Castle Siege v 1.1 3/10/04

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, siege and monster 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 what Building cards can modify it.  The unit’s Strength indicates its strength against other units as well as its ability to destroy castle rooms. 

Setup: Before the start of the game, separate the of the Unit and Building cards. Then separate the Unit cards into piles according to their value (one pile for each values 1-6, and another pile for * value cards). Shuffle each Unit pile, then distribute one Unit card from each pile face down to each player. Shuffle the Building cards together and deal 4 to each player.

The Attack Hand: Each player begins the game with a hand of Unit cards with values ranging from 1-6 (and *). Players play Unit cards from their Attack hand during attacks. However, their Attack hand does not refill until they have played all of their Unit cards. Whenever the Player must play a Unit card but cannot, he may return all of his played Unit cards to his hand.
Turn Order: 

1. Ready


2. Draw

3. Attack / Build

4. Discard

1. 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 card

90 degrees. At the beginning of your turn, ready all Building cards rotated in this  manner.

2. Draw – Draw two Building cards from the top of the Buildings deck.

3. Attack / Build. You may declare one attack against any player to your immediate left or right. After the attack has resolved, you may place add Building card from your hand onto your castle.

4. Discard – If you have more than 6 Building cards in your hand, you must discard until you have exactly 6.

Building: Your castle is composed of floors, where each floor contains any number of Building cards. At the beginning of the game, you will have zero floors to your castle. Placing a Building card down will create your first floor. Any number of Building cards can be placed on the first floor. However, a Building card 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. Represent floors of your castle by placing Building cards on the same floor in a row, and place higher floor Building cards in rows about the first row.

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, both players participating choose and play a card from their hand. Both cards are then flipped face-up simultaneously. Players with Building card modifiers that affect unit strength may now play their modifiers starting with the attacker. Then, compare the final values of each card. If the attacker’s Strength value is greater than the Defender’s final Strength value, the attacker is victorious. He may choose and destroy a room of the opponent’s castle with a Structure value equal to or less than that unit’s final Strength.

End of the Game: The game is over immediately when a player places a Building card on his third floor. When he does, all players sum all of the VP values from their Building cards in play. The player who finishes the game may add 5 VP to his final total. The player with the highest total is the winner!

