Case 
12.16). Missionary units do not determine occupa
tion for political control. Thus, for the Hapsburgs 
to occupy the area of France proper, the Hapsburg 
Player must eliminate all French units from France 
and have at least one Hapsburg combat unit in 
French territory. Occupation is determined at the 
beginning of the Diplomacy Period of the Game
Turn in question. 

[12.13] Occupation is important in determining 
who gains Victory Points at the end of the game. 
Occupation is also important for the question of 
States of War. Example: In the example in 12.12 
(France and Hapsburgs), the English Player could 
not, in his Campaign Phase, enter France in the 
same turn as the Hapsburgs accomplished the 
above and dispute the Hapsburg claim unless 
England was at war or allied with France 
(remember Case 8.41). The fact that England 
might be at war with the Hapsburgs would still not 
enable England to enter the "newly conquered" 
France. Occupation of France would not revert to 
the Hapsburg Player until the Diplomacy Period 
at the end of the turn. For this same reason, the 
French Player (in his Campaign Phase immediate
ly following that of the Hapsburgs) could move 
troops (if she had any left in other countries) into 
France because (I) there is obviously a state of war 
between France and the Hapsburgs; and (2) the 
Hapsburgs do not control France until the 
Diplomacy Period. 

[12.14] Once it has been determined (in the 
Diplomacy Period) that occupation/control of an 
area or country has been taken by another country 
(as in the above examples), that area or country is 
considered part of the territory of the conquering 
country until someone else takes it away by satisfy
ing Case 12.12. Thus, in the above examples in 
Cases 12.12 and 12.13, France is now part of the 
Hapsburg Empire and will remain so until it is 
taken away from the Hapsburgs in the same 
fashion as the Hapsburg took it from the French 
Player (also, see Case 12.16.) Note: It is not 
necessary, technically, for a Player to maintain 
combat units in an area to retain Occupation once 
he has gotten it - though not to do so makes it 
easy to lose. 

[12.15] In the case of neutral areas (such as Savoy, 
Bavaria, etc.) the same rules apply as in Case 
12.12. Thus, if at the end of the first Game-Turn, 
both France and the Hapsburg Player have com
bat units in Switzerland neither Player controls 
Switzerland - until one Player eliminates the 
other, or moves his combat units out. 

[12.16] Players may cede control (political) of 
areas they control to other Players by means of a 
Treaty. The Treaty must be written. In such a case, 
Occupation is considered to pass at the time 
specified by the Treaty to the Player to whom the 
area is ceded. He need not have combat units ac
tually present in that area to assume control (Ex
ception to Case 12.12). The player who is giving 
the control away must have had control at the time 
he gave it (see Case 13.6). 

(12.2] RECORD KEEPING 
Players might find it handy to keep track of who 
controls what at any given time (on a piece of 
paper) - especially where those myriad German 
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and Italian states are concerned. The question of 
Occupation is extremely important in the context 
of the advanced game for determining Campaign
ing and Movement costs (see Case 16.3). 

[13.0] DIPLOMACY 
GENERAL RULE: 
During the Diplomacy Phase each Game-Turn, 
the Players have an opportunity to decide among 
themselves what their relations will be with the 
other Players. Relations will either be peaceful, 
neutral, actively allied, or belligerent. All formal 
agreements - and disagreements - between 
countries/Players must be written and announced 
(unless stated otherwise) and do not come into ef
fect unless so done. Players may agree to do 
anything that is not in contravention of the rules. 

CASES: 
[13.1] STATES OF WAR 
This is covered in Case 8.4. Remember, A State of 
War may be the result of a one-sided declaration, 
but it affects all parties named in the Declaration 
of War. 

[13.2] PEACE TREATIES 
Peace Treaties are applicable only when two or 
more Players are at war with each other. Players 
may decide to agree to a Peace for whatever 
reasons - and for whatever terms - they deem 
necessary. The terms of a Peace Treaty must be 
written out on a slip of paper and presented to the 
other Players at the end of the Diplomacy Period. 
To avoid arguments, all parties to the Treaty 
should sign it. Peace Treaties may simply state that 
a State of War no longer exists, or there may be 
areas that change hands and reparation payments 
made (in the advanced game). 

Example: Treaty of Madrid, 1539 (Hypothetical) 
The Hapsburgs and the French are no longer at 
war. The Hapsburgs cede to France the territory of 
Navarre in return for French evacuation of Fran
che Comte. The French forces in Franch Comte 
must return to Paris. 

Any movement designated in a Treaty is carried 
out in the ensuing individual Movement Phases. If 
Treaties are broken, the Players can either declare 
war again or gnash their teeth in frustration. (Note 
that there is a distinction between Treaty provi
sions which must be executed simultaneously with 
the institution of the treaty- cessions of territory, 
payments, and so forth- and future promises
such as troop movements. The latter are suscep
tible to being broken.) 

[13.3] ALLIANCES 
An Alliance is an agreement between two or more 
Players/countries that have, or appear to have, 
common objectives. Alliances permit Players a 
greater degree of co-operation than is otherwise 
allowed by the Rules. 

[13.31] Alliances must be written out in full. Dur
ing the Diplomacy Phase in which it is concluded, 
an Alliance must be announced, but the terms of 
an Alliance may be kept secret until such time as 
one or the other of the Players party to it performs 
some action that would otherwise not be permitted 
and someone demands how he can be doing it. At 
that point, the Alliance (the written document) 
must be produced. 

[13.32] Alliances are temporary, and therefore 
must be concluded to run from a certain date to a 
certain date. This must be included as part of the 
written document. Of course, there is nothing to 
stop a Player from contravening the terms of an 

Alliance (if any) prior to to its official conclusion, 
aside from the anger of the injured party. 

[13.33] An Alliance may allow one country's units 
to pass through another country's territory 
without incurring the usual movement loss. Such 
movement would occur without a Declaration of 
War, obviously (see Case 8.3). 

[13.34] An Alliance may allow one country's units 
to enter the Zones of Control of another country's 
units (see Cases 7.22 and 7 .23). 

[13.35] An Alliance may allow one Player's Mis
sionary units to enter hexes occupied solely by a se
cond Player's combat units (see Case.5.63). This 
may be part of an agreement by the second Player 
to accept Conversion (see Case 10.28). 

[13.36] Example: Alliance between Lutherans 
and England 
Lutherans agree to contribute two Armies to the 
English effort ttl capture Rouen. They also agree 
to Declare war on France. England agrees to allow 
a Lutheran Missionary to visit England. Further
more, they agree to aid the Lutherans, with two 
Armies, if Charles V (Hapsburg) attacks Saxony. 
This alliance is in effect from 1539 to the end of 
1541. 

In the above sample Alliance, the terms would be 
carried out in the immediately ensuing Game-Turn 
(unless specifically stated otherwise). Now the 
Lutherans might break the Alliance if they see that 
the English invasion of France isn't going too well, 
and the English might simply get rid of the Mis
sionary (if they could) after receiving help from 
the Lutherans. Self-interest is the key word in 
trusting alliances. 

[13.37] Alliances may be renounced prior to run
ning their natural course during the Diplomacy 
Phase. Of course, a Player may, by his actions 
during the Campaign Phase, contravene the spirit 
or letter of an Alliance, but he remains "for
mally'' allied until the Alliance is renounced or ex
pires. 

[13.4] TRUCES 
A Truce is simply a formal agreement between two 
warring countries to end the State of War (see Case 
8 .4) for a stated length of time without resorting to 
a formal Peace Treaty. After the stated time limit 
is over, the State of War automatically resumes, 
unless a Peace Treaty has been announced. Truces 
may include anything that a Peace Treaty includes, 
and, of course, they need not be honored. 
Remember, a Truce is not an Alliance. Note: 
Although a Truce is only a temporary peace, it is a 
peace. A Truce cannot be broken with a belligerent 
act (in the sense of Case 8.4) until a new Declara
tion of War has been issued during a Diplomacy 
Phase. A Player may never go to war without a 
Declaration of War (Exception: see Case 16.37). If 
the Truce runs out and no formal Peace Treaty is 
signed, then the original Declaration of War which 
engendered the conflict is re-issued automatically. 
(Exception in the Advanced Game: see Case 
16.37). 

[13.5] ULTIMATUMS 
Ultimatums are warnings, either printed or 
spoken, that certain actions may be taken by one 
side against another, etc. In the case of Excom
munication (in the Advanced Game), the Pope 
must issue an Ultimatum (or a Papal Bull) in writ
ten form at least one full turn before he excom
municates any party. 

[13.6] CEDING TERRITORY 
[13.61] Players may freely cede (give) territory to 
each other for whatever arrangements they agree 
upon. There is no restriction as to what one Player 
may give another in that vein. 

[13.62] If Player A cedes an area to Player B dur
ing a Diplomacy Phase, and Player A has combat 
units in that area, A may move those units (only) in 
and through that area without creating any 
"belligerent" situation (see Case 16.34). 

[13.63] In Case 13.62, it should be noted that 
unless B agrees otherwise in the Treaty ceding the 
area, the units of Player A must leave that area in 
his ensuing Movement Segment. To stay in such an 
area in abrogation of a Treaty is an official act of 
War. Players should thus be careful to spell out the 
terms of such a Treaty vis a vis this section. (Note 
that unless A had issued a Declaration of War in a 
previous Diplomacy Phase against B, he must 
remove his troops according to the Rules of the 
game, as it is not permitted to go to war without a 
Declaration of War). 

[14.0] VICTORY 
CASES: 
[14.1] SCHEDULE OF VICTORY 

POINTS 
Each country receives Victory Points for holding 
certain objectives at the end of the game. It is also 
possible for a country to lose points for not having 
certain objectives at the end of th~ game. To gain 
an objective politically, you must be the last per
son to have a combat unit in the area (see Section 
12.0). To gain religious control, you must have a 
Missionary in the area and the area must have been 
converted to a given religion (or kept its original 
status without ever being converted to another 
status). Victory Points are listed on the Player 
Cards. Players should note that there is an 
Historical Victory Schedule plus additional 
schedules for some of the countries. In the Basic 
Game, Players should pay attention only to the 
Historic Conditions. 

[14.2] WHO WINS? 
The Player with the greatest numb.er. of Victory 
Points (plus, not minus) is the winne~. Only one 
player can win - unless more than one Player has 
the highest total. Players who come in second can 
feel better in that they finished ahead of four 
others, and so on down the line. 

[15.0] THE ADVANCED 
GAME 

The Advanced Game takes into account a variety 
of factors that have been left out of the Basic 
Game for the purposes of simplicity. Players will 
find that the rules for the Advanced Game add a 
greater depth to the game- and with it a greater 
degree of subtlety in play. However, there is a cer
tain amount of bookkeeping that must be done in 
the Advanced Game, as finances are involved. 
There is also a set of variable Victory Points for 
several of the countries, so that Players are never 
quite sure what the objectives of the other Players 
are. Garners not familiar with this type of game 
should play the Basic Game at least once before 
tackling the advanced version. Veteran garners 
shouldn't find too many problems with the ad
vanced rules. 

[16.0] FINANCES 
GENERAL RULE: 
Each country in the game has a certain amount of 
income. In order to make certain moves, Players 



must pay for their machinations from their 
Treasury. Furthermore, Players may purchase 
mercenaries and make loans (sometimes). They 
also must pay to bring in replacements; they do not 
return automatically. Players must keep in
dividual track of their earnings and expenditures; 
this can become somewhat convoluted.at times, so 
be sure to remain on top of the situation. Players 
may examine each others financial records at any 
time. In order to settle finances and raise taxes two 
phases are added to each Game-Turn: The Taxa
tion Phase (after the Campaign Phase and before 
the Diplomacy Phase) and the Expenditure Phase 
(after the Diplomacy Phase). All players perform 
all financial arrangements and raising of revenues 
at the same time. 

CASES: 
[16.1) TAXATION AND THE 

TREASURY 
During the Taxation Phase of .each Game-Turn, 
each Player collects revenues due him from his ter
ritories. These earnings are then placed in each 
Player's Treasury, which reflects the total 
"wealth" of that Player at any given moment. 
Players should note that the Taxation and Expen
diture aspects of A Mighty Fortress are quite 
abstract; they do not indicate literal income. Most 
countries at this period of time (as they do today) 
functioned at a deficit, especially when involved in 
wars. The fact that a country may have a Treasury 
surplus in the game does not mean he is making 
money in the historical sense. However, the finan
cial aspect of the game accurately reflects the 
problems besetting a country attempting to main
tain militarycand diplomatic activity. 

[16. H) Each Player has a "Treasury" which he 
uses to keep track of his total worth at any given 
time. Since there are many calculations that will 
occur as revenues come and expenditures are 
made, Players should use a pad of paper to keep 
track of their Treasury Level. Players may use any 
means of identification for their money: pounds, 
florins, guilders, even zlotys. We will use guilders 
for clarity's sake. 

[16.12] Players receive revenue from their cities in 
the Taxation Phase, after each Campaign Turn. 
Revenue is received after all players have moved 
and fought in their individual Campaign Turns. 
Revenue (or taxes) is immediately placed in the 
Treasury for use during the Expenditure Phase. 

[16.13) Each Player starts the game with a certain 
amount of money in his Treasury. The Amounts 
are as follows: 

Ottomans: 9 
Papacy: 6 
France: 10 
England: 7 
Hapsburgs: 18 
Lutherans: 4 

[16.14) During the Taxation Phase the Players 
receive revenue for each city that they control or 
occupy (see Section 12.0). Each city has a different 
income level, listed in 16.2. The Player who con
trols that city receives that amount of income dur
ing the Taxation Phase. However, some of the 
cities on the list are italicized. These are cities that 
start the game in control of one of the Players. 
These cities can supply full income only to the 
original controller. If they are held by any other 
Player they only provide one-half the income 
(rounded up; i.e., one-half of I = 1). 

[16.15) Players do not receive any money for con
trolling areas: they receive money only for cities. 

[16.16) The controlling Player receives income 
from a city actually occupied (physically) no mat
ter what the military situation may be, as long as 

he has a combat unit in that city during the Taxa
tion Phase. However, a city a Player controls (as 
opposed to occupies) by having been the last 
Player to have a combat unit in it will provide in
come to a Player only if a line of hexes (land or sea) 
may be traced from the city hex back to any hex in 
that Player's country. This line may not pass 
through an Enemy combat unit nor an Enemy 
Zone of Control. For purposes of this section, 
Friendly units negate an enemy zoe. 
[16.17] Players will note that income will change 
from turn to turn as the cities change hands. They 
should remember this when computing income in 
the Taxation Phase. 

[16.18] Players may never spend more than they 
have in their Treasury; there is no "deficit spend
ing." 

[16.2] CITY INCOME SCHEDULE 
(see map) 

[16.3] EXPENDITURES 
In the Advanced Game there is very little that you 
can do without paying for it. Players who are con
stantly campaigning will find themselves broke in 
short order. As money from a Treasury is expend
ed, Players should subtract it from the present 
level, so as they have a running account of their 
Treasury. All expenditures are made in the Expen
diture Phase. 

[16.31) Replacements: Replacements (Case 11.1) 
do not return to the game automatically. For each 
combat unit that a Player wishes to return as a 
Replacement he must pay two guilders. The 

' Replacements return on the turn after the turn in 
which the Player has expended the money to pay 
for them. Thus a unit eliminated in 1535 is placed 
aside. In the 1536 turn Expenditure Phase the 
Player pays two guilders for its return. It is placed 
on the game-map in the Reinforcement and 
Replacement Phase of the 1537 turn and may 
move in the 1538 turn. There is no cost for Mis
sionaries, nor do the Lutherans pay for the Rein
forcements they are scheduled to receive (Case 
11.2). 

[16.32] Mercenaries: Each Player has a specific 
number of Army units labelled either Swiss 
Mercenary or, in the case of the Ottoman, 
Janissary. These units are not part of that Player's 
initial force; they must be raised by spending 
money. It costs a player five guilders to raise a 
Mercenary unit, and it costs five guilders to bring a 
mercenary unit back if it is eliminated (as a 
replacement). Mercenaries are treated exactly as 
replacements for the purposes of bringing them in
to the game; i.e., there is a full two-turn hiatus (see 
Case 16.31 for the sequence). 

[16.33) General Movement: If a Player moves any 
of his combat units any number of hexes he must 
expend an amount equal to one-third of his in
come for that Game-Turn (rounded up). This 
literally means what it says; if you move even one 
combat unit one hex you expend one-third of your 
income received for that turn during the Expen
ditures Phase. This does not apply to Missionary 
Movement. Furthermore, this expenditure is 
superceded by Case 16.34 if the Player engages in 
active, belligerent campaigning. 

[16.34) War: If a Player engages in any active, 
belligerent activity, as listed below, he expends an 
amount equal to his full income received for that 
Game-Turn. This supercedes Case 16.33; i.e., a 
Player who mo.ves a unit to attack an enemy unit 
does not pay one-third his income for moving and 
then his full income for attacking. He pays "only" 
his full income. 

Example: France has a Treasury of 30 guilders; she 
receives 25 guilders income in the Taxation Phase 
of 1545. In the Diplomacy Phase of 1545 she 

declares war on England; in the subsequent Expen
ditures Phase she expends 25 guilders. The follow
ing are belligerent acts under this section: 
a. Any Declaration of War; or 
b. Any movement of combat units into or within 
any area not under your control; (withdrawing 
units from hostile zoe into your own territory is 
not a belligerent act); or 
c. Any attack. on a hostile combat unit, whether in 
your area or not. 
[16.35) Use of Combat Units: For each combat 
unit used in either an attack or defense, the Player 
must expend one guilder from his Treasury. This 
means that a Player who is attacked is forced to ex
pend guilders even though he may not wish to. The 
only exception to this is that guilders expended for 
defense may never bring the Treasury to a level 
lower than zero (0). In such a case the defending 
Player would defend free of cost for any units that 
would drop his level below 0. No attacks may be 
made for which Treasury funds are lacking. Note: 
these costs are in addition to any incurred for Case 
16.34. 

[16.36] The Papal Player is exempt from paying 
any costs usually incurred in Case 16.34 (War). He 
must pay any costs for Replacements, Movement, 
and Use of Combat Units; but he need never pay 
per se, for any belligerent action. (If players feel 
that the Papal Player is an exceptionally strong 
one they may, by unanimous consent, waive this 
rule; however to do so does restrict the Pope con
siderably). However, the Pope may never increase 
his income above the six limit he originally 
receives, regardless of how many cities he controls. 

[16.37] Declarations of War cannot be ended 
unilaterally; both sides must agree - in either a 
Truce or a Peace Treaty- to end the State of War 
and thus bring an end to the Declaration. Thus the 
country that has made the Declaration must pay 
(his full income) for each turn the Declaration is in 
effect, regardless of whether or not he does 
anything about it. However, if a country making a 
Declaration of War makes no belligerent act (Case 
16.34 b or c) for two consecutive years, the 
Declaration of War (and with it the State of War) 
automatically lapses and is no longer in effect. 

[16.38) As stated in Case 8.49, a Player may make 
a Declaration of War against more than one coun
try at a time. However, he still pays the costs (his 
full income) as if he had declared war against only 
one; there is no extra cost per country. However, 
remember Case 16.37! 

[16.39] Friendly combat units occupying Enemy 
cities in countries they do not wholly control do 
not incur full income costs under Case 16.34b. 
These are considered garrison units, and as long as 
they neither attack nor move in a turn they are not 
considered to be moving into or within an area not 
under control. 

[16.4] BORROWING 
Players may borrow money from each other under 
certain restrictions. Players may have certain 
powers over other Players in respect to this ar
rangement. There is no limit to the amount of 
money that may be borrowed, nor is there any 
limit to the number and type of financial ar
rangements that the parties to the loan may re
quire, with some exceptions. 

[16.41] Generally, any country may lend money 
to another country. A loan must be announced in 
the form of a formal written statement. It may be 
part of a Treaty or Alliance, but all terms of the 
loan must be announced and written. 

[16.42) Loans may be for any length of time and 
for any terms mutually agreed on by the Players. 

[16.43) There are several exceptions to the above 
two sections. No Catholic country may ever lend 
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money to another Catholic country, with the ex
ception of the Papal States. A Catholic country is 
one that is neither Lutheran (in terms of conver
sion) nor under the sway of the Turk (Ottoman). 
In essence, then, the Pope is the "banker" for the 
Catholic countries. 

[16.44] The Pope may never charge "interest" -
that is, a percentage of the loan in terms of money 
- on any loan to any Catholic country. He may 
demand other terms, in the form of military aid or 
transfer of territory. But he may never require ad
ditional money for a loan. 

[16.45] Catholic and non-Catholic countries may 
freely arrange loans - on any terms - among 
themselves. However, Catholic countries dealing 
with non-Catholic countries may find themselves 
in danger of being Excommunicated (see Case 
17.2lc). 

[16.46] If a Player fails to repay a loan, the only 
sanctions the lender may seek against the 
defaulting borrower are those he can bring about 
militarily or diplomatically. There is no other 
penalty for default, in terms of game rules. 

[16.5] AUGMENTING NAVAL 
MOVEMENT 

In the Advanced Game the Players may, if they so 
wish, choose to not use the Extended Naval Move
ment (Case 5.4) and instead purchase additional 
movement capability for their naval units. The 
method is simple: for each ship that wishes to 
move up to an additional six hexes it costs one 
''guilder;'' for each ship that wishes to move seven 
to twelve additional hexes it costs three guilders. 
Players may use either this rule or Case 5 .4, but 
they must choose either one or the other (for 
everybody) for the whole game. Players may not 
mix the two during the game. 

[17.0] EXCOMMUNICATION 
GENERAL RULE AND COMMENTARY: 
Excommunication is, generally (very), a religious 
sanction imposed upon an individual or state by 
the Church (i.e., the Pope) in response to certain 
actions taken by that individual or state that are 
contrary to the Church's teachings (e.g., her.esy) or 
its quasi-political/religious leanings. Excom
munication forbade an individual certain rites and 
sacraments of the Church and, in essence, threw 
him out of the Church. Excommunication for an 
entire country (technically termed "interdiction") 
had the same effect on its subjects, but, in addi
tion, it placed the excommunicated country in a 
precarious political position, as other Catholic 
countries were forbidden from dealing with an ex
communicate country. The powers of the Church 
in this respect had diminished considerably by the 
time of the Reformation, but they could still have 
a definite economic and political effect on such a 
sanctioned country .. Therefore, under certain cir
cumstances the Papal Player may excommunicate 
Catholic countries/players (only). The sanctions 
are in the form of lost Victory Points and then 
diminished income. 

CASES: 
[17.1] WHO MAY BE 

EXCOMMUNICATED 
The Pope (Papal Player) may excommunicate only 
those Players who represent Catholic countries. 
That automatically eliminates the Lutheran and 
Ottoman Players. The other three countries are 
considered to be Catholic if they have not con
verted to Lutheranism - either voluntarily or in
voluntarily (in addition, see Section 18.0). 

[17.2] THE MECHANICS OF 
EXCOMMUNICATION 

[17.21] The Pope may excommunicate a country 
for the following reasons - and only the follow
ing reasons: 
a. A belligerent action against a territory con
trolled by the Pope. This means any action 
covered in Case 16.34. 
b. Any Catholic country making a formal Alliance 
(not Peace Treaty or Truce) with the Lutheran 
Player. 
c. Any Catholic country lending money to a non
Catholic country. (Catholic countries may borrow 
from non-Catholic countries without the threat of 
Excommunication). 
d. Voluntarily allowing a Lutheran Missionary to 
enter and remain within the country's territory; in
cluding voluntary conversion by Alliance, Treaty 
or whatever. In such a case the Pope must initiate 
the Excommunication process immediately. 
Failure to do so for even one turn stops the Pope 
from excommunicating a Catholic country for this 
reason. (This is the exception to Case 17 .I). 
e. The Divorce Question. (see Section 18.0). 

[17.22] The formal process of Excommunication 
always takes place in the Diplomacy Phase. 

[17.23] In order for the Pope to excommunicate a 
country for the reasons in Case 17.21, he must first 
issue a Papal Bull, (or an Ultimatum; see Case 
13.5). If the player fails to heed the Papal Bull, on 
any succeeding turn following the issuance of the 
Bull the Pope may excommunicate the Player by a 
formal, written proclamation. The Excommunica
tion must state the reason for such. 

[17.24] Unless specifically stated in the Proclama
tion of Excommunication, Excommunication 
lasts for the remainder of the game or until the ex
communicate country is converted to 
Lutheranism. Thus the Papal Player should use his 
power of Excommunication wisely, lest he thrust a 
country into the camp of the enemy. 

[17 .3] THE EFFECTS OF 
EXCOMMUNICATION 

[17.31] The effects of Excommunication take 
place immediately. That is, the first sanction ap
plies in the Diplomacy Phase that the Excom
munication is announced. 

[17 .32] For the first two years that a country re
mains excommunicate it loses one Victory Point 
per year. Thus a player excommunicated in the 
Diplomacy phase of 1540 would lose one V.P. for 
1540 and one V.P. for 1541, unless he can get the 
Pope to rescind the Excommunication. 

[17.33] Starting with the third year of Excom
municati~n - in the Expenditure Phase of the 
third year - the Player loses one-half his income 
for that year. He does not lose any more Victory 
Points. He will continue to lose one-half of his in
come until Excommunication is withdrawn or the 
country becomes Lutheran. 

[17 .34] The effects of Excmpmunication differ 
slightly from the above in the case of England if 
she is excommunicated over the Divorce Question 
(see Case 18.34). 

[17.4] WITHDRAWING 
EXCOMMUNICATION 

Only the Pope may rescind the order of Excom
munication. He may do it for any reason - or 
agreement- he sees fit. However, if, at any time, 
the excommunicate Player satisfies the re
quirements of the Ultimatum (Papal Bull) issued 
fQr that Excommunication, the Pope must 
withdraw the Excommunication. Countries may 
be excommunicated more than once during the 
game, but an excommunicated country may not be 

excommunicated again (while it is still excom
municate). Withdrawals of Excommunication 
need not be in writing. 

[18.0] HENRY VIII AND 
THE "DIVORCE" 
QUESTION 

COMMENTARY: 
By 1531, Henry VIII, King of England, had decid
ed to get rid of his first wife, Catherine of Aragon 
(aunt of Charles V, Holy Roman Emperor and 
head of the Hapsburg Dynasty) in favor of Anne 
Boleyn. He asked the Church for a Papal Annul
ment of his marriage to Catherine, among his 
reasons being the failure of Catherine to provide a 
son. The Pope refused, and Henry broke with the 
Church. Now Henry was still, in his own mind, 
Catholic; he had no desire to become Lutheran 
and had less interest or sympathy for the Reforma
tion. However, his failure to recognize the Pope as 
supreme authority on such matters as he, Henry, 
felt the Church had no right to interefere with 
placed him in a sort of religious "limbo." That his 
actions did not exactly earn him the friendship of 
Charles V goes without saying, and his position vis 
a vis the other Catholic countries. became quite 
precarious. This rule attempts to simulate the 
cause and effect of this great, seminal religious 
and political dispute. Because of its very nature it 
demands a complexity somewhat greater than the 
rest of the game, the complexity being in the varie
ty of things that may happen. 

CASES: 
[18.1] THE ENGLISH OPTIONS 
[18.11] Starting with the first turn of the Game-
1532- the English Player has three years within 
which he must ask the Church (Papal Player) for 
an Annulment. 

[18.12] If, by the end of the Diplomacy Phase of 
the 1534 Game-Turn, the English Player has not 
requested Papal Dispensation for an Annulment, 
the English player loses ten Victory Points. (This is 
a sanction against the Player for not assuming a 
political stance that would be in the best interests 
of England as a country). 

[18.13] Once a Dispensation is requested, the op
tions - and the penalties and results of such op
tions - are all the Pope's. 

[18.14] If the Pope denies the request for Dispen
sation, the English Player must decide whether to 
go ahead with Divorce or discard the idea. He 
must make this decision in the same turn that the 
Pope denies the request for Dispensation. If the 
English Player does not go through with the 
Divorce he loses ten Victory Points, just as in Case 
18.12. 

[18.2] THE PAPAL OPTIONS 
[18.21] Once the English Player has requested a 
Dispensation for an Annulment, the Papal Player 
has two years within which to either deny the re
quest or grant it. Thus, if the English Player for
mally requests a Dispensation in the Diplomacy 
Phase of the 1533 Game-Turn, the Pope must re
ply by the Diplomacy Phase of the 1535 Game
Turn. He may, of course, reply immediately to 
such a request, or wait one or two years. 

[18.22] If th~ Pope decides to deny the request for 
Dispensation, he must formally announce such in 
the Diplomacy Phase to the English Player. If the 
English Player then insists on going through with a 
Divorce, the Papal Player has the option to allow 
the Annulment to take place, or to Excom-



municate the English Player, using the standard 
procedures for such. 

[18.23] The denial of the request (18.22), the 
English insistence on an Annulment, and the is
suance of the Papal Bull for Excommunication 
must occur in the same Diplomacy Phase. Failure 
of the Papal Player to issue tne Papal Bull 
(Ultimatum) is the same as allowing the Annul
ment to proceed. 

[18.24] In the case of the Papal Bull of Case 
18.23, the Order of Excommunication must follow 
in the very next turn, unless the English do not go 
through with the Annulment. 

[18.3] THE CONSEQUENCES OF 
PAPAL ACTIONS 

[18.31] If the Papal Player specifically grants an 
Annulment to the English Player, he loses twelve 
Victory Points. However, in such a case England 
remains an actively Catholic country, subject to all 
restrictions placed on Catholic countries vis a vis 
the Pope and non-Catholics. She may, of course, 
be converted to Lutheranism at any time. 

[18.32] If the Papal Player allows the English 
Player to obtain an Annulment (as opposed to 
specifically granting an Annulment as in 18.31) he 
loses ten Victory Points. England remains 
Catholic. 

[18.33] If the Pope succeeds in blocking the An
nulment/Divorce without Excommunicating the 
English Player, he gains five Victory Points. In 
such a case, England would, as above, remain 
Catholic. 

[18.34] The only other option remaining to the 
Pope is E*communication. If England is excom
municated several things happen: 
a. The English Player loses two V.P.'s for each 
year he is excommunicated, with a maximum of 
four points being lost (two years). 
b. After the two years mentioned in (a), above, 
there are no further specific penalties. (England 
does not lose income as per Case 17.33 if excom
municated under this section). However England 
is no longer a Catholic country; she is not, though, 
a Lutheran country, and she will lose Victory 
Points if she has a Lutheran Missionary in her ter
ritory at the end of the game! She is, for all intents 
and purposes, in a state of religious limbo. 
c. While England may not be Lutheran, for the 
purposes of Case 17.2lb and 17.2lc, the other 
Catholic countries must treat her as such. To deal 
with England is to bring about possible excom
munication for the "dealing" country. 

[18.35] Once England is excommunicated under 
this section the Annulment and resultant marriage 
to Anne Boleyn are considered to have taken 
place. Thus, the Pope may not rescind the excom
munication and the consequences of such option 
stand for the rest of the game. Of course, Henry is 
free to marry again now- an option which he ex
ercised several times, to the detriment of his 
former wives. 

[18.36] This is not an optional rule in the ad
vanced game. It must be used by the players. 
Players should also note that if England becomes 
excommunicated (or interdicted, to be accurate) 
the two remaining Catholic countries (France and 
Hapsburgs) gain extra Victory Points for taking 
English objectives (as long as France and the 
Hapsburg territories themselves remain at least 
partially Catholic). 

[19.0] VARIABLE VICTORY 
CONDITIONS 

Certain Players have several sets of Victory condi
tions. As a Player's victory objectives should re-

main secret from the other Players, Players will 
find that after three or four games they will know 
each other's objectives, thus rendering play 
somewhat stale and predictable. To solve that 
problem the Players may use the variable objec
tives- if they have them. To use Variable Victory 
Conditions each Player who has variable objec
tives makes up a counter or piece of paper, each 
such item containing a number for each set of dif
ferent objectives that he has. Each Player then 
places these pieces of paper in a separate cup or 
holder and draws one of the pieces of paper from it 
at the beginning of the game. He looks at the paper 
(secretly) and places the paper aside, where it can 
be revealed at the end of the game. The additional 
papers are also set aside, and no one may look at 
them. Thus each Player will know what his objec
tives are without the other Players knowing. 
Players may thus use these variable objectives to 
bluff other players- or any other diplomatic wile 
they can think of. 

Example: France has four different sets of objec
tives. The first set (#1) is Historical and is always 
used in the Basic Game. The French player makes 
up four pieces of paper with the numbers 1, 2, 3, 
and 4 separately on each paper. He then draws 
blindly from a receptacle; the number he receives 
is the set of Victory Objectives he uses. 

Players should note that variable objectives never 
apply to points lost; only to points gained. 

[20.0] THE CAST OF 
CHARACTERS 

For those players interested in total role immer
sion, the following is a list of rulers for all coun
tries (except the Lutherans) during the period 
covered by the game. 
Pope: Clement VII (to 1534); Paul III (1534-1549); 
Julius III (1550-1555) 
Holy Roman Emperor: Charles V 
England: Henry VIII (to 1547); Edward VI 
(1547-1553); Mary (to 1555) 
France: Francis I (to 1547); Henry II (1547-1555) 
Ottoman Empire: Suleiman I (The Magnificent) 

HISTORICAL NOTES 
On October 31, 1517, Martin Luther, a German 
monk who taught at the University of Wittenburg 
in Saxony, issued a challenge to academic debate 
in the form of 95 theses attacking abuses in the sale 
of papal indulgences. On June 28, 1519, the elec
tors of the Holy Roman Empire unanimously 
chose the logical candidate, Charles of Hapsburg, 
the most powerful prince in Europe, as Emperor 
Charles V. These two seemingly common-place 
events, separated in time by slightly over a year
and-a-half, set the stage for one of the most 
significant periods of European history which 
brought an end to an era and prepared the way for 
the modern ·age. 

For over one thousand years Europe had been 
united by a common Christian faith. During this 
period, known as the Middle Ages, a single ec
clesiastical organization dominated European 
society, and a universal state, the Holy Roman 
Empire provided the secular counterpart to 
Europe's religious unity [at least in theory]. 
Luther's 95 Theses shook the foundations of the 
medieval world and began the Protestant Refor
mation. Before Luther's death in 1546, most of 
Germany and large areas of the rest of Europe had 
abandoned the medieval faith and adopted the 

teachings of Martin Luther or other Protestant 
reformers. Less than a decade after Luther's death 
an official treaty, The Peace of Augsburg, gave 
legal recognition to Lutheranism in the Empire. 
The following year Charles V, exhausted and 
discouraged by his long struggle to maintain 
religious unity and strengthen imperial rule, ab
dicated his throne and retired into a monastery. 
Within half a century the religious unity of Europe 
had been shattered and the medieval empire had 
been fragmented into a system of competing 
secular states. 

These radical changes in the structure of European 
society were extremely surprising results in view of 
the situation in 1517. Luther's initial attack was on 
a manifest abuse. He had no intention of creating 
a schism in the church or beginning a new church. 
But when the ecclesiastical authorities failed to res
pond to his demands for reform, he expanded his 
concerns. Between 1517 and 1521 he began to ar
ticulate clearly his belief in justification by faith 
alone and the authority of scripture as the sole 
norm for doctrine in the Christian church. In a 
series of pamphlets written in 1520, he rejected 
some of the well-defined doctrines of the medieval 
church and appealed to the German nobility to 
reform the church. Although he was excom
municated by the Pope, he was not condemned by 
the Emperor until1521, when he was called to ap
pear before Charles at the Diet of Worms and 
ordered to recant his teachings. When he refused 
to do so, Charles issued the Edict of Worms which 
accused Luther of heresy and disobedience to im
perial authority. His books were ordered burned 
and he was placed under the imperial ban. 

This should have ended both Luther's career as a 
reformer and the Lutheran Reformation. Earlier 
heretics, such as John Hus in the fifteenth century, 
had been burnt at the stake when they refused to 
recant their teachings despite strong popular sup
port. Furthermore, Charles V was clearly the most 
powerful European ruler since Charlemagne and 
should have had little trouble in enforcing his 
edict. Charles had become the ruler of a vast em
pire as the result of a very fortunate inheritance. 
His maternal grandparents were Ferdinand and 
Isabella of Spain. Through them he became heir to 
Spain, its possessions in Italy, and its rich empire 
in the New World. His father was Philip of 
Burgundy, the son of Maximilian of Hapsburg. 
His inheritance from his father included the 
Hapsburg lands in eastern Europe and the Burgun
dian territories to the North and East of France. 
Finally, his election as Holy Roman Emperor in 
1519 made him the nominal ruler of Germany. 
However, Charles' immense power posed a threat 
both to the papacy and the other princes of 
Europe. During the Middle Ages the papacy had 
fought a long struggle with a series of Emperors, 
first for freedom from imperial control and then 
for the dominant position in that society. When 
Pope Leo X first heard of Luther's challenge, he 
considered it a monkish quarrel in Germany which 
would easily be resolved. But he was seriously con
cerned about the potential election of Charles of 
Hapsburg to the imperial throne, because he 
feared Hapsburg power would dominate Italy and 
with it the papacy. Consequently, Leo spent vast 
sums of money to secure the election of Francis I, 
the King of France, rather than Charles. 

During the crucial early period of the Reforma
tion, when Lutheranism could easily have been 
suppressed, Charles and Leo focused their atten
tion on the impending election rather than on the 
nascent heresy in the center of Europe. One of the 
seven electors who voted in the imperial election 
was Luther's prince, Frederick the Wise of Sax
ony. Although Frederick had never met Luther 
and cert;inly did not support Luther's ideas ini-
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tially, he had a strong commitment to justice. 
Luther was one of his subjects, and he was deter
mined to assure him a fair trial. As a result the 
Pope was reluctant to take any action against 
Luther which might offend one of the electors. 
When, after the Diet of Worms, both Charles and 
Leo were prepared to move against Luther, an en
tirely different situation existed. Luther had 
become a national hero, and even the Emperor 
could not enforce the Edict of Worms without the 
cooperation of the German Diet. 

The Empire which Charles ruled was actually a 
loose organization of a large number of semi
independent jurisdicitons. Real power was in the 
hands of the fifty ecclesiastical and thirty secular 
princes of the Empire as well as some eighty im
perial free cities. The most important princes were 
the seven electors made up of four secular princes 
- the Elector of Saxony, the Margrave of 
Brandenburg, the King of Bohemia and the Count 
Palatine of the Rhine - and three ecclesiastical 
princes- the Archbishops of Mainz, Cologne and 
Trier. They had the sole right to elect the Emperor 
and formed the first estate of the Imperial Diet. In 
addition, the other princes and the free cities were 
represented in the Diet. Between 1521 and 1531, 
Charles was unable to enforce the Edict of 
Worms, because the Diet refused to cooperate and 
he was constantly distracted by attacks from 
France and the Ottoman Turks. 

Between 1521 and 1530 Charles was continuously 
at war. These wars were initiated by the King of 
France, Francis I, and the Turkish ruler, Suleiman 
I, the Magnificent. France, which had been the 
most powerful country in Europe, was totally sur
rounded by Hapsburg territory. Consequently, 
Francis felt threatened by Hapsburg power and 
desperately sought to break the Hapsburg ring en
circling him. The Ottoman Turks were the only 
non-Christian power in Europe. In 1453 they had 
captured the city of Constantinople, the capital of 
the Eastern Roman Empire and the stronghold 
guarding Christian Euope from the Moslem Near 
East. During the next century the Turks penetrated 
deep into Europe, initiating a new phase in the 
struggle between the Islamic and Christian worlds 
which had been going on throughout much of the 
Middle Ages. The Turks posed their most serious 
threat during the reign of Suleiman the Magnifi
cent (1520-66). In 1521 he seized the city of 
Belgrade, the gateway to Hungary and the 
Hapsburg lands. In 1526 the Turks won an over
whelming victory at the Battle of Mohacs and 
overran much of Hungary. In 1529 they laid siege 
to the city of Vienna in the heartland of Charles' 
empire. 

In order to deal with the Turkish and French 
threats Charles needed the financial and military 
support of the German Diet. But the German 
rulers were reluctant to support Charles even 
against the Moslem Turks unless they could be 
assured that he would not infringe on their in
dependence by enforcing the Edict of Worms. As a 
result Lutheranism was allowed to grow relatively 
unmolested until 1530. In that year Charles made 
another effort to resolve the religious problem and 
to create a united front against the Turks. Having 
concluded a peace treaty with Francis and repulsed 
the Turks at Vienna, Charles was finally able to 
return to Germany for the first time since 1521. A 
Diet was held at Augsburg in 1530. The Lutheran 
rulers submitted a document known as the 
Augsburg Confession which stated their beliefs in 
as conciliatory a way as possible. But the dif
ferences were still too great to be breached and the 
Diet ended without agreement. In November of 
1530 Charles, convinced that strong measures 
were the only way to deal with Lutheranism, 
ordered the Lutherans to return to the Catholic 

church by Aprill531. The Lutheran rulers, fearful 
that the Emperor was about to restore Catholicism 
through the use of force, met together at 
Schmalkalden and formed a defensive league. It 
originally included the rulers of Saxony, Hesse, 
Brunswick-Luneburg, Anhalt, and Mansfeld as 
well as the cities of Magdeburg and Bremen. 
The formation of the Schmalkaldic League is the 
starting point for the game. By this time 
Lutheranism was firmly established in Germany 
and the initial penetration of the Scandinavian 
countries had been achieved. But Lutheranism was 
still extremely vulnerable to suppression by 
Charles V. The Schmalkaldic League was relative
ly weak when compared to the combined strength 
of the Catholic powers in Germany and the 
Emperor. If the Emperor had not been plagued by 
other problems, he might have been able to act 
decisively against the Lutherans. But within two 
years after the Diet of Augsburg the lull in the 
fighting ended. In 1532 the Turks were on the 
march again, and Charles needed the help of the 
Lutherans to meet the attack. In June 1532 he 
agreed to leave the Lutherans in peace until a 
Church council could assemble to deal with the 
religious issue in return for assistance against the 
Turks. 

For the next fourteeen years Charles was unable to 
concentrate on the Lutheran problem because his 
other enemies continued to demand his full atten
tion. Although Suleiman's attack on Vienna was 
abandoned when he was confronted by an imperial 
force of 80,000 troops, Francis and the new Pope, 
Clement VII, united against Charles in a new 
alliance. The Pope was concerned about Charles' 
power in Italy and his demands for a church coun
cil, while Francis was determined to reacquire 
Genoa and Milan. Francis, in fact, shocked Chris
tian Europe by also allying himself with the 
Turkish Sultan against the Christian Emperor. In 
1534 the Turkish fleet under the command of 
Kheireddin Barbarossa entered the western 
Mediterranean and captured the North African 
city of Tunis. From there they were able to harass 
Spanish commerce and pose a threat to Sicily, 
Southern Italy and the coastal cities of Spain. 
Francis, who had assisted Barbarossa, now 
launched an attack on Milan and overran Savoy. 
But Charles, who was inevitably more successful 
on the battlefield than he was in diplomacy, recap
tured Tunis and destroyed the Turkish fleet. He 
then invaded the south of France and forced Fran
cis to abandon his Italian campaign. The war bet
ween France and the Hapsburgs was brought to-a 
temporary halt when the two powers agreed to a 
ten year truce in June 1538. Francis agreed to 
abandon his Turkish alliance and the two rulers 
announced their intention to unite against the 
Turks and the Protestants. 

The truce between Charles and Francis made 
another ruler in Europe very uncomfortable. By 
1538, the King of England, Henry VIII, had also 
rejected the authority of Rome, although the 
English Reformation did not initially involve a 
doctrinal dispute. Rather, Henry had reluctantly 
broken with Rome because the Pope would not 
grant him an annulment of his marriage to 
Catherine of Aragon, his first wife. Henry began 
to seek the annulment in 1527 when it became clear 
that Catherine would not be able to bear him a 
male heir. In addition, he had fallen in love with 
Anne Boleyn, one of the ladies of the court. Henry 
had good political reasons for seeking the annul
ment, because he needed a male heir to assure a 
peaceful succession to the throne after his death. 
He also had every reason to expect that the Pope 
would not deny his request. Under normal cir
cumstances Pope Clement VIII would have been 
happy to comply with the King's wishes. But 
Catherine was the aunt of Charles V, and in 1527 

the Pope could not risk offending the Emperor, 
because imperial troops had sacked the city of 
Rome in the same year and the Pope was practical
ly a prisoner of Charles V. Consequently, he 
sought to delay a decision until he was in a better 
political position. Henry, who became more and 
more impatient with the Pope's delaying tactics, 
tried to pressure the papacy by attacking the posi
tion of the church in England. Clement was now 
faced with an impossible decision. If he granted 
Henry's request, he would offend the powerful 
Emperor. If he failed to do so, Henry might in
troduce the Reformation to England. The Pope's 
delaying tactics were reasonably successful for a 
while. But in January 1533 Henry learned that 
Anne Boleyn was pregnant. In order to assure the 
legitimacy of the expected male heir, Henry secret
ly married Anne. Parliament then passed a series 
of acts which virtually abolished papal authority in 
England. With the route of appeal to Rome clos
ed, the Archbishop of Canterbury, the leading 
authority in the English church, was able to pro
nounce the marriage to Catherine of Aragon in
valid without fear of having his decision reversed. 
Henry now made his marriage to Anne public. In 
June 1533, Anne was crowned Queen of England. 
The Pope responded by excommunicating Henry 
VIII. In 1534,Parliament broke the remaining ties 
to Rome and declared Henry the Supreme Head of 
the Church in England. 

Although the Reformation in England did not ini
tially involve any doctrinal changes, Henry still 
feared a possible attack from the Catholic powers 
in Europe; therefore, he began negotiations for an 
alliance with the Schmalkaldic League. However, 
the negotiations failed because, Henry, who re
mained loyal to the theology of the Catholic 
church, refused to accept the Augsburg Confes
sion and become a Lutheran. Thus the truce bet
ween Charles and Francis in 1538 placed the King 
of England in a very precarious position. For
tunately for him the differences between France 
and the Hapsburgs were too great to enable them 
to cooperate for long. In 1542 the Hapsburg
Valois wars were renewed when Francis again at
tacked Charles. A year earlier Suleiman had also 
renewed his attack when the Turks seized the city 
of Buda and again threatened Austria. 

Charles, in desperation, had to turn to the non
Catholic powers for aid. He signed an alliance 
with Henry VIII against France in 1542 and ap
pealed for the aid of the Lutherans against the 
Turks. The imperial armies, led by the Lutheran 
prince, Joachim of Brandenburg, however, failed 
to retake Buda and returned to Germany without 
having stemmed the Turkish tide. In France, 
Charles was more successful. When his armies 
began to threaten Paris, Francis was again forced 
to agree to terms. In September 1544 he signed the 
Peace of Crespy and promised Charles his aid 
against both the Turks and the Lutherans. 
England, deserted by its ally, made a separate 
peace with France and received a financial indem
nity. In 1545, Charles finally concluded an ar
mistice with the Turks. After a decade and a half 
of almost continuous war, he was at last free to 
deal with Lutheranism in Germany. 

Charles received both money and troops from the 
new Pope, Paul III. In the autumn of 1546 he 
launched an attack on the Schmalkaldic League. 
By this time the papacy had also begun another 
counterattack. Utilizing the Jesuit Order, which 
was founded"in 1537, the Pope had initiated a cam
paign to win Germany back to Catholicism. Con
sequently, the Lutherans were faced with both a 
military attack and a missionary effort to 
reconvert Germany. Initially both were successful. 
Charles defeated the forces of the Elector of Sax
ony at the Battle of Muhlberg in 1547. Jesuit mis-



sionaries were sent into Germany in the 1540's and 
had significant success in the south of Germany 
and in Austria. In June 1548, Charles imposed the 
Augsburg interim on Germany, which attempted 
to restore Catholicism with only minor conces
sions to the Lutherans. . 
Just as the Lutheran fortunes were at their lowest 
ebb, Charles' other enemies came to their rescue. 
The Pope began to view Charles' military suc
cesses with alarm, because he feared that Charles 
would attempt to dictate his own terms to the 
church council which began to meet in 1545. Con
sequently, he withdrew his troops from the 
Schmalkaldic War and made overtures to the 
French King. In the East the Turks renewed their 
attacks in the Mediterranean Sea and prepared to 
attack again in Hungary. The new King of France, 
Henry II, was also concerned about Charles' suc
cesses in Germany. In 1552 he concluded an 
alliance with the Lutheran princes. In return for 
financial assistance, they agreed to give Henry the 
bishoprics of Metz, Toul, and Verdun. Over
whelmed by the forced arrayed against him, 
Charles was finally forced to make peace with the 
Lutherans. He made one more effqrt to defeat the 
French, but when he failed to take the city of Metz, 
he retired to Spain and gave his brother Ferdinand 
complete authority to settle German affairs. In 
September 1555, after long negotiations, Ferdi
nand agreed to the terms of the Peace of Augsburg 
which guaranteed the security of Lutheranism and 
allowed each German area to decide between 
Lutheranism and Catholicism. 

In many ways the Peace of Augsburg can be con
sidered the epitaph of medieval Europe. It 
recognized the formal disintegration of the unity 
of the Christian church by conceding the 
legitimacy of another religious faith. It also spelled 
the end of any hope for a strong unified Empire. 
One of the major characteristics of medieval 
Europe had been its concept of the unity symboliz-

ed in the religious realm by the unity of the faith 
and in the secular by the concept of the Holy 
Roman Empire. Charles V desperately tried to 
regain both. His defeat and abdication in 1556 are 
poignant testimony to his utter failure. It would 
take almost another century and a good deal of ad
ditional bloodshed to put the final seal on the 
tomb of medieval Europe, but the Pea~e of 
Augsburg was clearly the major turning point. 

This game attempts to simulate these vitally 
significant events in European history. It uses a 
series of unique rules to provide an opportunity 
for the players to actually experience the problems 
and the difficult decisions confronting the major 
characters involved in these struggles. Because 
players acquire victory points by achieving the ac
tual historical objectives of the countries involved, 
the possibility of players acting in a non-historical 
way are greatly diminished. The player taking the 
role of Charles V has an overwhelming advantage 
in terms of territorial control and combat units. If 
he is not attacked by France or the Ottoman Turks 
he can easily dominate the game and destroy 
Lutheranism. But if the game is played correctly, 
he will soon understand the frustrations that 
Charles experienced in the events described above. 
France, the Ottoman Turks, and even the Papacy 
can achieve their objectives only at the expense of 
the Hapsburgs. Consequently, they can be ex
pected to ally against Charles and distract him 
from his goal of destroying Lutheranism. Another 
unique feature of the game is the use of Lutheran 
and Jesuit missionaries to simulate the way in 
which the Lutheran Reformation was spread and 
the methods used by the Catholics to reconvert the 
areas lost to Lutheranism. 

The basic game has been designed so that it can be 
effectively utilized by teachers in a classroom 
situation as a teaching aid. Although the rules are 
simple to master, the game accurately simulates 
the actual historical situation during the second 

quarter of the sixteenth century. Its primary objec
tive is to graphically demonstrate that Charles V's 
political problems were a vitally significant factor 
in explaining the success of the Lutheran Reforma
tion. If the players play their roles correctly, it is 
likely that the final results will closely approximate 
the historical events described above. 

A more complex campaign game has been de
signed for more experienced players. It introduces 
other factors which also affected sixteenth century 
diplomacy and war. It attempts to simulate the 
financial problems that influenced both 
diplomatic decisions and military potential. In ad
dition, it provides the Pope with the opportunity 
to use spiritual sanctions in the form of the power 
of excommunication to strengthen his hand in 
diplomacy. Another interesting feature is the in
troduction of Henry VIII's conflict with the 
papacy over his effort to have his marriage to 
Catherine of Aragon annulled. The rules are so 
constructed as to confront the players taking the 
roles of the Pope and Henry VIII with the dilem
mas faced by the historical characters in attemp
ting to deal with this problem. 

Design Credits 
Game Design: Rudolph W. Heinze 
Physical Systems and Graphics: 
Redmond A. Simonsen 
Game Development: Richard Berg 
Production: Bill Bauer, Larry Catalano, 
Brad Hessel, Manfred F. Milkuhn, 
Harry L. Park, Robert J. Ryer 
Playtesting: Anthony Beavers, Barry Lazarnik, 
Thomas Hamilton, David Pan, John Gautier, 
Joe Perez, Winston Forrest 
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Luther and Melancthon before the Diet at Augsburg 



The following changes and corrections are the 
result of several letters (OK, more than several) 
questioning certain aspects of the game. Ope ma
jor change has been effected - that referring to 
the process of conversion. The former conversion 
method was much too easy for the Lutherans and 
resulted in some rather ludicrous situations (and 
even more ridiculous schemes). That has, hopeful
ly, been somewhat remedied here. Other correc
tions refer to Order of Battle, map misprints, and 
general problem areas. However, the game is 
diplomatic in nature and the number of problems 
is virtually unforeseeable. Rather than correct and 
detail every single possibility we will trust that the 
players will undertake the game in the spirit of the 
era. 

Another, and final note. AMP was designed 
to be a simple game. The few complexities that it 
does contain were added with some reluctance. 
Therefore, A Mighty Fortress is not a definitive 
picture of the political-military-economic situa
tion in the 16th century. The idea was to present 
the European picnire in basic, strategic terms. 
Much has been purposely omitted; even more has 
been abstracted in. Then again, how accurate is 
Diplomacy? 

Corrections to the Game-Map: 
l. Marseilles (2223) should be a port. 

2. There should be no border between 3012 and 
3112;3012ispartofSaxony. 

3. The phrase "to Genoa" or "to Venice" is pure
ly for historical purposes. You do not have to take 
Crete to take Venice, nor does possession of Crete 
give you Venice (or vice versa). 

Corrections to the Turn Record Track 

I. 1538 should not have an 'L.' 

2. 1539should have an 'L' insteadof'P.' 

Corrections to 16.2, City Income Schedule: 

I. Calais should be italicized (i.e., it starts the 
game under the control of one of the players). 
(Same for the Tables card.) 

2. Metz provides 2 "guilders" income. (Same for 
the Tables card.) 

Corrections to the Player Cards: 
I. The Ottomans start with I Navy in Athens. 

2. Whenever the city of Basel appears on a Player 
Card, treat it as Geneva (2418). 

3. In any discrepancy between the Player Cards 
and the rules or game-map, the Player Cards 
control. 

Corrections to the Rules: 
(3.121 (clarification) Scotland and France are 
separate areas, even though they are allied to each 
other. For purposes of defining that alliance, 
Scotland is considered part of France, with no in
sult to the Scots intended. This also means you do 
not have to take Scotland to take France. 

(3.151 (addilion) The country of Sweden is 
Lutheran in religion only. It is not controlled by 
the Lutheran player in the sense of 12.0. 

[8.451 (clarification) There has been some trou
ble with this rule vis a vis the Papal-occupied cities 
of Cologne, Mainz and Trier. Although, technic-

ally, I hese cities are in Germany, for the purposes 
of this rule they are considered part of the Papal 
States. Thus they may be attacked and entered by 
Lutherans without having first been converted. 
The Papal armies in those cities are, of course, im
mune from 8.46- as long as they stay in the cities. 

[Hl.231 (major change) Conversion of an area 
from one religion to another may take place in 
either of the two following ways: 

I. A Missionary of the opposing religion is in the 
area in a city and no Missionary of the prevail
ing religion is in the area; or 

2. A Missionary unit of the opposing religion is 
in the area (not in a city) and no Missionary of 
the prevailing religion is in the area. The player 
wishing to convert then rolls one die; if the total 
is higher than the number of Army units ·(not 
Navies) belonging to the player who controls 
(12.0) that area (including mercenaries and any 
rented armies) then that area is converted. 
Example: A Lutheran missionary enters 
France in 1536. There are four French armies in 
France. The Lutheran Player must roll a 5 or 6 
(or enter a city with his Missionary) to convert 
France. Were there six or more armies, conver
sion might not be possible. Obviously, neutral 
areas can be converted easily. (However, see 
new Optional Rule, 21.0.) 

[10.261 (addition) 4. The Papal States may not 
be converted. This applies only to the area in Italy. 

[14.1] (clarification) No matter what it says any
where else, to gain points for conversion of an area 
other than one you held at the beginning of the 
game you must have a Missionary in that area. 

116.471 (addition) As part of the terms to a loan, 
a player may "lend" one of his armies to the other 
player. A Player may not "loan" more than one 
army at any given tiiTJe. 

[ l7 .2,111 (clarification) This rule covers Volun
tary conversion to Lutheranism simply by stating 
you are converting. A Catholic player who states, 
"lam converting to Lutheranism" may still be ex
communicated by the Pope. Note further that the 
Pope must initiate the Excommunication process 
immediately; this means in the immediately ensu
ing Diplomacy Phase (or in the Diplomacy Phase 
they are now in if that is when conversion occurs). 
Simply serving a Papal Bull is enough to initiate 
the process. 

[17 .241 (change) Excommunication does not stop 
immediately upon a country becoming Lutheran. 
It continues for three years after the year the coun
try becomes Lutheran. 

[21.0] ARMIES OF NEUTRALS 
(optional rule) 

GENERAL RULE: 

In the Basic Game all the Neutrals are not only 
Neutral, they are unprotected. This was done for 
the purposes of simplicity. The following rules add 
a little flavor to the game- and a lot of problems 
-in the form of neutral armies. 

[21.11 WHO IS NEUTRAL 

For the purposes of this rule all Bright Yellow 
areas are Neutral, with the exception of Poland. 
(No military units may enter Poland). Further
more, Sweden is also considered a Neutral for this 
purpose. 

[21.2) NEUTRAL ARMIES 

[21.21) Each city in a neutral area has a gar
rison/army equivalent to its army capacity for that 
city. Thus, Venice has an "Army" of four points 
while Lisbon has an Army of six points. The Naval 
points are ignored for this rule. 

121.22] No counters are used - or needed. 
Players keep track of any change in the status of a 
neutral city on a piece of paper. 

[21.23] In order to occupy/control a neutral area, 
a Player must eliminate the garrison of all cities in 
that area. Any retreat result is treated as· an. 
elimination (for the defending neutral army). 

[21.24] Once eliminated, a neutral army may not 
be reformed. 

121.251 Ne~tral armies may never be controlled by 
another player. They may only be eliminated. 

[21.26] All rules that ~pply to religious conversion 
(i.e., the new 10.23)applytoneutrals. 
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TABl.ES 

[8.5] COMBAT RESULTS TABLE 
Ratio of Attacker's Strength to Defender's Strength 

DIE 1-4 1-3 1-2 1-1 2-1 3-1 4-1 5-1 6-1 + 
A2 AZ tiz De De De ne De De 

Ae A2 Ex Ex Ex Dl Ex D2 D2 

A2 AI A2 D2 Dl D2 De De De 

A3 A2 A3 A2 D2 D3 D2 D2 De 

Ae A3 Ae Ex A2 Ex D3 De De 

6 Ae Ae Ae Ae Ae De De De De 

KEY: 

A= Attacker 
D =Defender 
Ex = Exchange (all defending units eliminated; equal number of attacking units 
eliminated; only units participating in the attack may be eliminated) 

e = Affected force Eliminated 
# = Affected force must retreat indicated number of hexes 

NOTE: 
Combat results never apply to Missionaries, even if they occupy the same hex as a combat 
unit involved in an attack. Exception: A Missionary unit being transported by a Navy 
which is eliminated is also eliminated (see Case 5.57). 
Attacks at less than 1-4 are allowed (automatic Ae; see Case 8.3) 

[9~21 srli:GE CQMBAT~Esu1:rs TABLE 
~am~ of Attacker's Str~ngth to Defenc:leris Strength 

DIE l-1 
1 D2h 

2 Ex 
3 A2 

4 A2 
5 AV2e 

6 Ae 

KEY: 
A= Attacker 
D =Defender 

2-1 

D2h 

D2h 

Ex 

A2 
A VIe 

AV2e 

3.-1 4-l 5-1 6-l+ 

D2 D 1/ze De De 

D2h 02 DV2e De 

D2h D2h D2h DV2e 

Ex b2h D2h D2 

A2 Ex Ex D2h 

Al;ie A he A2 

Ex .,. Exchange (all. defending l,lJ1its efiminate(i; eqtjal 
number of attacking units eliminated) 

e = Affected force Eliminated · 

V2e =;o. Atieast half of affected force Elimin<J.te.d; remainder 
of force retrelits t..yohexes(Honors of War possible) 

~ = ... I-f on ors ot'War p~ssihh~ (see Case 93) ·. . . ·. 
A2 (or 02) = Attacker( o~ Defende.r) retr:eatstwQ hexes 
Attacks at less than l~Lare. not allowed 



[10.4] THEOLOGICAL DEBATE RESULTS TABLE 
Ratio of Challenger's Strength to Defender's Strength 

DIE 1-3 

,,.dpg 

6 Cb 

KEY: 

C = Challenger 
D =Defender 

Cpl 

Cb 

1-2 

ypl 

s 
>(::Pl 
Cx 

cb' 
Cb 

1-1 2-1 3-1 

Dq I)b 

s s Dpl 

Cpl [)x···· J?p2 
Dp1 Dp1 Dx 

Cb Cb Db 

b = Burned at Stake (affected unit eliminated; see Case 11.17) 

4-1 5-1 

I)b Db 
s Dp1 

'Db Dl;l 
Dp1 Dp2 

pp2 Db. 
Db Db 

6-1-t 

Db 

Db 

Db 
Db 

x = Exiled to Home Country. Missionary must be placed in any city in his home country 
other than the one he may be in. Such city may not be occupied by enemy combat units. 
If such a city does not exist, the Missionary is considered imprisoned for t"wo years. 

p1 (p2) = Imprisoned for 1 (2) year(s). Unit is removed from map to be returned 1 or 2 
full turns after removal. Thus, a Missionary imprisoned for one year in the 1540 Game
Turn is returned in 1542. 
S = Stalemate (Defender must, in the next Movement Phase, either leave hex or 
challenge other Player to a new debate) 
Attacks at less than 1-4 are treated as 1-4 

Cities in italic stan the game in control of one of the Players. They can supply full income 
only to the origiiml controller. If they are l;leld by any. other Player, they provide OI;tly 
<me-half the i11dicated income (round fractions up). 
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Historically, France was the bitter enemy of 
England, and the English, under Henry VIII, 
have been valiantly trying to regain their 
former French possessions. Toward this end 
it would appear that the Hapsburgs make ex
cellent bedfellows; however the sticky prob
lem of the "Divorce" question (if you're 
playing the advanced version) can throw 
quite a wrench into that alignment. It might 
even cause the English player to make ten
tative arrangements with the Lutherans, if an 

acceptable deal can be worked out. In any 
case, England's problem is that because of 
her location her moves are often telegraphed. 
Likewise, she is easily defensible, although 
other countries often take a swipe at Dublin. 
The English player who can take Scotland 
and retain Calais will be well on the road to a 
successful game. But England's main objec
tives are still French territory, with claims on 
the Netherlands. 

INITIAL DEPLOYMENT 
OF FORCES 

Henry VIII 

Hex (Location) 

1107 (Dublin) 
1312 (Plymouth) 
1708 (York) 
1711 (London) 
1912 (Calais) 

U nit(s) 

1 Army 
2 Armies, 2 Navies 
1 Army, 2 Navies 
2 Armies, 2 Navies 
2 Armies 

Edward VI Mary! 



English Victory Conditions 
Note: The four sets of objectives listed under 
Points Gained are mutually exclusive; i.e., 
only one set is used for a particular game, 
and that set is then used in its entirety. The 
objectives listed under Points Lost are always 
the same, regardless of which variable Vic
tory Conditions are in use (see Section 19.0 
for procedure). 

Set 1: Historical (use in Basic G~me) 
Gain Pointsfor Controlling 

Antwerp (1 0) 
Bordeaux (8) 
Brest (6) 
Edinburgh (8) 
Paris (10) 
Rouen (8) 

Set 2: Variable 
Gain Points for Controlling 

Bordeaux (8) 
Brest (8) 
Corunna (4) 
Edinburgh (6) 
Lisbon (4) 
Madrid (2) 
Paris (10) 
Rouen (8) 

Set 3 Varhable 
Gain Points for Controlling 

Antwerp (8) 
Brest (8) 

Copenhagen (4) 
Edinburgh (8) 
Norway (4) 

Paris (8) 
Rouen (10) 

Set 4: Variable 
Gain Points for Controlling 

Antwerp (8) 
Bordeaux (4) 
Brest (4) 
Copenhagen ( 6) 
Edinburgh (8) 
Lisbon (4) 
Paris (10) 
Rouen (6) 

Lose Points for 
Failure to Control 

Calais (7) 
Dublin (4) 
London (15) 
Plymouth (7) 
York (7) 

Lose Points if 
Hapsburgs Control 

Hesse (4) 
Saxony (4) 

Lose Points if 
Lutheran Missionary 
in England (2) 
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Theoretically the most powerful force in 
Europe as a result of his inheritance, Charles 
V's Hapsburg domain is, in reality, frag
mented and troubled. He has great strength, 
but much of that strength is out of the reach 
of the remainder. And the Hapsburg player 
has so many enemies and so many objectives. 
The Turks must be repelled, and for this he 
will probably need help, possibly from the 
Lutherans. The Pope can be a staunch ally, 
but few Papal players will trust the Hapsburg 
player; he is just too close for comfort. And 
then there is France, who is seeking to gobble 
up all the smaller Hapsburg possessions. The 
Spanish forces of the Hapsburgs can be quite 

useful in diffusing this threat and even mak
ing incursions into France itself, if France 
can be kept busy with England. England is 
often a likely ally of the Hapsburgs, with the 
exc'eption that the Divorce question can 
become a thorn in this relationship. Thus the 
Hapsburg player has great strength, but he 
also has many enemies. And he has a diver
sified victory list, with areas all over the map. 
The Hapsburg Player should do his utmost 
to keep the other players off balance and 
refrain from extending himself in too many 
directions at once. The Hapsburg position is 
finally, the most difficult to play in the game. 

INITIAL DEPLOYMENT OF FORCES 
Hex (Location) Unit(s) Hex (Location) Unit(s) 

0422 (Corunna) 2 Armies, 6 Navies 2318 (Franche Comte) 1 Army 
0927 (Madrid) 2 Armies 2417 (Franche Comte) 1 Army 
1424 (Navarre) 2 Armies 3331 (Palermo) 1 Army, 1 Navy 
1926 (Barcelona) 2 Armies, 3 Navies 3417 (Prague) 2 Armies 
2211 (Antwerp) 3 Armies 3427 (Naples) 2 Armies, 1 Navy 
2317 (Franche Comte) 1 Army 3614 (Vienna) 6 Armies 

Charles V 



Hapsburgs' Victory Conditions 
Note: The four sets of objectives listed under 
Points Gained are mutually exclusive; i.e., 
only one set is used for a particular game, 
and that set is then used in its entirety. The 
objectives listed under Points lost are always 
the same, regardless of which variable Vic
tory Conditions are in use (see Section 19.0 
for procedure). 

Set 1: Historical (use in Basic Game) 
Gain Points for Controlling 

Belgrade (4) 
Brandenburg (4) 
Bucharest (4) 
Buda (7) 
Dijon (5) 
Dublin (3) 
Hesse (5) 
London (4)* 
Marseilles ( 4) 
Milan (6) 
Saxony (5) 
Wurttemburg (3) 
*Control of London yields the Hapsburg 
Player 8 Victory Points if England has been 
excommunicated; see Section 18.0. 

Set 2: Variable 
Gain Points for Controlling 

Basel (2) 
Belgrade (2) ' 
Brandenburg (5) 
Buda (8) 
Dijon (4) 
Hesse (5) 
Marseilles ( 4) 
Milan (6) 
Saxony (5) 
Venice (6) 
Wurttemburg (5) 
Zurich (2) 

Set 3: Variable 
Gain Points for Controlling 

Athens (3) 
Augsburg (3) 
Belgrade (3) 
Bordeaux (5) 

Brandenburg (3) 
Buda (7) 
Corsica (3) 
Crete (3) 
Dublin (3) 
Genoa (4) 
Hesse (5) 
Saxony (5) 
Venice (4) 
Wurttemburg (3) 

Set 4: Variable 
Gain Points for Controlling 

Antwerp (3) 
Basel (4) 
Bavaria (4) 
Bordeaux (3) 
Brandenburg ( 4) 
Buda (8) 
Dublin (3) 
Hesse (5) 
Lisbon (2) 
Milan (6) 
Saxony (5) 
Turin (4) 
Wurttemburg (3) 

Lose Points for 
Failure to Control 

Antwerp (4) 
Barcelona (4) 
Corunna (4) 
Franche Comte (3) 
Hungary (4) 
Madrid (8) 
Naples (3) 
Navarre (4) 
Palermo (2) 
Prague (4) 
Sardinia (2) 
Vienna (6) 

Lose Points if 
Lutheran Controls 

Cologne (2) 
Mainz (2) 
Trier (2) 
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Until Charles V combined the Hapsburg 
possessions with Spain into one giant empire, 
France was the most powerful country in 
Europe. Thus, the major objective of France 
is to break the Hapsburg ring. As the game 
begins, Francis I is planning a third war 
against Charles (he lost the first two), claim
ing Naples, Navarre, and the Netherlands. 
But Francis is also interested in Italy, 
especially Milan - which Charles covets -
as well as Genoa. France should take as many 
of the petty Italian duchies as the other 
players allow him. However, France will 
have troubles, for aside from the Hapsburgs 
he has the English to contend with. England 

still holds French soil (Calais), and the 
French want that back. True, France's rela
tionship with Scotland is quite close (thus 
Scotland is considered "French" for game 
purposes), and this might even things out. To 
neutralize England would be to allow France 
to concentrate on the Hapsburgs, or perhaps 
even expansion into Germany (e.g., Metz). 
In these endeavors, France will often find 
herself allied with a strange bag of players, 
but the Ottomans usually provide excellent 
assistance. In some cases, deals can be made 
with the Lutheran player to mutual advan
tage. 

INITIAL DEPLOYMENT OF FORCES 
Hex (Location) 

1504 (Edinburgh) 
1520 (Bordeaux) 
1714 (Rouen) 
1815 (Paris) 
2117 (Dijol}) 
2223 (Marseilles) 

Unit(s) 

2 Armies 
2 Armies, i Navies 
2 Armies, 2 Navies 
2 Armies 
2 Armies 
4 Armies, 2 Navies 

Francis I 



French Victory Conditions 
Note: The four sets of objectives listed under 
Points Gained are mutually exclusive; i.e., 
only one set is used for a particular game, 
and that set is then used in its entirety. The 
objectives listed under Points Lost are always 
the same, regardless of which variable Vic
tory Conditions are in use (see Section 19.0 
for procedure). 

Set 1: Historical (use in Basic Game) 
Gain Points for Controlling 

Antwerp (5) 
Calais (4) 
Edinburgh (4) 
Florence (2) 
Genoa (4) 
London (2)* 
Metz (3) 
Milan (6) 
Naples (5) 
Navarre (6) 
Plymouth (2)* 
Sienna (2) 
Turin (3) 
York (2)* 
*Control of London, Plymouth, and/or 
York yields the French Player 4 Victory 
Points each if England has been excom
municated; see Section 18.0. 

Set 2: Variable 
Gain Points for Controlling 

Antwerp (5) 
Barcelona (3) 
Calais (4) 
Corunna (3) 
Florence (3) 
Genoa (5) 
Madrid (3) 
Metz (3) 
Milan (7) 
Navarre (5) 
Plymouth (4)* 
Sienna (2) 
Turin (3) 
*Control of Plymouth yields the French 
Player 8 Victory Points if England has been 
excommunicated; see Section 18.0. 

Set 3: Variable 
Gain Points for Controlling 

Calais (6) 
Corsica (") 
Dublin (3) 
Edinburgh (5) 
Franche Comte (3) 
Genoa (2) 
London (3)* 
Metz (2) 
Milan (5) 
Naples (5) 
Navarre (5) 
Plymouth (2)* 
Sardinia (3) 
Turin (2) 
*Control of London yields the French Player 
6 Victory Points, and control of Plymouth 
yields the French Player 4 Victory Points, if 
England has been excommunicated; see Sec
tion 18.0. 

Set 4: Variable 
Gain Points for Controlling 

Antwerp (5) 
Barcelona (3) 
Basel (2) 
Calais (4) 
Corsica (3) 
Dublin (3) 
Edinburgh (3) 
Franche Comte (3) 
Genoa (4) 
Metz (3) 
Milan (5) 
Naples (4) 
Navarre (5) 
Turin (3) 

Lose Points for 
Failure to Control 

Bordeaux ( 6) 
Brest (6) 
Dijon (6) 
Marseilles ( 6) 
Paris (20) 
Rouen (6) 
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In 1531 the Ottoman Empire, under the rule 
of Suleiman the Magnificent, was at the 
height of its power. Impressive victories in 
the early 16th century had led it to the very 
gates of Vienna, where, in 1529, they were 
finally turned back. Thus, as the game 
begins, the Ottoman's first objective is to 
regain Hungary and then prepare for his se
cond thrust at Vienna and Prague. Venice is a 
possible alternative, a goal which may be 
combined with Ottoman objectives in the 

Mediterranean - control of Sicily and even 
Sardinia. If the Ottomans can achieve these 
successes they may even try to seize some 
Spanish ports or head into Germany. Defen
sively, Ottoman cities are hard to take, and 
the Ottoman is relatively secure in that area. 
The Ottoman Player will often find that 
France will be a willing ally, as their enemies 
(particularly the Hapsburgs) are similar while 
their objectives are not. 

INITIAL DEPLOYMENT 
OF FORCES 

Hex (Location) 

3917 (Buda) 
4021 (Belgrade) 
4620 (Bucharest 
4829 (Athens) 
5323 (Constantinople) 

Unit(s) 

4 Armies 
2 Armies 
2 Armies 
2 Armies, 4 Navies 
2 Armies, 4 Navies 

Suleiman I 



Ottoman Victory Conditions 
Note: The four sets of objectives listed under 
Points Gained are mutually exclusive; i.e., 
only one set is used for a particular game, 
and that set is then used in its entirety. The 
objectives listed under Points Lost are always 
the same, regardless of which variable Vic
tory Conditions are in use (see Section 19.0 
for procedure). 

Set 1: Historical (use in Basic Game) 
Gain Points for Controlling 

Augsburg (3) 
Barcelona (4) 
Hungary (6) 
Nuremburg (3) 
Prague (8) 
Sardinia (4) 
Sicily (6) 
Venice (6) 
Vienna (10) 

Set 2: Variable 
Gain Points for Controlling 

Crete (2) 
Dalmatia (2) 
Hungary (8) 
Milan (4) 
Naples (6) 
Prague (6) 
Sicily (6) 
Venice (6) 
Vienna (10) 

Set 3: Variable 
Gain Points for Controlling 

Augsb].lfg (2) 
Bologna (2) 
Hungary (8) 
Milan (4) 
Naples (4) 
Nuremburg (2) 
Prague (6) 
Sicily (4) 
Venice (8) 
Vienna (10) 

Set 4: Variable 
Gain Points for Controlling 

Barcelona (4) 
Hungary (8) 
Naples (6) 
Prague (2) 
Rome (6) 
Sardinia ( 4) 
Sicily (6) 
Venice (2) 
Vienna (12) 

Lose Points for 
Failure to Control 

Athens (10) 
Belgrade (5) 
Bucharest (10) 
Buda (5) 
Constantinople (20) 
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The Lutheran objectives are quite obvious, if 
not so simple: convert as much of Eutope as 
you can. Theoretically, the German states 
were ruled by the Holy Roman Emperor (in 
this case Charles V). But by the time of the 
beginning of the game the split between the 
German princes and Charles was great. Thus 
the Lutheran player will find the Hapsburg 
player an implacable enemy, one whom he 
can keep off-balance only by making ex
cellent alliances. Initially, the Lutheran 
should not have too much trouble taking the 
areas he needs such as Mecklenburg, 

Augsburg, etc. Remember that to lose cer
tain areas is to lose replacement capability, 
so watch out for this. As Lutheranism 
spreads, the player will find it increasingly 
difficult to hold on, a problem that is exacer
bated by the fact that he has no navy (which 
is where an alliance with England can come 
in handy). France can also be helpful, and 
even the Turks can prove useful. The 
Lutheran player has some interesting 
diplomatic possibilities in a quicksilver 
political situation. And finally, watch out for 
those Jesuits and prepare for them. 

INITIAL DEPLOYMENT OF FORCES 
Hex (Location) Unit(s) Hex (Location) Unit(s) 

2608 (Bremen) 1 Army, 1 Missionary 2911 (Anhalt) 1 Army, 1 Missionary 
2712 (Hesse) 2 Armies 2912 (Mansfield) 1 Army, 1 Missionary 
2807 (Brunswick) 1 Army, 1 Missionary 3012 (Saxony) 2 Armies 
2811 (Hesse) 2 Missionaries 3112 (Saxony) 2 Missionaries 
2812 (Hesse) 2 Missionaries 3211 (Saxony) 2 Missionaries 
2909 (Magdeburg) 1 Army, 1 Missionary 3401 (Stockholm) 3 Missionaries 

Martin Luther John Calvin Philip Melancthon 



Lutheran Reinforcements/Victory Conditions 
REINFORCEMENTS 
Turn Hex (Location Unit(s) 

1533 Mecklenburg 1 Army 
(any hex) 2 Missionaries 

1534 Wurttemburg 2 Armies 
(any heJ~:) 4 Missionaries 

1537 Augsburg 1 Army 
(2814) 2 Missionaries 

1539 Brandenburg 3 Armies, 
(any hex) 4 Missionaries 

Note: Lutherans receive these reinforce
ments only if they have converted the areas 
listed for the reinforcements. 

VICTORY CONDITIONS 
Gain Points for 
Conversion of 
Ansbach (3) 
Augsburg (1) 
Basel (1) 
Bavaria (3) 
Bohemia (1) 
Cleve (2) 
Cologne (3) 
Copenhagen (1) 
Cracow (1) 
Danzig (1) 
England (3) 
France (2) 
Konigsburg (1) 

Mainz (3) 
Mark (2) 
Munster (2) 
Nassau (3) 
Netherlands (1) 
Norway (1) 
Nuremburg (3) 
Palatinate (3) 
Posen (1) 
Riga (1) 
Trier (3) 
Tyrol (2) 
Warsaw (1) 
Zurich (1) 

Lose Points for 
Catholic Conversion of 
Anhalt (4) 
Basel (1) 
Bremen (3) 
Brunswick (4) 
Hesse (7) 
Magdeburg (5) 
Mansfield (4) 
Norway (1) 
Saxony (9) 
Sweden (2) 
Zurich (1) 

Lose Points for 
Ottoman Control of 
Prague (5) 
Vienna (6) 
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The Pope's objectives are simple: stop the 
rise of Lutheranism and make sure the other 
Catholic countries do the same. Tangential
ly, they must keep an eye on the same coun
tries who might feel that the Papal States pre
sent a juicy target, ill-defended as they are. 
For the former, the Jesuits can be 
remarkably potent and, used wisely, they can 
regain areas with startling rapidity. 
However, the Pope must also watch the Ot
tomans closely; they can move quite swiftly 
and they have the only real navy in the 

Mediterranean that isn't busy. And then the 
French and Hapsburgs will be trying to take 
over Milan, Florence, etc. Thus, until 1540, 
the Pope must not be too aggressive; his 
power arrives late in the game. He must hold 
on to all he can, a feat which he must ac
complish more by diplomatic pressure than 
military might. The Pope's objectives are 
somewhat more diffuse than the other 
players', and it is not hard for him to gain 
points. What he must do is make sure he 
doesn't lose too many. 

INITIAL DEPLOYMENT 
OF FORCES 

Hex (Location) 
2411 (Cologne) 
2413 (Trier) 
2612 (Mainz) 
3021 (Bologna) 
3122 (Ravenna) 
3226 (Raine) 

Unit(s) 

1 Army 
1 Army 
1 Army 
1 Army 
1 Army 
2 Armies 

Clement VII 



Papal Reinforcements/Victory Conditions 
REINFORCEMENTS 
Tum Hex {Location) Unit(s) 

1540 Rome (3226 1 Jesuit 
1541 Rome (3226) 2 Jesuits 
1542 Rome (3226) 2 Jesuits 
1543 Bavaria (any hex) 2 Jesuits 
1544 Cologne (2411) 2 Jesuits 
1545 Vienna (3614) 2 Jesuits 
1546 Rome (3226) 2 Jesuits 
1547 Bavaria (any hex) 2 Jesuits 
1548 Cologne (2411) 1 Jesuit 

Trier (2413) 1 Jesuit 
Mainz (2612) 1 Jesuit 

1549 Vienna (3614) 3 Jesuits 
1550 Rome (3226) 3 Jesuits 
1551 Bavaria (any hex) 3 Jesuits 
1552 Rome (3226) 3 Jesuits 

VICTORY CONDITIONS 
Gain Points for 
Conversion of 

Bavaria (2) 
Brandenburg (4) 
Hesse (4) 
Palatinate (2) 
Saxony (5) 
Wurttemburg (2) 
any other German area (1) 

Gain Points for 
Having Jesuit in 

Basel (3) 
Norway (2) 
Stockholm (2) 
Zurich (3) 

Gain Points for 
Any Non-German City or Area won back 
from Lutherans and held at end of game (1 
each) 

Combat Unit or Missionary in England (4) 
Each Italian State (excluding Papal States) 
controlled (3 each) 

Lose Points for 
Foreign Control of 

Bologna (3) 
Ravenna (3) 
Rome (10) 

Lose Points for 
Ottoman Control of 

Prague (3) 
Venice (5) 
Vienna (4) 

Lose Points for 
Hapsburg Control of 

Marseilles (3) 
Milan (6) 

Lose Points for 
Lutheran Control of 

Cologne (3) 
Mainz (3) 
Trier (3) 
Lose Points for 
French Control of 

Any four Italian States (4 total) 
Any 3 Italian States (3 total) 
Any 2 Italian States (2 total) 

Note: The Papal Player receives points simp
ly for converting a German area whether or 
not the Lutherans had ever converted it. 
Papal Player gains points for non-German 
areas only if Lutherans first converted the 
area and then the Jesuits re-convert the same 
area and hold it at the end of the game. 
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