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Introduction – Castle Siege is a game of medieval combat and construction: Players race each other to construct the best castle possible, while at the same time attempting to destroy parts of other player’s castles.

Card Types – There are two basic card types in Castle Siege, building cards and unit cards. Building cards represent individual rooms in your castle, and can be combined to create floors in your castle. Unit cards represent various military units at your disposal, including archers, militia, and siege units. 

1. Building cards – Buildings cards have four attributes: Name, Structure, Victory Points, and Ability. Not all buildings cards have Abilities. A building’s Structure value indicates how strong the building is in the construction of your castle; larger Structure values make the building card harder to be destroyed, as well as increasing the total Structure value of the floor it is on. Victory Points are the value of the building at the end of the game. Various buildings have different Abilities that can be used during the game.

2. Unit cards have four attributes: Name, Strength, Type, and Ability. Not all units have Abilities. A unit’s type determines its weaknesses. In Castle Siege, there are three main types of units. Each has a strength and a weakness. For example, Militia type units always defeat Siege type units, but always lose to Archer type units.  Below is a chart denoting the strengths / weaknesses:

	Unit Type
	Defeats
	Loses To

	Militia
	Siege
	Archers

	Siege
	Archers
	Militia

	Archers
	Militia
	Siege



The unit’s Strength indicates its damage against buildings after a successful attack. Abilities vary from unit to unit.

Play Area: Each player has a play area composed of his left flank, his right flank, and his castle. All of the rooms representing your castle are placed directly in front of you, with rooms on the same floor placed in a row next to each other. Cards for either flank are placed face down on other side of your castle respectively.

Turn Order: 

0.   Ready


1. Draw

2. Attack / Build

3. Reinforce Flanks

0. Ready – There are some buildings that have abilities that can only be used once per turn. This is represented by the rotating symbol followed by a colon and a description of the ability. When you choose to use such an ability, rotate the room 90 degrees. At the beginning of your turn, ready all buildings rotated in this manner.

1. Draw – Draw three cards from the top of the deck.

2. Attack / Build. One flank at a time, flip up the face down card and reveal it. If it is a building card, you may add the room to your castle. If it is a unit card, you may choose to attack an adjacent opponent. Left flank cards may attack the opponent directly to your left, and vice versa. At the beginning of the game, you will have no flank cards, so proceed directly to step 3.

3. Reinforce Flanks – After you flip your flank cards, you may replace them with any cards from your hand. Place these cards face down.

Building: Your castle is composed of floors, where each floor contains any number of rooms. At the beginning of the game, you will have zero floors to your castle. Placing a room down will create your first floor. Any number of rooms can be placed on the first floor. However, a room cannot be placed on the second floor until your first floor has at a total Structure value of at least 10 points. Additionally, a room cannot be placed on the third floor until the second floor has at least 8 total Structure points in it.

Floor Collapse: In Castle Siege, it is possible for an entire floor to collapse. If at any time the total Structure value of your second floor is greater than the structure value of the first floor, then all of the rooms on your first floor are destroyed, and your second floor becomes your first floor. Build carefully!

Attack: Whenever an attack is announced, the defending player may flip up his flank card that is adjacent to the attacking opponent (For example, if a player is being attacked by an opponent on his right, he may defend with his right flank card). If the card is a building type, the defender automatically loses. If not, compare the unit types and determine the winning unit. If the attacker succeeded, he may choose and destroy a room of the opponent’s castle with a Structure value equal to or less than that unit’s strength.

Support: The player with the defeated unit may choose to play an additional unit from his hand that defeats the winning unit. If he does so, the other player may also choose to play an additional unit from his hand. Repeat this process until both players pass. The winning side is determined by the last player to have played a unit. After both players have passed, if the attacking player is successful, the original attacking unit may then destroy a room. Supporting units are not considered to have abilities (ie Stubborn Asses don’t return to your hand if you were defeated in a battle where they supported).

