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INTRODUCTION

Prepare yoursdf for avoyage back in time.

Asyou read this book, you will be drawn back through the years to an age when castles
dominated the landscape of Europe. Here, amid these mighty stone hals, you will find knightsin
shining armor and greet battles fought by men and women with stedl swords and iron nerves.

Wecome to the Age of Chivary.

What’sin this book?

The Castle Guide is an outgrowth of the AD& D® 2nd edition gamerules. In the
DUNGEON MASTER® Guide and Player’ s Handbook a generd rules system was
edtablished that dlows the Dungeon Magter to run a variety of fantasy role-playing styles. In this
book, however, we will focusin on a specific style of game, one set in asociety Smilar to that of
feuda Europe, and give you the background information you need to make it cometo life.

The firgt section of this book begins with an overview of medievad society and the feudd
system in generd. Here, you will come to understand the forces that drive afeuda government
and the relationship between the state and its churches.

Following this, we go on to detall the ways in which player characters can become knights,
the stout defenders of the realm. The code of chivary is examined and the sandards by which a
knight must live his or her life are addressed. In closing the firgt section, we offer aguide to
medieva tournaments. Here, characters get the chance to show off their skillsand try for the
hand of the beautiful princess (or handsome prince).

Our second section examines the evolution of castlesin medieva Europe and provides an
overview of their advantages and disadvantages. Following that, we present amodular system
for the design and congtruction of castles for use by player characters and NPCs dike. With this
ample system, the DM can determine just how much it will cost acharacter to build the keep of
his dreams and how long the construction will take. Included with this are rules for the use of
magicd items and mongtersin the building process.

For those of you who are fond of the BATTLESY STEM ™ miniatures rules, we have
included the third portion of The Castle Guide. Here, we expand upon the BATTLESY STEM
rules and provide rules for resolving long seges and the defense of castles. Materid in this
section addresses the elements of afantasy world that make defending a castle more than just
an exerciein higoricad smulation. In addition, we look &t the various types of castles found in
the AD&D game, including those of the dwarves and elves.

If you aren’t interested in fighting out individual baitles with miniatures, we have taken care to
include a pair of quick resolution systems. Thefirgt of these can be used to resolve individud
seges, while the second can be employed to determine the victor in an individud bettle or dl-
out military campaign.

Lastly, we have included atrio of generic castles for use by the Dungeon Master in setting up
his game. If timeistight, any one of these Structures can be easily adapted to serveasan NPC's
base of operations or as amodd of medieva design techniques.

Using The Castle Guide

Asyou can see, thereisagreat ded of information in this book. Of course, you can use as
much or aslittle of it asyou want in your AD&D game. If you are using the Compl ete
Fighter’ s Handbook in your campaign, you will find that much of the information in this book



works wdl with the cavaier and swashbuckler kits especidly. However, anyone who runsa
campaign that has dements of feudd Europe in it will find something of vaue to them in this
book.

For those who want to set their campaign against the backdrop of agreat war, aswasdonein
Tolkien'sLord of the Rings trilogy, the quick resolution systems presented in chapter 8 will
dlow playersto focus on the role-playing aspects of the game, while gill being able to change
the course of a battle or turn the tide of an entire war.

If you enjoy war games and want to mesh your AD& D game campaign more fully with your
BATTLESY STEM games, the sections on warfare will dso provide you with lots of information
for new scenarios. With the addition of the materid in this book, role-playing’s premier
miniatures rules system reaches new heights. Knights, mount your horses. The time for battleis
at hand!



CHAPTER 1: THE FEUDAL SETTING

Merging Fact and Fantasy

Many of us got into role-playing games when we met some friends who smply asked usto
“come by and watch.” Little did we know that we had dready watched plenty of role-playing
gamesin our dl too short lives. In fact, the films and novels we ve read over the years hold that
same spark of imagination that drew us into these crazy gamesin the first place.

When setting up a new campaign world, there are two basic schools of thought: those who
fed the game should be very historically accurate and those who do not. Of course, the
introduction of magic into the historic world isamaingtay of the AD& D game and cannot help
but distort an otherwise higtoric setting.

So, which do you choose in your campaign? Is your world going to be classicaly accurate, as
it was seen in the great Roman and Biblica epics we ve dl watched on TV? Or will the world
have an dement of magic and superdtition lurking just out of Sght (or evenin full view), like the
great epic sories of Excalibur and Conan the Barbarian?

If you choose the latter, you must decide how far to take the magic. Very popular in recent
fantasy literature are the “no holds barred” magica worlds where everyone and their brother
lives and breathes magic. In many ways, thisis smilar to the way in which the average person
sees technology today. After dl, most people have no idea how atelevision set works, but they
accept it as acommon part of ther dally lives.

The average AD&D campaign remains somewhat in the middle, aong the lines of Tolkien's
works and the stories of King Arthur. In this book, we will assume that thisis the norm. Of
course, because the AD&D game isyour game, no single style of play is consdered to be
correct. If you and your players are having fun, then you're playing the game properly.

Aswith dl thingsinthe AD&D game, your interpretation is what matters, so fed free to pick
and choosg, discard and exploit. The more excited you get about your choices, the more your
campaign will thrive and grow. Hopefully, thisinformation will give you awedth of adventure
ideas and add lifeto dl your future gaming.

Enjoy.

Notes on Campaign Politics

In many campaigns, the problems of nationa paliticsfdl into the background for lower level
characters. After dl, the mgority of first level adventurers are not able to cope with problems
like mgjor wars, thwarting the ultimate evil, or daying that most horrible of horrors, the dragon.
At thispoint in their careers, the characters are not going to be overly concerned with the
ramifications of the king’s political dliances for the same reason that most of us are not experts
in the details of our country’s own foreign relations: it Smply doesn't enter into our dally lives.

Asthey progressin levels, however, things will begin to change. At firgt, thiswill be only a
passing thing. Perhaps one adventure brings their actions to the attention of aloca baron who,
for better or worse, makes amenta note to keep an eye on the characters. By the time they
have reached ninth leve, the characters are usudly farly well known and have acquired the
gtatus of folk heroes. As he begins to attract followers, the character cannot help but come to
the attention of the loca government.

It isamog certain thet, given time, they will become as wel known in their homeands (or the
region in which they adventure) as George Washington, Abraham Lincoln, or the Wright



brothers are in the modern United States. Of course, this may also mean that they are expected
to undertake tasks which seem impossible and confront unstoppable armies as a matter of
routine duty to their king. Oh well, that’ s what they get for giving up the smplelife of a
blacksmith.

In any casg, it isimportant to note that relationships with the loca nobility (even for those who
are apat of it) are not aways cordial. Just as the king can be avery vauable friend, so too can
he be a deadly adversary.

Feudal Society

The basic dement of feuddism is Smple enough to understiand. All in dll, it is nothing more
than an agreement between two men, alord and avassd, to work together for their mutual
betterment.

The lord, who is the recognized owner of a piece of land-givesit to the vassa, who will
manage and live on it. In exchange for such afavor, the lord is entitled to certain duties and
favors from the vassd, which include the payment of taxes and the requirement that he support
the military forces maintained by the lord.

In most cases, the owner of the land is the king and the vassads are his nobility. Of course, one
can't expect the nobility to work the land themselves, so we come to the serfs and common
folk.

Thevas, in an agreement Smilar to that he which he has with hisking, turnsthe land over to
the peasants and serfs to farm and live on. Like the vassal, they agree to work the land and
provide their lord with income and food from it. Of course, the serfs expect to earn enough
money to live on and to be protected by the lord in times of unrest or military conflict. The lord
knows this, just as he knows that he can expect the same from the king, and is only too happy
to provide it. While this doesv't mean that life for the serfs is wonderful, it does dlow them to
live without fear of extreme repression or exploitation.

The feudd system works well so long as everyonein it recognizes their own responsbilities
and therights of others. Since they arein aposition whereit isin their own best interest to do
S0, they dmost dways do. Those who ignore their duties or seek to take advantage of their own
position are quickly pegged as trouble-makers and may well be strongly disciplined by the
leadership of the society.

The reasons for this are Smple enough to understand. While the King may not care too much
about the life of asingle sarf, he must concern himsdlf with their overdl happiness. Without the
safs, hisvassas have no power or income. Without the power and income of the vassals, he
himsdf isimpotent. Each block in the pyramid of power rests very solidly on those below it in
the feuda system. Without the support of the base, the entire structure will collgpse.

Of course, the key to the whole thing island. Whoever owns the land has the power. While
there are certain regions which might not belong to the king (ayeoman's farm, for example)
these are inggnificant when compared to the vast stretches of land owned by the king himself.
Even such smdl patches of independent land will be forced to recognize the power of the king,
of course, if they are to expect any protection or assstance from the crown during times of war
or caamity.

Social Classes
One important aspect of the feudd system isits clear and dmost absolute recognition of socid



classes. Anyone born as a serf can expect to die asasarf. Thereisno provisonin such a
society for the advancement of individuals from alower classinto the higher dasses. Thisis not
to say that it isimpossible, only that it is very difficult.

How might someone in alower class make the jJump to a higher placein society? Usudly by
doing agreat serviceto one€ slord or church. In some societies, in fact, any knight has the right
to bestow the rank and title of knighthood on any individua who proves himsdlf worth on the
field of combat. Of course, the problem with such an gpproach isthat it often ends up in the
would-be knight’ s death at the hands of a better trained and better equipped warrior. Aswe
sad, it is not easy to improve your place in such a system.

In the following section, we will examine the many levels of society which charactersin an
AD&D game will encounter.

Serfs

By the time of the Middle Ages, davery had gradudly fdlen out of favor in feuda
Europe. While there are certain to be isolated pockets of dave trading in most worlds,
the vast mgority of a chivaric campaign world should not be aparty to it. While the
digtinction between a sarf and adave may be obscure to many, the most important thing
to understand is this: the serf had certain rights.

While he did not own the land which he worked and did not have asay in the local
government, he was acknowledged to own himself. Unlike more primitive societies,
where members of the lower class were thought of as animals or property, the poor in a
feudal society are recognized as having aright to fair and just trestment by the nobility
and society in generd.

Most feuda estates have laws to protect the local serf population from abuse or
mistrestment-even by members of the nobility. While these laws may be more or less
enforced, depending on the disposition of thelocd lord, the fact thet they exist at dl isa
mgor turning point in culturd evolution.

Y eomen

Unlike the serf, who spent his days laboring on land owned by hislord, a yeoman was
recognized as the owner of hisown farm. Asarule, it was not alarge etate, but it was
enough to provide for his needs (and those of hisfamily). If timeswere good, it might
even provide a surplus which could be sold or bartered for afew choiceitems or
luxuries.

In many cases, of course, a yeoman will swear loydty to anear-by lord and pay him
or her some tribute each year. This serves two purposes. Primarily, it alows the yeoman
to keep on good terms with the lord and provides assurance that his land will not be
taken from him. Secondly, it obligates the lord to help protect the yeoman'sland in the
event of adisaster or attack. In short, the gesture smply assures that the two will be
“good neighbors.”

Tradesmen

Tradesmen make up the lower classes of afeuda town. They include the common
laborers, lesser craftamen, and smdl businessmen. Asindividuds, they hold little power.
Because of their overal importance in society, however, they are treated fairly well by



the lord of the manor.

As arule, tradesmen make enough money to support themselves fairly well and to
provide a comfortable home for their families. In amodern sense, they might be
described as the middle class.

Guildsmen

In order to counter the power which alord maintains over his holdings and make
certain that he does not abuse his status, the members of many professions form guilds.
In essence, they function like the thieves guild which is so much a part of many AD&D
game campaigns. Guildsmen, the leaders of such groups, have much power in atown,
for they can cal on workersto stop key activities or delay important projects. Likewise,
they can urge increased qudity or quantity in times of drife.

In addition to the important members of the various guilds, this class of citizens
includes unusudly gifted artisans or those who work with precious materias (like agem
merchant). This class may be the most diverse of any because it serves as a buffer
between the nobility and the common folk. In modern terms, the guildsmen might be
congdered to be the upper middle class.

As agde note, some guildsmen might have more actua power in aregion than the
nobles they serve. Such power is probably not openly manifested, but used in subtle
waysto help the friends and family of the guildsman. The most important members of
this class might be considered nobles who just haven't been given atitle yet.

Chivalrics

The lowest rank of the nobility, the chivaric dassis made up of knights and barons
who have been given agrant of land to administer. In some cases, they have earned the
land themsealves through wedlth, power, or service. In others, the land may have been
awarded to one of their ancestors and they have inherited the title and respongbilities
which come with such an edtate.

Members of this class are endowed by their own lord (usudly a duke, count, or earl)
with land of their own and amanor house or keep in which to dwell. In return, of
course, they swear loydlty to their benefactor and vow to serve hisinterestsin their daily
lives. As such, they pay a portion of their own incomes to him as ameasure of their
respect and gratitude. In atime of crigs, they are expected to come promptly to the aid
of their superiors.

Nobility

The nobility are second in status only to the roya family. In practice, they are perhaps
the most powerful of the classes. Members of the nobility, most of whom bear the title
of Count, Duke, Earl, or Marquis, are each entrusted with alarge section of theking's
land. They swear loydlty to the crown, just as the members of the chivaric class swear
loydty to them. It istheir respongibility to seeto it that affairsin ther lands are orderly
and that al taxes and revenues due to the king are collected in atimely manner.

Members of the nobility have a very close rdationship with the roya family, but they
can claim no direct blood ties to the throne. In the event that a great disaster wereto
decimate the ruling house, the successor to the throne would certainly come from this



class. The means by which such an individud came to power might be very
controversa and a political power struggle is sure to erupt whenever the throne is left
unclaimed.

Royal Family

At thetop of it dl istheroyd family. Members of this group can trace a direct family
relationship to the ruling monarch. When the current king dies, one of them will be next
on the throne. In any feuda culture, members of this class are the absol ute upper crust.
Everyone, even the most powerful members of the nobility, svears fedty to the royd
family and to the king in particular.

In the event of a dispute between the king and amember of the nobility, either in the
form of apolitica chalenge or an outright rebellion, members of lower classes are
expected to sde with the king and royd family. For example, if a powerful count
decides to make a grab for the throne, many of the knights and barons who serve him
may well be forced to turn againgt him. Failure to support the king in an interna struggle
can be disastrous if the king should prove to be triumphant in the dispute,

Asarule, the king will be replaced by hisfirst born mde child when he dies or steps
down. If thereis no such heir, then a pre-established pecking order exists to decide
who has claim to throne. In the event that no clear successor exigts, the nobility will step
in to salect which member of the roya family will become the new king. In such cases, a
great dedl of political manipulation and deal making can be counted upon.

The Imperial Family

In some cases, there exists an dement of society above the traditiona royd family: the
imperid family. Where aking is the recognized ruler of anindividua country, an
emperor has united severa nations under his own banner.

Empires are very rare indeed. The power required to hold one together is dmost
impossible for one man to attain. In most cases, an empireisformed by conquest.
When one nation becomes so powerful that it can overrun a number of neighboring
dates, itsking is elevated to the status of an emperor.

There are other waysin which an empire might be formed, but these are rare in the
extreme. Severd naions with the same religion might be united in aholy war which
causes them to sdect asingle individud astheir leader. If things go wdl and the new
leader has acquired the power to hold this dliance together after the war, an empire
may be forged.

There will dways be men who dam to rule empires which exist only in their own
minds, of course. It is not uncommon for aking to refer to himself as emperor and his
lands as an empire. For our purposes, however, these people are no more than kings
with delusons of grandeur.

Members of the Court
Any good noble will surround himsalf with advisors. Each of these men (or women) will be an
expert in areas which the king may not be knowledgegble about. By consulting them when heis
forced to make a decison in some areg, the lord can render afair and competent ruling.
Because of the modular nature of feudal governments, each of these officesislikely to be



repeeted a different levels of the government. For example, the local baron is certain to have his
own seneschd, as does the count he reports to and the king above them both. Some position,
such asthe Lord High Wizard, will not be found in most etates due to the expense of
maintaining such an advisor.

Lord High Chamberlain

Of dl the positionsin alord's court, none is more trusted or important to the daily
activity of the estate than that of the Lord High Chamberlain. In modern terms, the
chamberlain isthe lord’ s right-hand man. He controls al accessto the Lord and can act
on his behdf in any ingtance. Orders which are issued by the Lord High Chamberlain
are assumed to come directly from the lord and must be obeyed without question.

A number of individuals will report to the Lord High Chamberlain. It ishisjob to
coordinate reports from numerous lesser officias and present hislord with the
information needed to make wise decisions. The Chamberlain enjoys the absolute trust
of hismonarch and can act in his behaf on any matter. In many cases where an
audience has been requested with the lord, the chamberlain will be able to resolve
meatters without having to “trouble his royd highness.”

Lord High Chancdlor

The Lord High Chancdllor is entrusted with the day to day operations of the
government. He is the absolute head of the civil service, answerable only to the lord
himsdlf. The only exception to thiswould be in cases where his actions might have to be
cleared with the Lord High Chamberlain. The relationship between these two officiasis
closg, if not dways cordid.

Nearly every member of the lesser bureaucracy is under the direction of the Lord
High Chancdlor. His people organize tax collections, interna political relationships, and
the posting and distribution of al roya decrees and proclamations.

Lord High Jugtice

The Lord High Justice isin charge of al aspects of the legd system. It ishis
responsibility to seeto it that laws are enforced and that criminals are hunted down and
detained. He oversees the actions of the loca judges, al of whom answer to him, and
the town militia

Among the people who report directly to the Lord High Justice are the High Sheriff
(who heads the town watch), the High Prosecutor (who handles the prosecution of
criminds), and the High Forester (who oversees the lord’ s woodlands and prevents

poaching).

Lord High Marshal

Thisindividud isthe head of the lord’s military forces. He commands the armies and
directs the actions of the city watch in the event of an atack. In al matters which require
the use of the lord’ s troops and knights, the Lord High Marshd isin absolute charge.

In addition to the lesser military personnd in the manor, the Lord High Marshd isin
charge of the Royd Armorer and his armory, the hiring of any mercenary troops or
adventurers, and the acquisition of new military technologies and srategies from other



kingdoms. Because of his dealings with adventurers and mercenaries, it is probable that
the Lord High Marshd isthefirg individud which player characters will come into
contact with asthey risein levels.

Lord High Inquistor

One of the more sinister sounding offices, the Lord High Inquisitor isin charge with
maintenance of the lord’ s intelligence network. He controls the numerous spies which
have been placed in the other branches of the castl€’ s power structure. In addition, he
receives reports from his agents in the holdings of those who serve the inquisitor’s lord
and from men gationed in other redims.

The nature of the feuda system makes the use of spies and counterspies dmost a
necessity. The king wants to know what his counts and dukes are up to, so he has men
planted in their courts to provide him with information. The counts and dukes, of course,
want to know what the knights and barons who serve them are up to, so they send their
own spiesto investigate. In addition, they want to know which of their own men redly
work for the king, so they employ counterspies to root out the informants. As you can
see, this tangled web of agents can become quite complex. If used correctly, though,
such intrigue can add a greet ded to any chivaric campaign.

Lord High Wizard

One of the least commonly encountered, the position of Lord High Wizard serves two
purposes. First and foremogt, it alows the Lord to have access to powerful magica
gpdlls. Perhaps more importantly, however, it shows the wealth and power of the lord.
After dl, keeping awizard on your staff is an expensive practice. Such advisors are
known for their ability to drain large amounts of revenue to fund their experiments, spell
cadting, and research. Since only the wealthiest (and therefore most powerful) of lords
can afford such aburden, any court with aLord High Wizard is highly respected.

While the court of aking or emperor is certain to have a very powerful Lord High
Wizard, lesser estates may have only atoken spell caster. Of course, since the average
non-wizard does not understand the importance of various spells, aflashy spdl of
minima power will often be perceived by the lord as more va uable than amore
powerful spdl which islessimpressvein practice.

Lord High Chaplin

The Lord High Chaplin is a representetive of the religious community in thelord's
territory. In most cases, the Lord High Chaplin will be amember of the most powerful
church in the kingdom. In cases where two faiths of equa power exist, there may be
two separate offices.

In manors where the lord is not religious, the Lord High Chaplin will be in charge of
handling relations between the lord and the church. A smilar Sate of affairs exists when
thelord isreligious, but is not of the same faith as the mgority of his subjects. In most
cases, thelord will, at the very lesst, pay lip service to the religion of the Lord High

Chaplin.

A Note about Magic



Of course, our own medieva period was not marked by the practice of magic, athough
superdtition was widespread. In the typical feuda court, magic (either clerica or wizardly) is
looked upon with skepticiam. To the average warrior or bureaucrat, magic is both unimportant
and unreliable. The noted cryptic nature of advice acquired from such spells as augury lends
credence to their doubts.

In kingdoms where magic is more common, these crafts may be looked upon with awe by
those who cannot control them. While knights might recognize the vaue of amagica or holy
wegpon, they will consider the use of spellslike fireball to be less than honorable tactics. After
al, they reason, adispute should be settled by fair combat with warriors testing their metd and
their kills. Duels between wizards are considered fair, Snce both sides are using the same
wegpons. Combating a knight with spells (or cutting down an unarmored wizard) is consdered
aviolation of the Chivaric Code.

The Role of the Church

Although we have touched on the importance of religion in feudd society, we have not taken
the time to examine it in any detall. In this section, we will do that, though we will only ddve
into the matter briefly. For those who wish to have greater detail on the various churches
represented in the typica AD& D game, we suggest that you consult the Complete Priest
Handbook and take the time to research the various holy orders in place during the middle
ages.

It isimportant to note that holy ordersin afeudd society tend to mirror the political systemsin
place around them. For example, an acolyte who worksin asmal temple located in the poor
part of atown swears his oath of loyalty to the priest who isin charge of the religious order
throughout the town. The priest swears hisloydty to the curate or canon above him, and so
forth. In thisway, it is easy for us to draw a connection between members of a church and ther
counterparts in the nobility. Of course, in any society which has adominant religion, al members
of the church, be they acolytes or the high priest himsdf, will be due some respect from any
member of the nobility.

Lay Brethren

The lay brethren are not actualy members of the religious power structure, but they
do deserve mention here. This group includes dl those persons who are of an unusudly
pious nature and spend some (or much) of their time working with or for the church.
Examples might include those who sweep the temple out after services or even the cook
who makes medls for the priests at their homes.

Lay brethren do not expect great monetary rewards for their efforts, they work for the
honor of serving their church in the only way they can. Whileit istrue that many of them
are paid some token sdary for their efforts, most do not depend upon the church for
their living. Asis often the case, of course, there are exceptionsto this. A secluded
temple might require a full-time groundskeeper or a permanent cook. In both cases, the
individua would be paid aliving wage and, probably, be provided with room and board
in the church’sfadilities

Because of their great love for their church, many members of this group tend to
adopt a*“holier-than-thou” attitude. While thisis certainly not dwaysthe casg, it is easy
for aperson who has no other claim to fame in afeudd society to focus on the one thing



they do which makes them fed vauable. Thisis understandable, but the PCs may not
aways find such aggressve followers of afaith to be pleasant company.

Acolytes

Acolytes are students of the faith who hope, through great study and devotion, to
become active members of the church in time. Asarule, they are young (generdly in
their mid-teens) and very eager to show their devotion to their superiorsin the church.

Acolytestend to draw the least interesting assgnmentsin agiven temple. They arein
charge of copying holy documents and asssting in religious services, but they have no
true power in the church.

Acolytes are assumed to have the powers of afirst levd priest, though are usudly not
asfit for combat or adventuring as a player character a first level would be. In other
words, where most player character clerics represent members of holy fighting orders,
the NPC acolyte is assumed to be a non-fighting individud. Still, they have begun to
acquire certain holy powers, and are often called upon to employ their healing powers
on the faithful of the church.

Postulant

The postulant is an acolyte who has proven himsef to be true to the church and
devoted in hisvows. Heis generdly older (in his late teens or early twenties) and has
attained the third level of experience. Upon reaching his new leve, the former acolyte is
expected to take on more respongbilities.

In addition to overseeing the training of the acolytes he hasleft behind, the postulant is
now expected to play agreater role in the worship of the deity. In fact, lesser holy
sarvices may actudly be wholly under the supervison of the postulant.

In terms of socid leve, postulants are generaly accepted as the equals of yeomen.
They are awarded some respect, but have no rea decison making power in the church.
Still, their devotion to the faith is noteworthy, and they are accorded their share of socid
privileges.

A postulant will usudly have 1-6 acolytes assigned to him as students. Of course,
while they are under the charge of the postulant, they are expected to follow his
indructionsin adl matters and often end up acting as private servants. Thisisusudly al
right, asit teaches the acolyte to be humble and show respect to their bettersin the
church. If this power is abused, however, it may result in the postulant losing his status
or being assigned to a highly undesirable assgnment as a disciplinary action.

Priest

The priest is the backbone of any rdligious order. Without them, there is no church.
Each temple is assumed to be under the guidance of one priest, who isin charge of all
that goes on within the temple he is associated with. A priest isusudly in hislate
twenties or exly thirties and has the holy powers of afifth or Sxth leve deric.

Priests are selected from the ranks of the postulants and assigned to servein areas
where the church needs to establish a new temple or replace another priest for some
reason. Each priest will oversee 1-6 postulants and (by default) 1-6 acolytes for each
postulant.



In the feudd socid pyramid, priests are roughly equa to townsmen. They are
accorded more respect than the lesser members of the faith, but are not recognized as
true power figures. Thisis often an unjust assumption, as a charismétic priest can have a
strong influence over those who worship & his church, but it is nonetheless the case.

Curate

The curate is recognized as the head of al church activitiesin a given town or city.
Depending upon the size of the town, he will usudly have 1-6 churchesin his
jurisdiction.

Because the curate is one of the most powerful members of the locd religious
community, he is assumed to have roughly the same rights and privileges as an important
guildsman. Asyou might expect, arequest for favors from such an individud is dways
taken very serioudy by the loca nobility. In many cases, atown which might otherwise
be in unrest can be kept in check by the actions of the locd curate.

In addition to their sway with the local populace, curates are respected for the
powerful magic which they can employ (seventh or eighth leve). Intimes of crisis a
loca noble who could not afford to maintain a powerful Lord High Chaplain or aLord
High Wizard will petition the curate to act on his behdf. If the request is reasonable,
serves the interests of the church, and is accompanied by an indication of thelord's
devotion (that is, gold), then the request islikely to be granted. Of course, thisaso
places the noble in debt to the church, astuation which is highly desirable.

Dean

The next rung in the ladder of church affairsis occupied by the dean. This powerful
individud is accorded dl the respect and influence due to aknight or Smilar member of
the chivdric dass. In his handsis placed the supervison of dl church holdingsin 1-6
towns. The dean is an important link in the church structure, for he often actsas an
interface between the church’s highest officids and the loca representatives of the faith
(in the person of the local curates and priests.)

Deans will tend to be in their mid-thirties, having devoted most of their livesto the
service of their deity. Asareault, they have acquired the spell cagting ahilities of aninth
or tenth level cleric. With such power and influence, the dean is clearly aforce to be
reckoned with in any feudd nation.

The dean is, obvioudy, entrusted with agreat ded of authority. In the absence of clear
direction from his superiorsin the church, the dean is permitted (indeed, expected) to
make very important decisions regarding the practice of the faith. As such, they tend to
be very conservative people who seek to avoid making any decisions which might be
viewed asradica by their leaders. In times of criss, such resistance to change and the
desreto avoid “going out on alimb” can often cause serious problems.

Primate

The primates of a church are second in power only to the high priest. They are ableto
command such mighty power and have so much say in matters of the church that they
are assumed to be fully asimportant as any member of the noble class.

Obvioudy, the years of devotion and study required to attain this position means that



the primate will tend to be quite old. As arule, the youngest of primates will be in their
forties While in modern society thisisnot “old” by any stretch of the imagination, it
represented a good portion of aman’slifein amedieva setting. Of course, the hedling
powers of the faithful tend to result in very long-lived members of religious groups .

Each primate is entrusted with the supervison of al church affairsin agiven region. As
arule, any kingdom will be spit into 1-6 regions, each of which will be under the
guidance of asSnge primate.

Primates, having the powers and abilities of an 11t" or 12t leved deric, are
recognized by their noble peers as being very useful friends. Conversaly, they aredso
acknowledged as very dangerous foes. Just as the primate’ s favor can be important to
the operation of any noble s holding, hiswrath can be swift and eterna. Few are the
nobleswho will not try to avoid a clash with thislevel of the church.

High Priest

At the top of every religious order isthe high priest. This person isthe absolute ruler
of the faith in agiven kingdom. Because, in many cases, afath is popular only inasingle
kingdom, the high priest is usudly the absolute ruler of the church. In cases where the
same deity is worshipped by more than one culture, a schism tends to develop dong
culture lineswhich causes the faith to splinter into two or more groups, each with its
own high priest. If thisis not the case, then the high priests will answer to a patriarch
who oversees the church as awhole (see below).

Each high priest will command the powers of a deric of no lessthan 13" levd.
Because of this, they are generdly treated asif they were members of the royd family
itsdf. Only aking who isinsane or asolute in his power will directly chalenge the
authority of the high priest.

The average high priest iswdl into hisfifties by the time he assumes offices. Therigors
of hislife have been such that he is respected asthe find authority on dl matters of faith.
In many churches, the word of the high priest is assumed to be divine and must be taken
as the word of the deity himsdlf. No member of the church may refuse to obey the
indructions of his high priest without risking the wrath of the deity himsdf. To be sure,
thisis not something that any member of the church should take lightly.

Patriarch

In the case of an empire, where severa kingdoms have been forged into one
governmenta unit, a single church leeder must emerge to manage the affairs of the
religion as awhole. This person, seected from among the high priests of the various
dates, isknown as a patriarch.

A patriarch will dso be found in those rare cases where churches of the same deity
exig within several non-united nations and no schism has resulted. In both cases, the
patriarch has clerical powers of at least 151 level and will assume the role of church
leader from any of the high priests. The existence of a patriarch does not reduce the
power of the high priests by very much, asthe church is so large that they mugt all
manage the affairs of an entire nation.

A patriarch, who will dmost dways be at least 70 years old, is accorded the respect
due amember of the imperia family. As one might imagine, acal for revolution or



patience by a person in this position is S0 greset, that many emperors will openly court
the favor of a patriarch with gifts and oaths of loyalty to the doctrines of the church.

Politicsand Churches
The Divine Right of Kings

Because of the awesome power of churchesin any feuda society, it isimportant to
both the government and religious leaders that both recognize each other’s power.

The government recogni zes the importance of the churches by consulting with them on
any important issues and seeking their guidance in most socid matters. Thistrust is best
seen in the gppointment of aLord High Chaplin to the king's saff of advisors. In
addition, many societies grant the church certain privileges (like tax exemptions or free
use of the lord' s land) to further secure their friendship.

For their part, churches promote a belief in the divine right of kings. In short, this
policy smply reflects abdief that any king (or emperor) is himsdf avassa who holds
his own lands (the kingdom) through the grace of whatever deity he worships. Thisis
generdly accepted by the royd family because it bestows upon the king and his actions
anilluson of divine guidance. It is because of this belief that many nations have gone to
war with the thought that “the gods are on our side.” Of course, who would want to
fight awar in which the gods supported the other Sde?

By holding a specia coronation service whenever anew ruler ascends to the throne,
the church recognizes him as the rightful leader of a nation. The magor drawback to such
an act isthat the church mugt gtrip aking of this divine blessing if it should become
important that they oppose him on amgor policy issue. Usudly, any king who is
declared to have fdlen out of favor with the most important faith in his kingdom will find
himself quickly opposed by a powerful noble who has the backing of the church. Such
conflicts can often lead to acivil war and are thus avoided by both sides whenever

possible.

Politics within the Chur ches

Just asthereisagreat ded of politicd intrigue and activity in the feuda government
itsdlf, so too isthe typica church hierarchy ahotbed of power struggles. Whilethisis
not as true in the lower ranks of the church structure, it often becomes the case a higher
levels. Thisis due mainly to the lack of true power which lesser officids have and the
fact that many of them are not overly ambitious.

Once one reaches the leve of curate, however, political savvy begins to become an
important part of areligious leader’ sjob. In addition to dedling with the loca chivarics
and nobles, the curate must manage the affairs of his own staff, many of whom may
have designs on hisjob. On the other hand, he may well have his own sights set on the
job of the dean above him. If this sounds familiar, it's probably because the same sort of
thing isaregular part of the affairs of the nohility. Beyond a certain point it becomes
amog impossible to tdl a church officid gpart from a politician.

Conflicting Faiths
In mogt kingdoms, the mgjor faith will be determined by the beliefs of the king himsdif.
If the king is aworshipper of the Egyptian pantheon, then that islikely to be the Sate



religion. If the king is not rdigious (sddom the case), he will ill find it wiseto pay lip
service to a popular faith and adopt it as the state religion. In most cases, aking who
opposes rdigious practicesin his redm or who actively confronts the various religious
orders popular among the sarfsis going to find himself with arevolution or arevolt on
his hands.

In some cases, however, it is difficult to say where the line must be drawn. If the roya
family has srong tiesto two reigions, then it may be difficult for aruler to maintain a
gtable government. In some cases, acivil war or interna power struggle may erupt, with
each sde being supported by a powerful church. In such cases, it isamogt certain that
both sdeswill, in the end, turn out far worse for the whole affair.

In cases where the faiths are not incompatible, it may be possible for an agreement to
be reached. Asarule, however, most rdligions are prone to didike and distrust those
with differing beliefs. Even in the rare case where supporters of smilar, but different,
faiths reech a consensus, there is usudly too much suspicion and political maneuvering
to make any lagting dliance possible.

Of course, no king or high priest (except for afanatic or afool) wants aHoly War or
ardigious dispute to erupt in their kingdom or church. In addition to being expendve, it
makes them more vulnerable to their adversaries. Thus, even in cases where a dispute
exids, it is sometimes possible for those on both sides to “ agree to disagree” and let
things go at that for alittle while. Such compromises are, by and large, agood thing for
both sdes. The mgor problem with them, however, isthat they do not tend to survive
the test of time.

A good assumption to make is that any large kingdom which has been around for a
long time will have asingle powerful date religion. Other faiths, dthough they may be
legd, are not usudly popular. Although it is often dmost impossble to utterly destroy a
faith which has gotten afoothold in a given society, it is possible to discredit it and drive
it underground. In such cases, the unified actions of the state and its officid religion are
generdly effective.

The Church and Magic

An important question which must be answered when setting up a campaign world is
this what is the church’s view of the practice of magic?

In some cases, the church will sanction such efforts and may even fund spell research
and amilar projects on the part of wizards. Thisis the case with temples to such deities
as the Egyptian goddess Isis or the Greek goddess Hecate, both of whom are the
patrons of magicians.

On the other hand, some churches look upon the practice of magic as an evil thing. In
their opinion, use of magic is often seen as an attempt by man to sted the powers of the
gods and attain a divine status for himself. Obvioudy, they cannot allow such blasphemy
to continue unchecked, so they will often harass or even declare a virtual Holy War
againg those who employ magic.

This can be an important consideration. A priest character who worships a deity that
condders dl magicians to be enemies of the faith, may well find himsdf a oddswith a
felow party member who isan illusonist. Further, aking or lesser lord in a nation with
such ardigion isnot going to have a high wizard on his staff of advisors.



Crimes and Punishments

Feuda societies are often depicted as having harsh and unfair judicid systemsin which the
defendant has little or no chance of justice or mercy. In actudity, thisis sddom the case. The
same codes of honor, duty, and responsibility which pervade the rest of feudd culture dso
dominate the legd profession. Thus, establishing the truth in a case, @ther crimind or civil, is
considered to be a matter of grest importance. A justice takes pride in his work.

There are afew concepts which are important to understand about feuda justice. For one
thing, the pendties for those convicted of serious crimes are quite severe. The death pendity is
quite common, asis branding, whipping, or even dismemberment. While thisis not a plessant
thought, it is the way things are. On the other hand, pendties are not generdly overly crudl.
Torture, for example, isdmost never employed either to obtain confessons or punish the
convicted.

Thefollowing isalig of various crimes and the generaly administered punishments for those
convicted of them. In some places, the pendties will be more severe, while in others they will be
more merciful.

Violent Crimes

The crimes, dl of which are considered to be the most vile of acts, are dl subject to
the deeth pendlty. Asarule, any given society will have a standard means of execution
which is used for dl offenders. Typica measures include hanging, beheading, and
burning at the stake.

Arson

Thisis defined as any setting of afire which causes aloss of life or property.
Exception is made for those fires which are accidenta, but not those which are
purposefully set and get out of hand.

Conspiracy

Thisincludes any attempts to make plans againgt the king or loca lord. It
includes plotting an assassination, making ready to stage a coup, or (in very
grict realms) even making casua remarks about deposing amonarch. Asyou
can seg, thisclass of crimeis very open to the whims of the loca lord and his
justices.

Desecration

Most feuda societies hold a great respect for the dead and the placesin
which they rest. Thus, desecration of atomb or burid area (a popular pastime
with many adventurerdl) is ranked among the violent crimes and violators are
subject to the death penalty.

Drawing a Weapon

There are two ways in which thislaw is enforced. Thefirgt, and more serious
of the two, is Drawing a Weapon on Gentility. Thisindudes any threstening
use of awegpon againg any member of the chivaric, noble, roya, or imperia



classes.

The second aspect of the law isintended to protect the common folk from
rough treatment at the hands of trained warriors. Anyone who has been trained
in fighting and threatens to use their skills against someone without such training
is bresking amgjor tenet of the Chivaric Code. Because it is consdered very
improper to use superior wegpons againg afairly defensdess sarf, thisisadso a
death offense.

In both cases, however, sdf defense is consdered to be an exception to the
law.

Espionage

Technicdly, thislaw appliesto dl persons who act in a covert manner to
obtain the secrets of arealm. However, it is seldom used againgt the spies of
one s lords, which are an accepted part of feuda life.

However, the laws againgt espionage are enforced when the crimind isa spy
in the payment of a hostile government or other faction. Such persons, when
they are captured, are sometimes tried, convicted, and then traded back to their
magters for aransom. | cases where the spy’s master holds one of the lord's
own men, an exchange is often made.

It isimportant to note the difference between espionage and treason. Both
crimesinvolve the giving of information to the enemies of the realm, but they are
very different. Epionage refersto citizens of another relm who are sent into a
foreign nation as spies. Such individuas are consdered to be smply “doing their
job” when they act againgt ariva power.

Treason, on the other hand, refers to citizens of arealm who sl its secretsto
aforeign power. Since they are betraying the nation of their birth, their' sisby
far the more serious crime.

Major Assault

Thisgroup of lawsisasort of “catch-al” for law breskers who use forcein
their actions. In short, mgor assault refers to any use of violence in which the
life of the victim may have been in jeopardy. Further, any atack with aweapon
of any sort (either an actud or improvised one) fdlsinto this category. In short,
anything more dramatic than afist fight is probably going to be mgor assaullt.

Of course, there are exceptions. As with many of the other laws, self defense
isnot acrime.

Murder

This crime, often congdered the ultimate violation of the law, includes any act
which causes aloss of life. It can be applied in matters where crimind intent was
involved, but is aso used to prosecute persons who have caused a death
through extreme cardessness. In relms where chivdry is the absolute rule and
al citizens (or, a least, dl warriors) are expected to act in defense of the wesk,
this crime can be charged against someone who has failed to act to save another
person from desath.



Perjury

As has been stated, the feuda courts will dmost dways try very hard to
determine actua guilt or innocence before passing sentence. One of their most
important toolsin this quest for knowledge is persona testimony by witnesses.
Anyone who provides fase or mideading evidence is subject to execution asa
perjurer. In addition, anyone who withholds evidence which is vitd to the court
can dso betried under these laws. Digtortion of the factsis also considered to

be perjury.

Rebellion

One of the most serious crimesin feudd society isthat of taking arms againg
one slord. In a culture which is built on mutua trust and intricate webs of
political and socidites, such aviolation of trust is very dangerous indeed. In
order to make an example of those who take such dragtic action, the means of
execution employed on convicted rebelsis usudly very unpleasant.

Treason

The crime of treason is regarded as the lowest act which any crimind can
undertake. In many cases, even hardened criminals are loya to the crown and
will turnin traitors to the loca constabulary. As described previoudy, treason is
the slling of one’'s own nation’s secretsto ariva power. It isimportant not to
confuse treason with espionage.

Crimes of Theft

These crimes are dl consdered to be of a non-violent nature. In caseswhere a
crimina usss violencein his crimes, heis certain to be tried under one of the violent
crimes and executed if convicted.

Unless otherwise noted, the following crimes have a graduated scale of punishmen.
Thefirst offense resultsin 10 to 60 lashes for the crimind. A second conviction resultsin
branding, the loss of a hand, or smilar physical marking and 20 to 120 lashes. A third
offense will result in the execution of the crimind.

Burglary

Despite its name, this crime does not imply the theft of any object. A person
can be charged with burglary smply for bregking into ahome, shop, or other
building without permission. In modern terms, this might be taken as bregking
and entering.

Theft

Any act which deprives another person of ther rightful property is considered
theft. It can include shop lifting or a clever swindle. In addition to the pendties
indicated above, the crimind is expected to return the stolen objects or, if that is
not possible, remburse the owner for their vaue.



Minor Assault

Any act of violence is consdered to be at least minor assault. A figt fight or
beeting is the most common offense, but physica restraint of an individua during
arobbery is aso consdered to be minor assaullt.

In any case where awespon is used, however, the crimeis eevated to mgjor
assault and may well result in the death of the offender. Only sdf-defenseis
considered to adlow one to use force against another person.

Poaching

The crime of poaching is defined as hunting on another’ s land without
permission. Asarule, the severity of the punishment is determined by the
success of the poacher. A crimina who sets afew smal snares might be treeted
fairly lightly, while one who brings down a deer might expect to see a savere
sentence.

In cases where the land has been set aside for use by the loca nohility or is
deemed to be the King’'s Woods, the penalty for poaching is degth.

BusinessLaw

Crimes of this sort are generally applied to dishonest merchants or traders. Asarule,
even dishonest businessmen will not chest those who live in their town. In asmall
community, only outsders will be victimized because the merchant knows he must dedl
with his neighbors on aregular bass. In larger towns and cities, the merchant may see
S0 many customersin asingle day tha he can cheat many of them without concern for
such matters.

Breach of Contract

Contractsin afeuda society are far less exacting than they are in our own
world. Asarule, a contract is assumed to include any agreement by two
parties, whether verba or written, which can be verified by athird party. In
cases where athird party presents a fase accounting of the transaction before a
justice, he or she may well be tried as a perjurer.

Once a court rules on abreach of contract, the losing party is expected to live
up to their part in the bargain and pay a pendty to the opposing Side in the case.
This pendty will be determined by the vaue of the contract and the magnitude
of the offender’ s violation of it.

Excessive Debt

Anyone who is unable to pay their debts to amerchant or tax collector may
find themsalves tried for the crime of indebtedness. A conviction in such cases
will result in the violator being required to sdll off any persond belongings which
they have to pay their debts. If they are unable to raise the money they need,
they may be ordered into service for aperiod of time. The length of such service
will be determined by the amount of the debt.

Fraud & Forgery



These two crimes cover abroad range of violation which include any attempt
to obtain money, favors, or the like by false representations or trickery. Possible
examples include the use of incorrect scales in weighing goods, use of low grade
materidsin congruction, inegpt |abor, or the outright falsfication of alegd
document (including coinage). The greater the money involved, the greater the
pendty. Persons who are convicted more than once face the possibility of
execution. In al cases, acriminad must repay the money lost by hisvictims (if
possible) in addition to the rest of his sentence.

Death by Taxes

The Roya Exchequer’s Office oversees the collection of dl of the king's revenues and
answers directly to the Lord High Chamberlain. As arule, the exchequer’ s office assgns Agents
of the Exchequer to each sgnificant portion of the redlm, either a county or shire. They are
responsible for seeing to it that the king’'s god of “a copper for every gold” is collected and
passed on to the roya coffers. Because it is possible for any given gold piece to be taxed more
than once, however, the treasury often fares far better than this.

In some regions, it is not uncommon for atax collector to take alittle bit extra from the loca
populace for himself. So long as he does not push the people to the verge of revolt, the king
often adlows such “minor abuses’ to continue. However, revolutions like those detailed in the
classc tades of Robin Hood are born from just such “minor abuses.”

Thefollowing isafarly complete list of the common fees and taxes for afeudd fantasy
campaign.

Everyday Taxes
This section details the taxes which are collected whenever they are applicable. Unlike
some taxes,which are charged once a month or once a year, these might be collected

every day.

Consumption Tax

Thisisatypicd sdestax. It is charged on al goods and is common to most
economic systems. It is paid to amerchant in addition to the normal transaction
cost. Merchants are then charged this percentage of their profits separately. The
standard rate for thistax is 5%, or copper piece for every slver piece spent.

Luxury Tax

Certain items, like rare furs, jewdry, or ornamenta crests, are consdered to
be luxuries. Their purchase istaxed afurther copper piece per siver piece of
price. Thus, someone buying afine fur coat would be required to pay the
norma Consumption Tax and then the Luxury Tax on top of it.

Inheritance Tax

All wedlth and property inherited by a person is subject to atax of 1 Slver
piece for every gold piece of vaue, or roughly 10% of the estate. Thisisaone-
time tax only. However, if the same property is further passed on to anew
beneficiary, the estate can be taxed yet again.



Talls
Thetoll paid at most bridges, roads, and toll booths is 1 copper piece per
person or horse and 2 coppers per vehicle (if any).

Monthly Taxes
These type of taxes are due about once a month, as described below.

Market Tax

Every town and city has amonthly Market Day, when dl the locdl citizens
come from far and near to see the latest wares for sale by the oddest
assortment of merchants. Every person or beast entering the town or city on
Market Day must pay 1 copper piece for entrance. Since Market Day in towns
is the common equivaent to the tournaments of the nohility, thissmdl chargeis
usudly worth the wide variety of entertainments.

Seasonal Taxes

These taxes are only collected once a year, during a given season. Thefina payment
to the king is due on that season’s day of high festiva. Often, the tax collectors are busy
many weeks, if not months, in advance.

Spring-Hearth Tax
Every dwelling, whether serf’s hovel or duke' s castle is assessed a Hearth
Tax. Naturdly, the amount paid varies according to means.

Type of Structure Tax

Smple Dwdling 1/2/6 cp
Large Dwelling 1/2/6 sp

Inn 5 sp per room
Manor lgp

Cadle 10gp

In those entries which have multiple ligings, the firg isfor atypica dwdling,
the second is for adwelling in an unwaled town, and the third is for any
dwdling within awaled town.

Summer-Land Tax

Thisis a big money-maker for the king, and he can dways count on at least a
certain amount of income from his estates. It shows quite clearly why land is
such avauable commodity in the feuda society.

Every acre is assessed a function and the legd owner of that acreageis
asessed arated tax. In generd, the more useful or developed the land is, the
more it isworth, and therefore, the more it is taxed.

Land Type Tax per Acre



Barren 12 cp

Pond or Lake lcp
Uncultivated lcp
Woodland lcp
Cultivated 2cp
Town 6cp
Fortified 1sp

On the above chart, land which is owned within a non-walled city is deemed
to beina“town” for tax purposes. Land within the confines of a protective wall
is deemed to be “fortified.”

Summer-Nobility Tax

Each family that wishes to display a crest or coat-of-arms within the kingdom
must pay 5 gold pieces per year for the king's graciousness. Thisis part of the
reason the king likes creeting new nobles whenever he can, whether or not they
can afford their own castle, or even own their own home!

Fall-TheTithe

All produce, rents, and profits from the lands themsalves are taxed at arate of
about 1 slver piece per gold piece earned, or about 10%. This mostly affects
rich landowners and, therefore, the nobility.

Fall-lncome Tax

At the same time that the Tithe is being collected from the rich, just about
everyone dseis paying an Income Tax much like our own system today. Each
person’ sincome is assessed by the loca exchequer’ s office and taxed at a
modest rate of about 1 cp per gold piece earned, or only 1%.

While this may seem extremely fair to our eyestoday, the combination of all
of the fees and taxes collected over the year, and other manoria charges tend to
edt up amog hdf of aserf’sincome!

Winter-Poll Tax

Every head in the kingdom is taxed according to the following scale.
Importantly, while serfs are considered daves by many societies, they are
usudly conddered free men in the feudd society. So, usudly the serf himsdlf is
taxed. However, in richer lands the lord is taxed instead.

Some less reputable tax collectors tax both the lord and his servants (who
never know any better and are ordered never to complain about anything).

Category Tax per Head
Child lcp
Marketable Beast lcp
Adult 2¢cp

Riding horse 1



Winter-Magic Tax

In realms where magic is relatively common, magica items are consdered
sgns of wedth and power, and therefore get taxed very heavily. The owner of
any magic item can expect to be taxed about 1 gold piece per 100 experience
points of vauein the AD&D 2" Edition Dungeon Masters Guide. Thus, the
owner of ring of invisibility would owe 15 gp while the holder of a vor pal
sword would be taxed 100 gp.

Note that al magic from scrolls to potions and even artifacts (if known) is
taxable. Thisis one very good reason why player characters new to an area
should keep their magica powers quiet, as even travellers and nonresidents just
“passing through” can be taxed if the collectors catch up with them. It is
therefore possible for characters versed in world-spanning adventures to get
taxed many timesin the course of ayear. However, they can only legdly be
taxed once in any kingdom, and are given areceipt to prove the payment.

Winter-Sword Tax

Every wegpon in the kingdom is taxed, both as a means of making money and
asameans of kegping an eye on the relative power of arms around the
kingdom. People in trouble spots buy up wegpons a an darming rate and a
good tax collector knows how to see the warning signs of revolution.

Normal weapons longer than daggers and knives are taxed at arate of 1
Slver piece per weapon. Magic wesgpons are taxed as their mundane
counterparts, but are aso subject to the previoudy mentioned Magic Tax.

Royal Licenses

It is necessary for the king to keep atab on the growth of industry, especidly if heis
to keep his personal monopoliesin power. Even if he can't dow growth down, he can
at least make some money from the expansion.

Beggar’'sLicense

Believeit or not, begging has aways been afine way to make aliving, and it
requires afar amount of skill and work. The fact that many beggars are actudly
spies, or are accomplished thieves, has not escaped the attention of the king's
tax collectors.

All beggars must have alicense to beg, otherwise they get thrownin jail. The
license costs 1 copper piece and must be renewed every season.

Manufacturer’sLicense

Any manufacturer of goods (i.e. carpenters, potters, etc.) must have alicense.
It costs 2 gold pieces per year, but does not insure you of fair competition (see
“Monopoly Licenses’ below).

School License
Anyone who wants to open a school of any kind, or keep it open, must pay 1



gold piece to the state. This money is due only once ayear and can be paid a
any time. For aone-time fee of 100 gold pieces, any school can be granted a
King's License which lagts indefinitely.

TradeLicense

Much like the Manufacturer’ s Licenses above, tradesmen who creste
perishable goods like beer, wine, bread, etc., must also have alicense to do so.
Coincidentdly, the fee isthe same 2 gold pieces per annum.

Monopoly Licenses

In countries where many guilds have been formed, the guild will dlaim the right
to regulate trade in its own area. As arule, the crown will recognize this right
and alow the guild to set prices, determine who is permitted to sall their goods
or services, and establish minimum quadity standards. Of course, the king
expects to be compensated for alowing the guilds such power.

This fee varies from place to place and depends on the goods and services
provided, but 5% of the profitsis cusomary. While seemingly high, the guild
aways boosts prices much higher than norma and guild members end up
making more money than they would have without such assistance.

In countries where such monopoalies are dlowed, the king usudly must
persondly grant such a monopoly, and does so only to afavored friend or
someone who has helped the kingdom in one way or another. The guild
leadership is only required to contribute 10 gold pieces annudly to maintain their
monopoly in agiven area, but often the persona gifts and free services
accorded the king by the guild (privately, of course) usualy account for a great
ded more. However, the aforementioned price gauging and control over the
local market gtill compensates for the logt revenue.

Legal Feesand Duties

To bring asuit to the roya court costs 10 slver pieces for the privilege. Also, the
loser of asuit must pay the king 10% of the amount sued for, in addition to paying off
the clam.

However, no one gets off that eadily, as the clam money is consdered taxable
income, which the winner of the suit hasto pay off the top.

Also, any legal documents prepared by the roya court cost 5 silver pieces each for
the respective plaintiffs.

Non-Resident Fees

Anyone not a native citizen of the redm islikely to pay somekind of tax. Sometimes
these are known as “ good behavior” fees, because they alow theloca authoritiesto
monitor newcomers to an area. In most places, thistax is 5 gold pieces per levd per
year. Spell casters are noted trouble makers, and are charged twice the normal tax.

All non-humans are assessed atax of 8 gold pieces per year per level. Thisis one of
the reasons why most non-humans don't like living in human lands if they can avoid it. If
non-humans do decide to stay, they can become naturdized citizens after 2 years of



resdency and no history of crimind activity. The charge for naturdizationis 2 gold
pieces per leve.

Mongers are the most nonhuman of them al, and anyone possessng a monster or
even alarge animd must pay afee of 1 gp per hit point of the beast every year! Thisis
the primary reason why travelling carnivas travel so much, asthey are dways one sep
ahead of the tax man. Also, it makes owning any sort of rare beast another significant
sgn of wedth.

Commerce Duties
These taxes reate directly to doing businessin afeudd society.

Import Tax

All goods imported into a kingdom are assessed an average tax of 1 copper
piece per 100 pounds of cargo. While this may seem to be a minuscule amount,
it adds up when shiploads of cargo arein question.

Port Harborage
Every ship is charged 1 slver piece per day for abirth in the public harbor.
Private marinas often charge much, much more.

Import License

Every shipment of goods brought into a country must have alicense. Normd
goods cost about 1 gold piece per shipment to register, while vauable
commodities like spices and wines often cost twice that amount, or 2 gold
pieces per shipment.

“Coming and Going” Tax
Naturdly, any ship or caravan leaving the country is aso charged 10 slver
pieces per vehicle,

Moneylenders Surtax

Bankers and other financia ingtitutions are taxed about 5% of their profits per
year. Thisis one circumstance where the Roya Exchequer often takesa
persond hand in verifying the accounting books of an indtitution, especidly a
rich one.

Populating the Castle

Okay, your castleis alondy place of stone and wood. Y ou have afew advisors, anew bride
or bride-to-be, and atown is springing up nearby. Now what?

W, here'sabrief list of some of the people you' re going to need to make your castle run.
Without them, you' d be one busy knight.

Squire
Each king or knight has his own persona squire. Most squires are knights-in-training
who take care of their lord’s personal steed, see that his armor is repaired and polished,



sharpen his sword and lance, and otherwise tend to the lord’ s miscellaneous knightly
needs. Many of the noblest PCs will have been squired to a greet noble or king. Note
that many of the wedlthiest lords have more than afew squires, and that such positions
are rare and prized within the kingdom.

Marshal of the Stables

The Marshd of the Stablesisin charge of dl of the lord’ s horses, whether for war or
show. Heis dways attended by many well-trested serfs and while he carrieslittle or no
power within the manor, a persond friendship with a horse-loving king is not to be
teken lightly.

Some kings have hunting dogs for chasing foxes in the nearby forests, or facons for
hunting small birds, and these duties dso fdl under the marsha’ s supervision or those of
his gaff.

If the lord has a specid mount like a dragon or a pegasus, the persond attention such
aunique beast requires cals for the hiring of another Marsha of the Roya Steed, who is
likely to have an interesting background to say the leedt.

Chief Porter
The Chief Porter and his watchmen guard the castle during al hours of the day and
night. Asarule, they answer to the Lord High Marshdl.

Sworn Executioner

If alord isthe sworn legd officer in an area, most likely a newly conquered frontier,
or heistheking of aland, he will have on his gaff a Chief Executioner to handle the
messiest of trids. Such aman earns a great ded of respect asit isan ugly job he does,
and hisloydty to the king is never in question.

In his off-hours, the sworn executioner might be Captain of the Guards, but heisaso
likely to be the Magter Torturer (if permitted within the castle walls) and/or the only
practicing doctor for miles. His talents at breaking bones and severing limbs give him a
lot of knowledge about fixing them as well.

Waiting Women

The lady of the cadtleis attended by alarge number of serving girls, known as her
waiting women. They tend to her every need, and help supervise the many household
duties and chores under the lady’ s command.

Chief Steward

The steward oversees the cooking staff and is busy dmogt dl of the time. Feeding an
entire castleisnot asmple chore! The Chief Steward has alot of persond discretion,
but reports to the Cagtellan if any problems arise.

Castellan

The Cagtellan supervises the basic cleaning and household management of the cadtle.
His duties are many, and his knowledge of formd affairs and etiquette is second to
none.



Chief Gardener

If the lady has agarden, it must be tended. Note that these rich gardens are often the
persond groves of many retired druids, and are aso the firgt training grounds for many
young Ones.

Men-at-Arms
These are the soldiers that man the castle, protect the lands, and patrol the
countryside.

Assorted Craftsmen

Large castles have their own dedicated carpenters, barbers, surgeons, tinkers,
potters, stone masons, blacksmiths, and so on. Staff craftsmen take the place of thosein
town who often have other obligations to attend to. Lords tend to hire the best
craftsmen they can afford and many afeud has grown out of therefusad of alord's
employment offer that shouldn’t have been refused.

Serfs

Of course, even the mightiest lord depends, in the long run, on the support of his
subjects. These are the “little peopl€’ who tend the farms, work the mines, and serve as
cannon fodder in military campaigns. Although they are often part of the background in
afeudd setting, they are as important as the unseen timbers which support the roof of
your home. Without them, the entire structure collgpses. For more information on serfs
in afeudd society, see “A Day inthe Life of a Peasant” later on in this chapter.

Paying for Your Castle or Kingdom

Naturdly, al of these citizens must be paid. In this section we have presented a quick system
for handling the financing of an estate or kingdom.

Assume that atypical manor, kingdom, or town recovers in taxes and levees just enough to
keep the etate operating normaly, and within the bounds of typica inflation. However, any
unusua expenditures (i.e. anything other than food, manoria upkeep, norma taxes, and wages)
must be handled specidly by thelord in question.

If the duke wants to keep a dragon as a mount, then dl of the dragon’s expenditures must be
covered somehow, ether by the persond finances of the lord (gained either through inheritance
or adventuring) or through an increase in taxes on the genera populace. Naturdly, the DM
should refer to the American Revolution for some ideas about the effects of unfair taxation on
the masses.

For PCsand NPCs dike, this system isthe easiest to use on alarge scale. It is assumed that
the various exchequers, both roya and noble, are competent enough and suffer only from a
minimum of corruption.

This system dlows both the player and DM to concentrate on the important changes made to
the estate and get on with the game itsalf.

Bribery isYour Friend
As one might expect, bribery isauseful tool in deding with often corrupt bureaucracies, tax



collectors, and other petty (and often not so petty) officids. Sometimesit is cloaked in semi-
legd things like political donations or monopoly taxes, but usudly bribery isin the form of
expendve “birthday” gifts, wedding presents to the father of the bride (as well as the young
couple), or outright purses of gems passed in a handshake from briber to bribed.

Bribery isamost useful ill for characters. While anyone can make an offer of cashiin
exchange for favors, there is often more to bribery than that. For those of you who wish to
incorporate bribery as a non-wesgpon proficiency, the following description should be used.

Bribery
1 dot, Charisma, O modifier.

Thisskill isopen to dl rogue characters. If the DM agrees, it may be available to
other classes on a case-by-case basis. Attempts at bribery are not restricted to those
familiar with itsintricacies, anyone may attempt to bribe someone else. Those with this
kill will be able to determine a“fair” price and avoid a potentiad double-cross.
Whenever a character without bribery skill attempts to use this skill, they must make a
Charismacheck at -4. Failure indicates that the bribe is refused and that the character
may be turned over to the watch for his actions. Those with this skill will obvioudy
suffer no such pendty. It'simportant that the DM not dlow the use of bribery skill to
replace the role-playing aspects of such transactions. Players who role-play such
attempts well should be given a podtive modifier to ther bribery check while those who
do not should suffer for it.

Asyou can see, thereis much more to bribery than just saying “I’ll offer him 10 gold piecesto
look the other way.” It's much more interesting to negotiate skillfully yoursdf, with phrases like
“Hdlo, Sr Wdter! 1”"m so happy you could attend. | didn’'t have time to get a gift for your
lovely wife, so why don't you take this smal gem and pick something up for her yoursdf?’

A Day in the Life of a Peasant

Okay, so enough about the rich, the powerful, and the important. What about the little
people? What do the poor, downtrodden, oppressed masses think about all this feudaism?

Surprisngly, for the most part the peasant underclassis relatively well-off in most feuda
societies. They are aways assured of work, their life spans hover around forty years or so, and
they rardly go hungry. When things get dangerousin times of war, they usudly have a place to
hide and, despite the myths to the contrary, the nobility treats most of their servants extremely
well.

But aren’t they daves, pressed into service by the wedlthy aristocracy? Well, surethey are, in
away. But the key point hereis that the serfs understand the fundamenta principles of
feudalism, and so do their masters.

In truth, the mgority of the serfs are not daves, as open davery of one' s own countrymen is
frowned upon in afeudal society. However, they are not completdly free. In fact, most serfs are
victims of economic davery. While they don’t wear chains or find themselves bought and sold
on the auction block, they face no prospect of a better life. Like daves, they work at seeking
out an existence day by day. While they are able to pay their bills and such, they are unable to
set asde money for savings. Still, thet’ s the way the system works and most are willing, if not

eager, to keep it that way.



For example, while the sarf works the land under a grant from the lord, dl but alittle of the
produce from that land goes back to the lord as rent. Usudly, alittle bit of that food is left over
to feed the serf and his family (who aso work that same land). Some of that food can be sold
for money at market, or back to thelord for afair price, but the lord has charges for everything
on his edate that a serf might need or want.

There are charges for using the ovens, for using the tools on loan from the lord, for kegs of
sdt and spices, etc. In short, since the serfs can't afford to buy these things for themselves, they
have to pay the lord for them, and because dl of their money goes to the lord, they can never
afford these things for themsalves. As you can see, we have avicious cycle of inter-
dependance.

The sarf isfree to pack up hisfamily and leave a any time. But since he is usudly fairly well
treated, has no money of his own, and no place which looks better to go to, why should he?

Y ou see, the lord needs his serfs as much as the serfs need their lord. Land is no good unless
there’ s someone to work it, and no one is going to work dangerous land or land owned by a
cruel taskmagter.

Serfs expect protection from enemiesin times of war, afair amount of freedom (i.e. tripsto
Market Day, some privacy, enough food, and the like), no uncaled-for beatings or harsh
treatment, and not to be taxed to the point of distress and starvation.

Thelord, in turn, expects good workers that will insure the continuation or growth of his
edtate. Y ou see, without the money earned from the agricultural products of the serfs, theloca
manor would collapse quickly from the lack of revenue. Many a cadtle has falen from arevolt
of the serfs, aslabor drikes are not an invention of the twentieth century.

The serfs can adso see that their [abor goes into supporting the lord’ s army, whichin turn
protectsthem. Aslong aswar isacommon danger, and could come at any time, the better
prepared the army, the safer the peasants. A fair old lord beats an unknown new one any day.

So, what' sthe down sde? A serf’slifeis smple, dull, and unrewarding. The average peasant
has no hope of an improved gatusin life. Likewise, his children will be born into the same ot
that he was, and he can see no bright future for them. Those who do want something better, and
arewilling to risk everything for it, tend to become adventurerslike the player characters. They
either die, or they become heroes. Mogtly, they die.



CHAPTER 2: IN THE DAY OF KNIGHTS

This chapter is dedicated to the film Excalibur, which is required viewing for anyone wishing
to bring “red” knightsinto a fantasy campaign. Herein, everything about both historical knights
and thair fantasy equivdentsislad out in an effort to add new layers of depth to your feuda
campagn.

Hopefully, you'll find this materid fascinating enough to make the knights in your campaign
more than just afew two dimensiona paadin types. Entire countries have been conquered by
just afew of these noble warriors, for better or for worse,

The dlassc knight is the holy warrior in search of glory for his god, king, and family. He repels
hordes of invaders, drives the heathens back across the waters, and recovers stolen holy
atifacts from the minions of evil.

However, history isfilled with variations on the theme, and fantasy takes things much further
than that. Hitory tells us of the great germanic king Charlemagne who was known as much for
his great height (astall as amodern man) ashe wasfor hisskill in battle. Fantasy tells us of
warriors like Perseus, Beowulf, Lancelot, Sigfried, and El Cid. These mythical men fought
dragons with their bare hands and wore the horns as trophies. Since we are deding with a
fantasy game, these are the knights and heroes which best suit our mold.

Knights are dedicated, dmost always to extremes. Lancelot would not give way to aking's
army smply on principle, while Don Quixote stepped over the edge and beat up helpless
windmills. The dark knights of fiction--Mordred and the legendary Black Knight--also were
driven to sngle-minded gods, and despite their evil cores, often followed the same principles as
their good counterparts.

However, in a game where teamwork is more important than solo gdlivanting, the sngle
heroic figure can sometimes be logt. This does't have to happen.

An ar of mystery around a knighted character helps keep the campaign tense. Maybe the
paadin is hunting for his missing father, or the dragon that burned his village. The campaign
should not revolve around this lone quest, as dmogt dl knights look for a*“sign from above’ for
guidance. This plot point can be brought up occasondly, in between adventures focused on
other characters. This enhances the sense of destiny around the knight and adds immensdly to
the atmaosphere of the campaign. In short, knights are supposed to be a specid, elite group of
warriors. They should be as quirky as your wizard, as devout as your priest, and as cunning as
your rogue--but in different ways and for uniquely chivalric reasons.

Knightsof Glory

As mentioned before, knights are the dite of warriors. They are dways consdered to be
noble, even if they were not born o, as knighthood is one of the few ways for a person of
common roots to enter the nobility.

For this and other reasons, knights are accorded the highest measure of respect in the
kingdom. If aknight istraveling within his redlm or the relm of amgor aly, he can day a any
inn hewantsfor free. In the friendlier of inns, his entourage can stay as well.

His crest and standard command respect and trust (unless the family is an infamous one). His
word is usudly taken as law, for knights are renowned for their honesty, integrity, and honor. In
fact, truth and honor are the meat and drink of true knights.

Their armor is clean, their mount proud and strong. A knight’s sword is dways sharp, and
even the thieves give way when aknight comes down the road.



Smply put, knights receive dl the public respect accorded any noble, and dl of the private
respect as well. Knights are strong defenders of the people, and are seen asthe rea power
behind the throne. Taes of lone warriors defeating barbarian hordes are dways popular at
Market Day festivas. And any greet battle, no matter how it was fought, or by whom, is aways
attributed to a great knight, whether he deserves the credit or not.

Knights even get to have their own castles and marry beautiful princesses, usudly of their own
choosing! Ah, to be big and strong and wear expensive armor.

Nothing IsFree

Wel, why isn’'t everyone aknight? The answer to that isfairly smple: Not everyone has, as
they say, the right Stuff.

For one thing, knights diealot. You see, it seemsthat charging into danger iVt the safest
occupation in theworld. Thus, knights have very short life expectancies (usudly in the
neighborhood of one or two battles). The honor thing also seemsto get inthe way alot, Sncea
knight won't back down from afight no matter what the odds are. In such cases, aknight either
flees (and disgraces himsdlf) or dies. Because they are known to be stubborn people, they often
choose the latter option. When this happens, their armor is brought home, fixed up, and passed
on to the oldest son.

Knights must be ready to leave for battle at amoment’ s notice, whether for god, king, or
family honor, and this aso tends to make that marriage to the beautiful princess a short-lived
affair.

Taking orders without question and following arigid code of warrior ethics tends to make a
knight'sjob a bit of aroller-coaster ride. One minute, you're riding awhite paomino to glory,
lance in hand, and the next minute your brave war horse has left you surrounded by the great
khan and his three hundred angry sons.

It'sadirty job, but someone’ sgot to doit...

War Horses

While we re discussing some of the good and bad points of knighthood, it’ s time someone
mentioned the knight’ s faithful side-kick, hiswar horse.

Any knight worth his Slver spurs has spent alot of time choosing, rasing, training, and
pampering his mount. Whether thisisthe slver dragon given to you by the elven king, or ared
good dedl you found at afarm, amount is often aknight's only method of trave.

Knights are very close to their mounts. A well-trained war horse can be counted on to drag a
fdlen knight to safety, defend his master’ s body after a staggering blow, or even return a
dumped rider to his manor. A good mount is not only an aid to aknight, but a necessity.

From the campaign point of view, aknight's mount can be a source of drama and persondlity.
Remember that such an animd is known for his unusud inteligence and his loydty to his meder.
By giving the war horse afew interesting traits, the DM can add agrest dedl of color to the
knight' s life. Fity the poor thief who is caught going through the master’ s pack by his mount...

In Search of High Adventure

High adventure. Thisis not the crude wenching of such sty warriors as barbarians. No, these
are noble quests in search of gresat treasures and the downfal of vast evil powers-where
dragons hordes are stripped from their evil clutches in conflicts steeped in blood, fire, and sted.



Alright, you probably get theidea. The AD&D game lets you leave the boredom of red life
and jump right into the very myths of our past. Note that the classic epic hero has dways been a
warrior, Snce wizards never existed, priests don’t cast pdlsin redlity, and thieves only
adventure when they have to.

Unfortunatdly, that leaves some of the other character classes out in the cold, but that’s okay,
they have their own ways of achieving glory, wedth, power, and (best of al) knighthood.

Knighthood for Non-Warriors

This brings us to knighthood in generd. As most of you technicaly-oriented types dready
know, the terms “knight” and “knighthood” have been rather loosdly thrown around here.

Strictly speaking, anyone can be aknight as knighthood is bestowed by the king upon those
who have done him and the country a great service worthy of recognition. While such occasions
are extremely common for warriorsin times of war, it is possible for any character to become
knighted.

Itisdso true that ared warrior-knight traveling with the party makes such recognition easier
to come by, but it is aso true that many deserving party members have been passed by at times
like this, while the warrior of the group is accorded full honors asif he had done the entire deed
aonel

However, that israre. Most knights are warriors raised by the nobility and then sent out on
missions of conquest or defense. Fredlance adventuring warriors are aways considered to be
knights errant, privaidy working for the king dl dong.

All persons knighted get to add the prefix “Sir” or “Lady” to their names. Failure to address a
knighted individua in the proper manner is an insult which has, on more than one occasion, led
to achalenge. Further, knighthood is hereditary. Thus, aknight's heirswill clam histitle when
he dies. Non-warrior knights are not likely to be given castlesin Strategic locationsin order to
defend the kingdom. Still, they can be granted control over atown, receive a grant of land, or
even a position of advisor to the court!

In campaign terms, knighthood is anice way of taking characters from the position of “low-
level wandering nobodies’ to “name-level noble members of society worthy of honor and
respect.” Naturdly, such pogtions are dways to the benefit of the king, and are dso likdly to
indicate that the king is now ready to watch carefully and/or utilize his new “resources”

Fedlty goes both ways though. While the characters can expect to be the king's errand boy
every oncein awhile, they aso earn the right to contact him when things are getting out of hand
and they need help. More than likely, the king would want to know about such problems
ayway.

Let the knights in your campaign “girut their guff” as much as they want when things are quite,
Remember the old saying, “with great power comes grest respongbility.” Thingswill turn nasty
soon enough and the would-be heroes will find themsdlves up to their visorsin danger.

The Road to Knighthood

Mogt knights must be squired to anoble lord or knight, and then trained in the arts of war by
their masters. One cannot just choose to be aknight and sign up somewhere. Still, there are
other ways to attain the status of knight without this long training process, but they usualy
involve greet risk to one's hedth and dmost foolish bravery.

In some campaigns, the DM can choose to assign knighthood to a character at first levd,



assuming that histraining as a squire was completed on the way to manhood, and now the
young warrior is ready to step out on his own.

However, depending on the campaign, this may not be the best way. After dl, whereisthe
great deed done in service to god, king, or country? Feceit, a first level, killing an ogreisa
great act of heroism, but it doesn’'t rank up there on the royal top ten of heroic acts, now does
it? Also, moreimportantly, where s the character development? Does the whole story get
made up and wasted in 100 words or lessona 3’ x 5" card?

It s;ems more logica to alow the young cavdier or paadin to train until manhood and then be
alowed to make his own mark upon the world. Some knights-in-training stay back and train the
next group, guard the fort, or take a safe job at home with “ Daddy.” Those are the NPC kind
of knights. They reach name leve at the age of 50 and get knighted for “meritorious service in
the name of the kingdom,” which isafancy way of saying “he didn’t get killed or screw up red
badly in dl hisyears”

But PC knights-in-training go out and seek little dragons. Asthey years go by, they gradudly
alow their increased kills and &bilities to guide their sght's higher and higher until they are
confronting world-shattering horrors and standing alone againgt the grestest of foes. Training for
levels can be done on the road, as earned by deeds, or by the PC'slord, who gets to keep tabs
on him and continues his fatherly guidance over those years.

It is a0 suggested that, in afeuda campaign, the criteriafor obtaining a stronghold not be
fixed a 9" level. Being knighted, which may or may not come a 9" level, should be the
campaign criteriafor such an important event. It makes the gift more logicd in such a setting and
gives the character an obvious reward to work for in histravels and battles.

Y ou can become a squire through bribery, by being left on a doorstep, by cooking an
unusudly good rabbit for aknight, by caling in an old family favor, by being chosen by the High
Priegt a fedtivd time, or by sheer luck. In any case, the imagination of the DM is the only limit,
and aswe dl know, thereis no limit to that.

Questing for Knighthood

The best way (from a campaign stance) to become aknight is by completing a quest.
Now, treditiondly, quests have involved things like recovering the Holy Grail from
Mordred and Morgan La Fey, or throwing a cursed ring into a big volcano. However,
unless your PC knight wants to wait until 20" level to be truly knighted, it might be
better to stick to something smdler.

What kind of quest might do it? Well, that depends alot on the campaign. If thereisa
dragon in the land who is ared nuisance to the kingdom, removing it isa pretty big
favor for the king. Maybe that dragon isin a very inaccessible place and no one knows
wherethelar is, turning that information over to His Royd Highnesswould certainly be
worthy of attention. Perhaps someone important was taken by the beast and the trick is
to return the prisoner safely. In short, the perceived magnitude of the deed (i.e. did it
make aredly heroic tale afterwards) is more important than the experience points
earned.

Destroying a cursed object might involve nothing more than dropping it in aregular
old run-of-the-mill volcano. Of course, that might till require sx months of traveling the
high seas a condderable risk.

Inal cases, try and let the player make the quest choice. Give him or her as many



subtle hints, omens, and portents as you want, but the decision should reflect a personal
choice of the player, not an enforced requirement. Accomplishing one's objective fedls
alot better when it wastheir idea.

By the way, don’t forget to make the trip worthwhile to the other players. Include
equaly unique reasonsto go dong, if the usuad quest for random experience, treasure,
and high adventure does't bail their blood. However, stress that thistime out, it' s the
knight's chance for glory. Note that agood DM gives smilar chances for the other
characters as well, but for reasons that must vary from character to character.

Any Excusefor a Party

Hooray! The deed is done, the beast vanquished, the accursed artifact destroyed!
Now what?

Depending on tradition, the ceremonies of knighthood can ether be a solemn, private
affair or just another excuse for aredly big party.

In classic English higtory, knighthood was a solemn gift, bestowed upon the worthy
subject with much pomp and circumstance. The church gaveits blessings, as did the
king.

However, in lands where the king isn't quite so stuffy, aroya knighthood is often a
time of greet celebration. A good ruler knows the palitical vaue of associating himsdf
quickly with the doers of brave deeds. Also, the oath of fedlty to the king from the
brave knight adds to the king's prestige immensdly.

For purposes of the AD& D game, the following order of events is suggested.

On the day of the ceremony, the capitd city and the castle grounds have a carniva-
like atmaosphere about them. In fact, the monthly Market Day may be rushed or
postponed just to take advantage of dl of the newcomers attending the ceremony. Such
an event is advertised a least a month in advance to get as much of aturnout as
possible. It is aso not uncommon for the king to waive the Market Tax and provide a
pavilion of free food and drink in order to promote a bigger turnot.

At high noon, the ceremonies begin with the most powerful loca church presiding.
The service will be hosted by thelocal curate at the very least, and may even merit the
attentions of a dean or primate. In al cases, the importance of the knight's socid status
and the greatness of the deed will determine who conducts the affair. In the case of a
multiple knighting which involves individuas from different rdigions, representatives of
esch faith will atend the sarvice. Usudly, the sate rligion will assume aleading role,
but other compromises are possible.

Once the blessings and sacraments have been performed, the royd processon begins.
Theking traditiondly taps the knedling knight on each shoulder, uttering some standard
secular blessing. It may or may not have religious connotations, depending on the nature
of the campaign.

The knight is then expected to kiss the sword of the king as a symbol of subservience
to his new lord, and swear open alegiance and fedty before dl present. This continues
until al digible persons are knighted.

Hip hip, hooray! Now the fun redly begins. The townspeople celebrate upwards of a
week, until dl concerned are either drunk, broke, or both. A wise king throwsin afair
number of surprises, like free chickens a the market grounds, or a chance to vist the



royd stables. If he owns amount of power, like adragon or pegasus, he undoubtedly
circlesthe castle and city many times to show off.

In short, make it an interesting affair, full of fun and celebration, but don't forget the
adventuring possibilities. Such events are fidd days for thieves and troublemakers, and if
the party startstrouble, they might have to help clean it up afterwards.

Als, as such events are announced in advance, an opposing army amassed nearby
(that had remained undetected) surely takes the chance to attack the ill-defended
capitd, hoping to drike a single killing stroke. Such an attack is certainly dishonorablein
the extreme, so make the land and lord in question an infamous one.

However, such an attack islikely to be arandom, haphazard affair, and the players
might play amgor role in turning back the impetuous invaders. If they do, then they
earn even more fame and glory. If not, the townspeople are not going to be very
pleased about the lack of protection, let aone any unplanned-for change in leadership.

Demi-Human Celebrations

Okay, so the humans get drunk, sing alittle, and chase members of the opposite sex,
but what do other races do at such occasons? While the dwarven and even versions of
chivalry and knighthood are discussed later on, this seems the best place to describe
non-human celebrations.

Elven Parties

The elves get drunk, sing very well, and chase members of the opposite sex.
They take a very light-hearted approach to the ceremony, as they see such
gpectacles many times over their long life spans. No disrespect isintended. In
fact, nothing is more respected than an even protector.

The wedlth spent on such affairs is enormous, but many of the decorations
have been used before. Gem-laden strings of mithral wrap the trunks of trees,
and gleaming shirts of mithral armor come out of storage for the occasion. Elven
parties last for weeks, and little is accomplished during such high festivas.

Dwarven Parties

On the other hand, the Dwarves get drunk, sing rather badly, and chase
members of the opposite sex. Dwarves take such signs of glory very, very
serioudy. The high ceremony is attended only by afew and involves a blood-
bonding between the lord and his new vassad. Dwarves know war is a serious
matter, and glory attained in war isworthy of the highest honor.

However, after the solemn ceremonies are over, the dwarves go crazy for a
few weeksjust like the eves. Visitors trapped in the dwarven caves during
these times may be overwhelmed by the wildness of such anormaly solemn
race. Still, few who have ever lived through a dwarven celebration will ever

experience anything like it again.

The Chivalric Code
The chivaric code is the set of idedls which dl knights are expected to follow to the letter.
However, this code of honor and truth often causes alot of conflict for both the knight and



those he travels with.

While these guidelines have been presented in many waysin previous AD& D rules books,
and they have aso been reprised in the AD& D 2nd Edition Complete Fighter’ s Handbook,
space has prevented a detailed accounting of the reasons that such a code is followed, and what
the many consequences of failure might be. Herein, the code of chivary is detailed with an eye
to playability inafeudd campaign.

Medieval Code of Chivalry

A knight must cheerfully perform any noble service or quest asked of him. If any
person or item is placed in his care, a knight must defend, to the deeth if necessary, his
charge. Nauraly, any task incompletely accomplished isa sign of physica weekness
and soiritud falure.

A knight must perform military service to hislord whenever asked and must show
courage and enterprise when obeying hislord. Thisisthe very heart of the feudd ided,
and forms the backbone of medieva military organization.

A knight regards war as the “flowering of chivary” and, therefore, a noble enterprise.
For the knight, battleis the test of manhood, and combat is glorious. A knight'sfirst
god asawarior, therefore, isthe persond achievement of glory in battle. Without
glorious deeds in times of war, aknight is conddered to be nothing more than afancy
mercenary, having wasted years of hislife traning for ultimate falure,

A knight must defest al those who oppose his cause in battle. Note that daying your
enemy is not dways the best way to make your point. Driving off an invader with a
great show of force dlows talesto be told, rumors to be spread, and keeps someone
diveto warn againd further invasons.

A knight must choose death before dishonor. Why liveif one must live in disgrace?
Much like bushido, the samurai’ s code of honor, the knight is supposed to die before
surrendering his charge. However, while aknight who blindly charges the barbarian
horde may seem ludicrous, the ultimate result is the same, honor is served.

A knight must show respect for al peers and equas, honor dl those above his station
(socid class or rank), and scorn those who are lowly and ignoble. A knight does not aid
the ill-mannered, the coarse, the crude. This appliesto goods and servicesaswell. A
knight does not use equipment which is badly-made or inferior, as he chooses to fight
on foot before riding a nag.

A knight must show courtesy to dl ladies (also see “Maid to Fit”). Women arefrall
things to be protected. They are to be cherished and honored, watched from afar and
never handled roughly.

A Modern Code of Chivalry

Some of the positions held by classic knights make it difficult to play afantasy knight
correctly. After dl, much like the samural warrior, atrue knight would only just get out
on his own before he had dready headed off in search of the evil high king across the
sea. Thismakesfor very one-sded adventures (annoying the other playersimmensely)
and very short life spans. Rolling up anew knight every leve is nobody’ s idea of fun.
Here isamodified code which might be more functiond in the typicd AD&D game.



Faithfulness

A knight must be true to hisgod. Any lack of faithisasign of spiritud
weakness and immora character. In the event of an area of uncertainty, the
knight should seek out a priest of hisfaith and request guidance. In the case of
minor transgressions, the knight might be assigned a task to show his desire to
make amends for his misdeeds.

L oyalty

A knight must be true to his country and his king. The entire kingdom would
collgpse should the oaths of fedty be dissolved. Be loya to your lord, and your
vassds will learn from your example. Be didoyd, and beware every time you
turn your back.

Respect

A knight must be true to women or those who are less fortunate than himsdlf,
and honor those who have achieved greeter glory for their god and country.
Those who lie, cheat, and sted are beneath contempt as they are honorless
cowards.

Honor

A knight must be true to one' s self. Only your god and you know if you have
been truly honorable, and lying to one's sdf can only lead to the further
corruption of lying to others. All lies, no matter for what cause they aretold, are
dishonorable. It is better to not provide an answer at dl than it isto deceive
anyone for any reason. This includes shading the truth or lies based on the
omission of facts. Any intent to deceive is consdered alie.

Valor

A knight must be true to his professon. A warrior who isacoward isnot a
warrior a dl, but aworthless retch in armor, preaching liesto dl around him.
Y ou cannot earn respect in such a manner, and you cannot keep a clear
conscious by retreating from glory. It is better to die for your cause than to
surrender it. If acauseis not worth fighting for, then war isto no avall. A
chalenge, especidly to single combat, is dways the best way to achieve vaor
and glory for your cause.

Maid to Fit

A short note is needed here to discuss the role of women as knights. Women, especialy these
days, play in alot of AD& D game campaigns. Now, in aclassc medieva setting, women got to
oversee the knitting, or the temporary command of the castle while the lord was away--hardly a
great role-playing experience. However, with alittle work describing afemae knight, we can
get an idea of some ways around the rather sexist codes of chivalry.

Since you are unlikdly to be playing with mgor chauvinigsin your game, once the femde
knight has “ proven hersdlf” in the eyes of her felow warriors things should go rather smoothly
and the problem is solved. Otherwise, chauvinism will be a congtant campaign problem.



Instead of seeing al women as things to be put upon a pedestd and admired, afemae knight
sees dl women as dlies, and has afirm grasp on the real behind-the-scenes working of a
kingdom and a castle. Femae knights get to use cunning and diplomacy to greater effect in such
acampagn.

However, if there are enough women to support a guild, they can either have big chipson
their shoulders (as aresult of overcoming outright prejudice) or they might just have earned a
far measure of respect from the genera populace. Female archers are particularly formidable
for they tend to spend more time perfecting subtle movements than raw physical power.

As seen in heroic fantasy, female warriors are just as powerful as the men, but stress different
things about combat. While amae barbarian lord is capable of splitting a skull with hisaxe, a
femae knight might prefer removing that head in amore surgica fashion, by passing her blade
through the throat.

Falling from Grace

A lot has been made of the power of the chivalric ided to control one's destiny and outlook
onlife. Infact, it is expected that the code chosen be followed to the letter, even to the point of
extremes--like sngle-handedly charging the ancient red dragon when there is no hope of
SUCCess.

However, asis bound to hgppen sometime in aknight’ s life, he may “fdl from grace” Even a
momentary lgpse of will can cost aknight dearly.

It cannot be emphasized how much a breach of trust and faith it isto fail to perform
honorably. However, there are degrees of failure, and not every transgression is aworld-
shaking event. In order below are some of the punishments common in such circumstances, and
the levd of transgression required to receive said punishment.

L oss of Personal Honor

A knight who has shown minor cowardice in battle (by avoiding a battle, etc.) or who
has offended alady, has suffered aloss of persona honor. He has been marked as
spiritudly impure, and the DM is encouraged to inform the knight that he is now
displaying tendencies towards neutra or evil. The player should be informed of this
change, and such failures become idle gossp in the kingdom very quickly. Further
falingswill result in an actud dignment change and force the knight to dedl with al the
negative effects of such transformations.

Recovering from such a transgression often involves nothing more than a courageous
gand in the next battle, or championing said lady in the upcoming tournament. While the
gain isnot permanent and aignment can return to normd, further transgressons, even if
normally only minor, are now treated with even less tolerance and might cause the loss
of one sfamily honor (see below).

L oss of Family Honor

Outright cowardice in the line of duty that does not result in the loss of the battle or
the striking of any women, are the sorts of things that not only incur the pendties stated
above under “Laoss of Persona Honor”, but dso can have long-lagting effects on the
offending knight’s entire family line.

Besdes flagrant dignment violation, the knight’ s liege-lord is fully within hisrightsto



reped the oaths of fedty sworn from such an obvioudy dishonorable character. The
revoking of lands, the freezing of assets, and the bitter scorn of the genera populace are
usudly humbling enough to the fadlen knight.

Some fdlen knights choose to repent their sins through the performance of some greet
quest, or by entering into a monastery where, after serving their god for many years,
penance might be granted.

Other knights might opt to renounce the same titles they have lived by, having had a
more permanent change of heart, and become knights-errant, or rogue knights.

L oss of Royal Honor

Now, the knight’ s crimes are getting serious by anyone' s sandards. The knight has
fled the scene of abattle, demoraizing his forces to the point of turning the course of the
battle, or the knight has harmed or dandered alady of noble birth--a chaste daughter of
the redm!

Including dl of the punishments detailed under the “Loss of Persond and Family
Honor” sections, the knight and quite possibly his entire family lineislikely to be
banished forever from the kingdom. As enemies of the realm, and to save the face of the
ruling lord, the knight risks imprisonment or execution if he returns.

Nothing short of saving the king’s daughter from the clutches of ultimate evil can win
back the fdlen hero’ s lands. By default, snce they no longer have any lord to serve or
lands to represent, dl such knights become rogue knights. This knight's family crest
becomes a beacon of distrust that haunts him the rest of hislife.

Heinous Crimes against the Gods or theKing

This particular category is the most serious because such things do not occur
accidentaly. Such heinous crimes are premeditated and dl the more despicable. This
type of crimeis diginguished by the fact that it must be so awful that the knight in
question’s dignment is now irrevocably shifted to evil.

Using our progressive examples, this time the knight has actudly led hislord’ s forces
into an ambush, turning Sdes and helping to daughter his own men, or the knight has
captured, ransomed, and possibly even killed the king’ s own daughter.

Now, al of the pendties discussed above are just for starters. This horrible crimind’s
lifeis now forfeit. Banishment is proclamed, but hardly necessary, as the culprit isno
doubt long gone after the deed. His crest, should he remain bold enough to present it,
atracts bounty hunters and loya avenging knights until the scoundre is caught and
brought to justice.

Such aknight isthe worst kind of rogue, a Black Knight, and thisisthe kind of man
great chivdric villains are made of.

Rogue Knights

Now, you can use the above guiddines to keep your knightsin check or to build a better
history for your noble houses, but there are other ways to utilize the rogue knight' s life.

What if it'saframe-up? How do you proclaim your innocence when no one believes you?
How can you chdlenge the knight who framed you if you have aready been banished from the
kingdom? Do you start anew life, only to return decades later to right the wrong, or does the



knight get the chance to chdlenge before the king? And what if the framer is of much higher
leve that of the framed? If you die defending your honor, then you'll be considered guilty, and if
you fail to chdlenge, then you are dso assumed to be guiilty.

And what about the problems faced by men like Sir Robin of Lockdey (Robin Hood)? His
lands were taken by an evil usurper to the throne while the true king was held captive across the
sea. Which king do you serve and which is the most honorable road to travel? Do you dare
fight your old comrades?

Asyou can see, knights and rogue knights make not only the best NPCs, but also add spice
to any PC background story. Better yet, the DM can throw such a curve into the campaign asit
isrunning, causing al sorts of greet role-playing opportunities.

Heraldry

Every knight or noble worth his castle has afamily crest or banner. In fact, once anew noble
is knighted, a banner bearing the family herddry must be sent to the king's castle whereiit is
hung proudly in his great throne hal, another Sgn to al vigtors of aking's vast wedth and
power.

While every noble has a coa of arms, this section is specifically tailored to warrior knightsin
particular. As their sandards are the most colorful and meaningful, they offer the best examples
of the great art of herddry. However, any noble can bear a coat-of-arms, and any important
persondity (PC or NPC) can have their own persond etched rune, wizard mark, or identifying
glyph, and these guiddines can be used by any person interested in adding just alittle bit more
flavor to their fantasy persona

Standards

Most notably, aknight's standard appearsin five places. on hisarmor, his shidd, his
lance-banner (when leading a charge to battle or shown at the beginning of a
tournament), on alarge banner or flag flying high above his castle, and on his private
Sgnet ring (which is used to leave an impression in seding wax on letters and legal
contracts).

The sandard can include anything from the favorite flowers of aknight’s lady to the
depiction of the knight's most hated enemy or heroically vanquished foe. In classic
medieva history, the objects placed on the slandard usudly had no apparent meaning to
those outside the family. Often that secret was not passed down to the next generation
of the family ether, making things very confusing indeed if agenedlogy is attempted.

However, for our purposes, it redly adds very little to the game if such standards are
useful for nothing more than identifying the enemy during afoggy battle. For dl players
interested in adding some color to their characters, some more thought is required.

Theroyad standard is born only by the king, his squires, and his persona knights,
guards, and army. However, some kings require &t least a portion of their sandard to
be included somewhere in the sandards of any sworn vassals, noble or knighted. In
such cases, the king's symboal is something smple and easily recognized, like asun,
moon, lion, single bar, background color, or even adragon, which is easily incorporated
into any lesser sandard.

Before acampaign is begun, at least the king' s standard should be described to the
characters, as hisfollowers are to be trested with the utmost care at dl levels of



adventuring. The standards of any neighboring dlies and enemies and the locd noble
manor should aso be determined before play commences fully.

If the DM is using the option of waiting to knight hiswarriors until they have become
worthy of the honor through great deeds, then the knight-in-training must bear the
gandard of hislord until he has earned the chance to creste his own nobleline.
Otherwise, players should detail their family crest and history during the character
creation phase and submit thisto the DM for gpproval and inclusion into the campaign.

In particularly large kingdoms or worlds where there is an emperor, it ispossblefor a
newly knighted warrior to have more than one required symbol in his sandard, making
the cusomizing of his own standard a difficult one.

It is now readily apparent why the Heradry skill in the Players Handbook becomes
useful. With this kill, it is possible to deduce another knight' s dlegiances, family hisory,
and record of previous deeds or crimes. It aso becomes equally apparent why the DM
needs to whip up some of thisinformation beforehand! Useit to drop hints about an
ancient weapon known to be wielded by afamous, or infamous, knight. It dso comesin
very handy during a tournament.

In any case, the exact nature and meaning of the standard is left up to the character
and the DM. Beow we present two examples, one from history and one from fiction, to
guide the DM in this métter.

Richard the Lion-Hearted

Richard the Lion-Hearted, renowned king of England, bore a“lion rampant”
(i.e attacking lion) upon al of his noble devices. This symbolized his strength
and aggressvenessin battle. While thereisno red lion in Richard's pagt, the
symboal of the lion was based on his deeds as a young man, hislarge Sature,
and hisill in battle.

While some standards bear little resemblance to the historical perception of
some knights, Richard’ s was eminently gppropriate. Since then, many of
England’ s kings have followed Richard' s example and have incorporated lions
into their standards.

In an AD&D game, thousands of animals and mongters, both good and evil,
can be utilized in asmilar fashion.

Lancelot Du Lake

Lancdot, as portrayed in the film Excalibur, bore an embossed picture of the
Holy Grail on his chest asa symbol of his search for perfection. It was legend
that only the truest knight, perfect in al respects, could find the lost Holy Grail.
While the existence of the Grail can be doubted, it is not itsredity thet is
important, as the Grail was avisble symbol of something that was not visble to
the knights: perfection. Such symbolism can add greetly to a PC knight’s coat-
of-arms.

TheKing's Standard
As an example of incorporating the lord' s sandard into one€' s own, imagine
that the great overlord's standard isagold dragon. If aking under him hasa



dlver dragon, intertwining the two dragonsis astandard rich in artistry and
symbolism for afeudd environment.

If the king uses the symbol of a stone tower to remind people his castle has
never fallen to sege, the emperor’s gold dragon can be spread out behind the
tower, indicating that the tower is protected by a greater power as well.

Altering the Armor Further

When knights spent more time dressing themselves for war than actualy
fighting, they continued to dter their armor in decorative ways. One of these
ways included modifying the helmet to resemble something in the knight's
standard, like a hawk’ s beak, the wings of a pegasus, or the fangs of avampire.

Another dteration involved the outer gppearance of the armor. Whileit is
customary to paint the noble standard on the armor, it can be quite an elaborate
affair. Molten precious metds like slver and gold can be used like paint a such
times

However, someone who has such funds available usudly goesto the trouble
of embossing his sandard more permanently. This includes actudly denting and
shaping the armor in and around the symbol like abas-relief sculpture. This can
then be augmented by gems, precious metds, or anything else the knight
desires. Since thisincreases the vaue of the armor, and the expensesto repair it
once damaged, only the very wedthy prepare their battle armor in such a
fashion. Usualy, a second set of armor, not suitable for combat use is prepared
for specid occasions and high ceremonies, like weddings, knighthoods, and
councils of war.

Even the very armor itsdf can be modified dightly, to look more rounded or
sharp, depending on the effect desired. Some things, however, speak louder
than any crest of standard when it concerns one'sarmor. Any knight walking
theland in a suit of blue-green metal embossed with runes of mystic power is
not to be taken lightly.

Demi-Human Knights

Knighthood and the Code of Chivary are primarily states of mind and occupations chosen by
the person in question. In fact, adapting knighthood to other demi-human societies can add alot
of spice to the campaign, and agreet ded of depth to some non-human societies. Following the
guidelines presented in the two examples below, an ambitious DM can throw al sorts of curves
to his players.

Elven Knights

Elvesfollow the code of chivary to the letter, except when it comes to battle. Elven
lifeistoo precious to be squandered needlesdy againgt lost causes. When they do
sacrifice themsdves, it isonly for the greatest good of the even kingdom or in defense
of their companions. In short, elves as a people avoid war whenever possible. They
prefer to depend on politics to settle disputes, and are far less aggressive than most of
the other races in an average campaign.

Elven knights place a high regard for the ceremonia aspect of chivdry, aswell as



respecting their peers and superiors. However, they are quick to the point of snobbery
in showing contempt of those benesth their station and those of ignoble idedls. To thelr
credit, dven knights place no weight on class differences in such judgments, just on
personal character and reputation.

Since women are equas among men in even society, the repect even knights show
for women is more courtesy than outright adoration. Importantly, while the mgjority of
the elven cavdry is comprised of mae even knights, most elven archer companies
contain amgjority of women.

Elven knights dmost never wear plate armors, but prefer more lightweight, flexible
armoring made of fine chain. As elves prefer baitle within forested environments where
they can rely on their naturd adeptness in such surroundings to give them an added
edge, they congder plate armor too noisy and bulky for such maneuvering.

It isimportant to note that magica even chain mall is only given as a gift to worthy
men and women who have honored themsdvesin the defense of eves and even lands.
It israre, but not unheard of, for non-elvesto earn such a gift if their deeds warrant it.
Non-dves are never taught the secret of making and enchanting even chain mall.

Magica elven chain can be found in treasure hoards, of course, but if knowledge
escapes of its recovery, eves are sure to converge on the discoverer with offersfor the
auit’ s purchase. A reasonable price is offered, and any person who does not sdll their
prize, is hounded for many years until deeth takes the short-lived morta, or until a better
priceis reached.

The dves will not give up the quest, as they see the common use of such agreet prize
tends to lessen its overdl value and significance for al others. Also, the elves do not
want
untrustworthy armorersto get ahold of any even chain mall, lest they manage to
discover its secrets through magic or research. Such a discovery by outsiders would
risk war.

Elven knights that choose to wear plate armor (very rare) dways make them look like
they were made from mithra. A highly polished coating of the shiny siver metd is
goplied amogt like paint to the armor, and the suit then gleams and shinesin even the
most indirect lighting. In fact, the greatest of kings or the richest of knights often teke
their armor to the elves for such detailing once it has been purchased.

Dwarven Knights

Dwarves take their warring very serioudy indeed, and their views on war and honor
would make any vigting samural warrior proud. Dwarves, in stark contrast to the elves,
would rather diein glorious battle than any other way. It is even said that dwarves
adwayslar near adragon or alarge colony of giants just to keep a steedy scenario of
conflict going. To ther credit the dwarves are dway's ready for war.

In fact, during the numerous battles between even and dwarven forces, it has aways
been the even kinship with anima and plant life that has kept them one step ahead of
their dwarven enemies. The dves dways seem to have enough time to get ready for a
battle, no matter how well the dwarven forces try to conceal themsdlves.

As mentioned earlier, the dwarves take the ceremonia aspects of their idea of chivary
very serioudy, but keep such things rather private.



The “respect for women” notions are pretty much ignored by arather chauvinistic
male dwarven hierarchy. In asociety geared for war and hard work in the mines, there
seemsto be no glory available for thelittle ladies.

Now, that is not to say that dwarven women are mistreated. That isfar from the truth.
They are given equd rights and protection under adl laws, and dwarven marriages are
ones of partnership, not obedience.

The dwarves like to make their armor heavy, plated, and black. Almost without
exception, al dwarven-szed armor is actudly made from dwarven forged iron. A dwarf
will not wear armor forged by any other race, for their pride is quite strong and their
codes of honor very exacting on such points.

While elven armors require congtant repair if they are to remain atractive, dwarves
place less vaue on gppearance and more vaue on defense. Dwarven plate armor is
treated as plate mail +1, but is amost 50% heavier than human plate. This means that
adwarven st of plate armor (sized for a4’ tal dwarf) weighs just about as much asa
human set of plate (Szed for a6 tal knight).

Unfortunately, dwarves rarely make their armor for humans, and do not know how to
make ether fidd or full plate armors. Their own limbs and joints do not have the
mobility necessary to make afunctional set of those full-body armors, and so the
dwarves will have none of it. Just like the elves, dwarves don't teach non-dwarves their
metdlurgy secrets.

Dwarves dwell extensvely on their own version of heradry, based on the persond
histories and family genealogies of the entire dwarven race. Dwarves are remarkable a
remembering long list of names, and spend agreet ded of ther lives memorizing detalls
about everyone they ever see, meet, or hear abouit.



CHAPTER 3: THE TOURNAMENT

So maybe your player characters haven't earned the fame and glory which should get them a
cadtle of their own yet. Maybe the thought of chasing a dragon, even alittle one, is dill the stuff
of their dreams. What does the would-be knight do in such cases?

Wi, organized competitions or tournaments are a great way for the player charactersto
“mingle’ with the loca nobility and show off their suff. It may be that a good performancein,
say, the archery contest will earn the character the right to marry the prince or princess of the
realm. Once everyone knows how good you are, fame and glory are only afew steps away!

High Holidays

All societies take time off for one reason or another. Usudly these officid holidays are:
religious (if onerdigion istruly dominant in the area), agriculturd (commonly &t the equinox and
solgtice), or paliticd in nature. In the latter case, they often mark the founding of the country or
some great victory of war or revolution. Usualy, one can count on one officialy recognized
holiday every other month or so.

Rdigious holidaysrarely involve either fairs or tournaments. These are traditiondly times of
fasting and persond sacrifice to one's church. They are dways placed on days significant to the
given religious cadendar (i.e. the death of a saint, the resurrection of agod, the founding of anew
order). Holy knights, like paadins, tithe their incomes to the church during ceremonies held on
these occasions. They dso spend alot of time seeking guidance from both their local priest and
their patron deity. Visons of great quests often come at such soul-searching times.

Agriculturd holidays are celebrated by the rich and the poor, and there will be both common
fairsand aroya tournament held to mark such occasions. Those marking the harvest in autumn
and the end of the planting season in spring usudly last for aweek at atime, while dl others last
but aday.

Political holidays are times of private parties, town parades, and local noble tournaments.
Unlessthe political deed had great significance to the realm and the king in power, no royd
tournament is likely to be held on this day. In essence, towns hold large Market Days on these
days, supplanting the need for the usud monthly Market Day.

Private Celebrations

Occasiondly alord or king will be particularly blessed during the course of ayear. Some
examples of such blessingsinclude awedding, birth of afirst born heir (or any roya prince or
princess), maor victory in war, successful truce, or the defeating of some ancient lingering
menace to the ream, like a dragon.

Often thisinvolves only the lord in question throwing alot of money and food around &t the
next Market Day.

However, the locd lord may wish to sponsor a tournament or fair. He might want to
gracioudy invite the new dly or vanquished foe to attend. He might just want to show off his
new son, or give abig sendoff to his departing hers.

Tests

Sometimes aking or lord feds the need to test his knights, epecidly if there has been alack
of war recently, or too many incidences of cowardice or bumbling. There might even be a
regularly scheduled test every other year or so, depending on the size and nature of the



campagn.

Challenges

Whether as afriendly competition between two riva lords, or as a hodtile chalenge between
two knightsin dispute (see “ Persond Chalenges’), chalenges make for the most interesting of
tournaments.

For example, the royd archery tournament depicted in the film The Adventures of Robin
Hood was held for the sole purpose of identifying and trapping Robin Hood, well-known as the
“finest archer in England.”

It isaso agreat way to lure an enemy’ sfinest knights into ambush, or away from something
they are protecting. However, such an evil deed is most ungporting and would only be
attempted by a black knight.

Fortunately for the plotter, the code of chivary requiresthat any charge or challenge be taken
up. Since atournament is another form of combat, and combet is glory, no knight can refuse
such achalenge. But that doesn’'t mean the knight cannot be prepared, i.e. bring along some
friendsin case of trouble, put hislands on dert satus, etc. Naturdly, this assumes he knows or
sugpects that the chdlenging knight is up to something.

Local Fairs

Locd farsarelike carnivas and circuses are today. All manner of strange and exotic beasts
and mongters are paraded before the mystified public. There are games of chance like the
dagger toss, dunk the peasant, and chasing a greased pig with prize money tied around its neck.
There are competitions for chopping down trees the fastest, catching the biggest fish, baking the
best pie, racing horses, de guzzling, and a variety of sporting events, including tossng
horseshoes and medieva versions of soccer and stickball.

Noble Tour naments

Noble tournaments are very rich in adventuring opportunities. Unless the tournament is private
it is aways open to the generd public aswell asthe nobility. However, the very types of
competition leave little room for nonprofessionas to earn any honors. If they do prevall,
however, the prize monies are enormous--often enough to allow a sarf to retire or buy his way
into the yeoman class.

These affairs are attended by the nohility, first and foremost. The food is prepared by
gourmets, the tents are of the finest linens, loca cavary troops ride by on parade, and dl of the
knights and nobles are trying to outdo each other. However, the real competition is down on the
fiedd, and that is what everybody has come to see.

Jousting

Squires and would-be knights compete in their own jousts. These contests are round robin
events, with the victors of each contest moving on to the next round. Note that the competition
is open to rich and poor dike. Officids ingpect al lances before the competition and no
contestant is alowed to battle without ashield. All such contests are conducted under nonlethal
rules and use blunted lances.

Winning such a contest often gets the victor and hislord much prestige, and sometimes a
better home. Another lord may offer to “take over the knight'straining” for a hefty sum if the



winner is dready aknight-in-training. Or, the rogue squire or warrior who wins might get an
offer of patronage from a noble house interested in training knights. In any case, the reward
money is usualy enough to encourage the victor to further competitionsin the future, wherein he
might just make quite a name for himsdlf.

The main joust is aso round robin but open only to knights of the realm. In addition, each
knight chooses alady to champion. If he wins honorably, the victor brings honor to his name,
the lady he has chosen, and the sponsor of the tournament. Disgracing the joust, either by killing
an unarmed foe, harming or killing amount, or in some other manner, is consdered a*“Loss of
Family Honor” or worse (see “Fdling from Grace’).

Winning aroyd joust often earns the knight the position of Roya Champion, meaning
sometimes that there’ s going to be a new Captain of the Roya Guard, Lord High Chamberlain,
or Lord High Marshdl in the redim. At the very least, the knight earns the right to hold the next
roya tournament at his castle. If he decides not to do so, for whatever reason, thereisno loss
of honor, and the tournament returns to the roya castle the next time. The knight retains the title
of Royad Champion until the next roya tournament. Note that the result of lesser jousts has no
bearing on the standing of the Royad Champion, athough a number of lossesto the sameriva
might boost the betting odds the next time around.

Sometimes, for show, the winner of the open joust competes againgt the winner of the royd
joust, but usudly the former backs down without loss of honor, deferring to his obvious
superior, the Royd Champion.

Magic items of dl kinds are permitted at ajoust, but anything which is deemed dishonorable
by theligt officids cannot be used. Some examples would include any item that removes the
chance element to the game (i.e. alance that never misses, or ashield that always blocks). Such
an item, if discovered after the joust has begun, causes the wielder to forfeit automaticaly. A
minor “Loss of Personal Honor” ensues (see “Fdling from Grace’), asit isthe knight's
responsbility to be fair. Some jousts even go asfar as to ban magic atogether, providing their
own lances and suits of armor for the combatants to weer.

Quick Jousting Rules

To run the actud combet of ajoust, each knight should have a blunted lance, a horse,
and ashidd of some kind. Naturaly, theriding or horsemanship non-wegpon
proficiency isrequired in order to safely ride the horse, but proficiency in the lance is not
anecessty, dthough it never hurts.

Each knight squares off a opposite ends of thefidd, or on elther Sde of thelist (a
long low fence). Lances are levelled as the combat-ants charge one another, but no
initigtive is required, as both lances are of equa length. A smplerall to hitisdl that is
required and any rider so struck must make a successful horsemanship proficiency
check or be forcibly dismounted. Whoever is il up wins and gets to move on to the
next round. If both riders remain viable competitors, they turn and charge again. This
continues until somebody fals. If both knights are dismounted smultaneoudy, both are
removed from the tournamen.

A natura 20 automaticaly dismounts an opponent, while anatural 1 strikes the
opponent’s mount (doing haf norma damage). Thisisadishonor to the knight and he
mugt forfelt the contest. However, sinceit is obvioudy accidentd, no further punitive
action istaken and no significant loss of persona honor ensues.



Personal Challenges

In the case of a persond challenge between two knights, the lances are not blunted,
and afdlen knight is not out unless he begs for mercy or is knocked unconscious. The
knight on horseback has the advantage because of his height above his opponent and
the length of hiswegpon. The fdlen knight can only use his sword, and any roll of a
naturd 1 meansthe horseis struck. Unlike the fairness shown above, thisis a serious
loss of persond honor, and means the loss of the chalenge and possibly other
repercussons aswell.

Two chdlenging knights taken to the ground are provided with maces or hammers for
the continuation of the battle. Whoever is up and dive a the end wins, and he hasthe
choice of daying hisfoe, or granting him mercy. Usudly, aknight grants mercy.

Archery

Archery, because of its usefulness; is practiced by both eves and men dike. Depending on
the degree of integration, tournaments may be open to dl comers. If the tournaments are
separated, haf-eves may compete in ether (if they are dlowed to compete at dl).

Archery contests are run alittle differently. Usudly, the royd contest is held firdt, againin
round robin fashion. However, the last 3-5 archers (depending on the size of the tournament) do
not finish againgt each other, but rather chalenge dl comers, noble or poor. The competition
again proceeds normaly, thistime until avictor is chosen.

Note that the archer is not accorded the kind of honors a Roya Champion receives, except in
the case of the even kingdoms, where the Roya Archer and the Royal Champion are accorded
equa datus (and as mentioned earlier, might well include women).

Aswith the joust, magic items or spellstha render the game unfair are grounds for forfeiture
of the compstition.

Quick Archery Rules

Each of the competitorsis dlowed to fire three arrows at medium range (giving
everyone a-3 to hit pendty) at atarget treated as AC 10. Each contestant is judged
only by hisbest shot (i.e. his highest total rolled “to hit,” including al bonuses for
Specidization, dexterity, and magic).

After dl shooters have launched their best arrows, the archer with the best shot of
them all gets to move on the next round. In the case of atie, the targets are moved to
long range (i.e. -6 to hit) and each contestant gets one additional arrow. Thefiring of
gngle arrows continues until the tie is broken.

Any naturd 20 is a perfect bulls-eye and automatically bests any other arrows that
round, no matter how high the “to hit” roll. Any rall that totals 20 or higher including
bonusesis clustered near the center, and if anatural 20 isrolled a such atime, the
arrow Solits the best shot (i.e. highest rolled “to hit”) on the target and wins.

Holy Debates

While priests have little to fight about, they do tend to make excellent debaters, asthey are
supposed to be wise and learned. Usudly, the debates will center around a specific question,
like“why are we here?’ or “what is the true nature of good and evil?’ They tend to avoid



questions of palitics and never directly confront each other about their faiths. While such events
are not wel| attended by the uneducated, they draw more than their share of sages, luminaries,
and the like.

Wizardry Competitions

Wizards engage in new spell competitions, showing off the latest creetions from the
laboratory. Spells are compared within spell levels, and origindity is more important than
improving on an existing spell. Note that most wizards never sdl their spells afterwards, no
meatter how many offersthey get, as the envy they recaeive is reward enough to awizard and his
sponsoring lord (if any). Those that do sdll their secrets often risk giving the competition abig
boost for next year!

In particularly powerful campaigns, there might be roya competitions for best new magic
items, categorized dong the lines of the tablesin the AD&D 2nd Edition Dungeon Masters
Guide.



CHAPTER 4: THE EVOLUTION OF CASTLES

Every character' sdreamisto find aplot of land, in some area of the redm, and plant the
foundations of his kingdom by building a castle or keep. But there are anumber of vexing
obstacles that will need to be hurdled before the dream can come true. The most obvious
problem, and the one that will be paramount in the player’s mind, will be acquiring enough
revenue to build his cadtle.

In feudd England, castles were very expensive to build. A smple motte-and-bailey cost a
loca baron 700 English pounds, or more than seven hundred and fifty thousand gold piecesin
game monetary terms. To build alarge concentric castle cost more than 2000 English pounds or
nearly two million gold pieces. Although the monetary needs may sound enormous, this aspect
of the castle congtruction is one of the easier tests that will bare itsdlf before the castleis
finished.

The Castle sRole

A cagtle is much more than a building surrounded by stone walls or wooden paisades. It is
more than a headquarters for knights and their armies during battle or a storehouse for goodsin
the wilderness. A cadtleisbuilt for alord and his family, as a culturd centerpiece to the
countryside, and as a bastion of defense for the loca peasantry and farmersin case of war or
invasion; it isthe heart and mind of the surrounding civilized lands.

A cadleis dso more than the stone towers and wals that arise from a picturesque hill or
outcropping of rock. To provide for the lord of the castle, his many retinue, and for the skilled
artisans employed by him, a castle must aso be thought to include the land that is farmed by the
local pessants and the large tracts of forests where deer, wild boar, ek, and other animals can
breed and then be hunted.

Asde from having fields ripe with crops and copses of trees and shrub, acastle serves asa
gathering place for skilled craftsmen such as blacksmiths, bakers, and carpenters. Asthe castle
grows and takes on new dimensions, avillage, town or, city may appear around it, bringing in
more professiond artisans such as dchemigsts, bankers, and cartographers.

A cadtle serves as the segt of the local government and a base for judicid administration. A
castle, more than likely, will so have aprison or jail, a tockade for lesser offenders, and the
guillotine or block for murderers, highwaymen, or serious offenders of the law.

The cagtle will have at least one chapd which smadl hamlets or towns without a monastery or
temple may use for religious ceremonies, holidays, and festivals. A castlemay dso act asa
schoal for theloca gentry, enabling their children to learn to read and write. Others, the sdlect
few, will come here in hopes of learning the vows and codes which will lead to their becoming a
knight.

The cadlle, in short, isthe nexusfor dl activity and commerce within the lands controlled by
thelord or king.

Typesof Castles

Though the player need not follow any one cadtle discipline in designing his keep, thereare a
number of design types that he should be aware of. There are three basic human castle designs,
which include the Motte and Bailey, the Curtain Wall Defense, and the Concentric Cadtle. The
gylein which the DM desiresto play his campaign, will ultimately determine exactly which
design type or parameters the player will be able use in building his castle.



There are severd distinct phases or technologica achievements in building castles. The DM
may stipulate from which technologica level, as described below, the player can choose the
design specifications of his keep. Tech levelswill be later used in describing castle modulesin
which the player uses to congtruct his castle.

Technologica Level

1 - Early Wooden Construction

2 - Advanced Wooden Construction

3 - Early Stone Congtruction

4 - Advanced Stone Construction

5 - Early Gatekeeps and Hoardings

6 - Advanced Gatekeeps and Hoardings
7 - Grand Gatekeeps

8 - Full Concentric Castles

Motte and Bailey Castles

The motte and balley castle of the eeventh and twelfth centuries conssted of alarge
mound of earth or anatura hill (the motte) topped by awooden keep or tower
surrounded by a palisade and ditch. In many cases this was surrounded by a number of
buildings (the bailey) used as accommodations for guests or extensions of the family
(older son, brother, mother, etc.), servant quarters, guard towers or posts, troop
barracks, stables, livestock pens, or storage buildings. The whole area was defended by
another palisade and ditch. The palisade of the bailey often continued up the motte to
connect with the palisade there. Entrance to the castle was through an outer drawbridge
and a gatekeep, which normdly consisted of two sturdy towers flanking the drawbridge
with winches within contralling the lowering and raising of either awooden or partid
meta gate.

This basic defense system proved strong enough until the early fourteenth century. But
the castle design had two mgor flaws, the first wasin its series of barriers (the palisades
and ditches), which could not support each other and alowed the attackers to
concentrate their forces againgt each barrier one a atime. The second flaw, and one
that would soon be remedied, was the congtruction of the castle from wood, which
tended to make it easy prey to fire. Nonetheless, castles of motte and bailey
congtruction were built and inhabited throughout medieval Europe for severd centuries.

The motte and bailey design began to change as early as the twelfth century by first
replacing the wooden tower on the motte with a stone tower or building. Later the inner
and outer bailey was changed over to stone as well. Subsequently, the baileys accrued
battlements in the form of arrow dits, guard towers, and trap doors from which rocks or
boiling oil could be rained down on invaders.

The castle proper, the tower on the motte, was replaced by two basic types of keeps,
sometimes referred to as donjons. The easiest and chegpest type of donjon wasthe
shell keep, which was smply a stone wall following the line of the motte paisade, with
housing and other buildings taking the place of the tower, and using the stone paisade
astheir outer wal. With such a congtruction an open courtyard in the center of the
motte appeared. The main advantage to the shell keep wasthat it could be quickly



added to or taken down, and that its weight was evenly distributed over the hill so that it
could be congtructed on artificia mounds of dirt with little chance of the wals crumbling
under their own weight.

The other type of donjon that gppeared from the motte and bailey design was the
stone tower. These massive buildings of stone were so heavy that they had to be built
on naturd hills, snce congtructed mottes tended to shift and crack the walls of the stone
tower. When a stone tower was built, and no suitable motte was available, the engineers
sometimes built the tower on flat ground then buried haf of the tower, creeting, in
essence, an atificia motte. The walls of a stone tower averaged 15’ thick and stood as
high as50'. Supported by large stone or heavy wood buttresses, the tower widened at
the base to protect itself from the ondaught of aram or pick. An average stone tower
would measure approximately 3,600 square feet, or an average of 60° on asde. At the
lowest levels, there would be numerous windows and dits used (at first) for ventilation
and light. Later, these became arrow dits and assumed avitd rolein the keep's
defenses. On the second and third floors of stone towers, the air dits enlarged to about
two feet wide and four feet tdl, but rarely were they left open (more often than not,
they were heavily barred and shuttered).

Entrances to a stone tower were either through a broad door at the bottom level, or
through a more personable entry on the second floor. The second floor entrances,
however, were accessible only by a narrow stairwell that wound clockwise to the
doorway. In ether case, many of the stone towers had a smal gatekeep constructed to
guard the entrances of both doors. Within the stone tower the design followed quite
gmilar to the original wooden towers of earlier centuries, with astrong crosswall so
that, should the entrance to the donjon be forced, the defenders could retire behind yet
another line of defense. The crosswall, on the first and second floor, was well built and
had only one door joining the tower together. Aswith its outer spird Saircase to the
main door of the keep, dl internd staircases wound clockwise giving the defenders
room to swing their swords fregly, while the atackers had atough time usng their
swords and shields (assuming that they were right handed, of course).

The greatest weakness of the stone tower was its squared corners, which were easily
broken by sege wegpons and were quite difficult to defend (the defenders had to
expose mogt of their bodiesto shoot at invaders a the base of the wall). By the
beginning of the thirteenth century this problem was dightly dleviated by rounding the
corners of the building and congtructing a cylindrical keep. However, just asthe design
started to take hold across Europe, other advances beyond the fortification of the keep
itself, forever changed the view that the stone tower was the ultimate defense of acastle,
and only afew rounded stone towers were built.

Curtain Wall Defenses

Until the mid-thirteenth century dmogt dl the castles of Europe were built with the
motte and bailey design, a defense system based on uncoordinated walls and towers to
wear the atacker down and permit the defender many opportunities to strike back. This
rarely worked, however, and the attacker more often than not smply tackled each wall
separately, reducing it to rubble and then moving on to the next barrier. As time went
by, fortification design techniques from the east spilled into Europe. Many new fegtures



began to be added to the existing castles and many totaly new designs began to appear.
The significance began to shift away from the supposedly impregnable donjon to the
bailey wals, for it was wiser to keep the attackers from breaching the outer most wall,
then to let him in to ravage and plunder the many buildings and storage houses on the
ingde of the outer bailey.

The main improvements to the fortified walls were measures dlowing cover for
archers, modified battlements to withstand siege engines and moving ramparts, and wide
wakways (cawaks) giving free movement of large numbers of troops and knights on
the walls. There dtill existed the main problem of sappers (miners) and siege weapons at
the base of the bailey. The only solution to keeping the attackers away from the bailey
wall, was not to alow the attackers to get close. Thiswas solved by the invention and
use of the merlon, which was araised portion of awal, with arrow dits, murder holes,
and machicolations enabling full scale bombardment of warriors at the base of the
fortification.

Another way to protect the wall from sege engines like the ram, pick, or screw was
through the use of brattices and hoardings, a covered wooden platform built on the
battlements to dlow missles and stones to be dropped through dotsin the floor. These
smple devices had been used since the early twelfth century, but had been overlooked
because they tended to be easy targets for catapults and balista-like weapons, but the
use of the merlon and hoardings together proved an effective way of keeping attackers
at bay.

The grestest advancement in castle design and fortification was the use of the flanking
tower, which first began to appear in the late twelfth to early thirteenth century in parts
of southern Europe. Before this time, square towers or merlons had been set even with
the outer bailey, but by extending severd towers outward, away from the rest of the
wall, it dlowed the defenders to fire from arrow dits on the sides of the towers dong the
length of the castle' s outer wall. This meant that the warrior did not have to expose his
body to attacking archersin an attempt to shoot invaders nearing the wall.

Each flanking tower aso provided crossfire for its neighbors. When the outer wall
was breached, it cornered or contained the invading army into distinct regions. The first
flanking towers were three-sided, with their backs open to the inner bailey, so that in the
event the tower was captured by the invading force, they would prove of little worth. As
time went by, the flanking towers became square and protected on al sides.

The advancements in the ability to make circular keeps dso came to gpply to the
congtruction of flanking towers, and by the close of the thirteenth century most new
flanking towers were cylindrical.

Concentric Castles

The greatest period in castle development occurred during the last days of the
thirteenth century and the beginning of the fourteenth with the advancement of the
concentric castle in Europe. The castles origins follows the crusaders back to the distant
lands of Syriaand conssted of anumber of circuit walls and towers, usudly
quadrangular in plan, surrounded by another lower wall with its own flanking towers.
The area between these two walls, usually only afew tens of feet apart, was divided by
anumber of short cross wals that ssgmented the tight inner courtyard; thus, if any force



penetrated the first wall, they would be confined to asmall specific areaand
immediately confronted with alike secondary defensve wall. The areain the confined
gpace became known as the killing ground, since dmogt al of theinitia troopsinto this
smd| areawere decimated by archers and fdling stones from the second wall.

By the end of the fourteenth century castles were so strongly defended, that attacking
them was nearly out of the question. The only option open then, was along and drawn
out Sege where machines of war sat idle until famine and pestilence killed dl within the
massve sone walls.

Thus, the castle dowly faded from the focd point of war and lost itswell known role
as the defender of peasants and the gentry.

The Gatekeep

The player should take note of one vita aspect of castle design-the gatekeep. During
the eleventh and most of the twelfth centuries, the gatekeep (a structure which protected
the entrance way into the castle) consisted of two square towers on each side of the
bailey wall. Towards the thirteenth century this was replaced by four towers, two at
each end of the entrance way, connected by a short stone wall that provided excellent
protection and bottled up the enemy in the event that the gatekeep was breached.

At thistime however, the four towers were gtill squared block buildings. Drawing into
the mid-thirteenth century these squared towers evolved into rounded or circular
towers. By the fourteenth century the four towers had been connected by short halways
alowing freedom and security of troops within the guarded gatekeep. Now, troops
were able to move fredy from one tower to another without fear of being struck by
enemy atillery.

With the invention and use of a guarded gatekeep, these buildings took on amore
important role in fighting off invaders. Since they stood, literaly, at the doorstep of the
cadtle, the defenders inside had opportunities to sdly forth outside the castle. In this
way, they engaged the enemy, yet could quickly withdraw from the field of battle
without endangering the cadtle itsdif.

Asthis principle of design took hold in Europe, additiona defenses, called barbicans,
were often built to protect the gatehouse. The barbican acted as a miniature bailey,
extending wals at right angles from the cagtl€ sfortifications. Any attack to the
gatehouse then had to pass through a very narrow deft, from which atillery and archers
from within the gatekegp could rain death down upon the intruders. As time went by,
these outer bailey walls also took on stone towers, mottes, ditches, drawbridges, or
water filled moats to further strengthen the entrance way into the castle proper.



CHAPTER 5: CASTLE CONSTRUCTION

Now that you have a basic understanding of the evolution of castle designs during the Middle
Ages, it'stimeto get on with the actua congtruction of a castle of your own.

Thefirg step in this processis fairly smple: use your imagination. Take afew momentsto
visudize the castle you want to build in your mind. Isit going to be asmal frontier fort or the
magor military structure of amighty empire? What isthe areaaround it like? Are the locd sarfs
going to support the castle congtruction or oppose it? Once you have an understanding of the
overdl nature of your castle and its climes, then you can get down to business.

Acquiring Land

Obvioudy, in order to build a castle one must have land on which to placeit. In the typica
AD&D game, there are many ways to obtain land. Some are above board and heroic, others
are not. The choice of techniques possible in acampaign is left up to the DM, with the exact
method employed l€ft in the hands of the players.

Royal Charters

One of the most well known means of coming into possession of an etae is through
the attainment of aRoyd Charter. A charter isan officia document from aking or
emperor which giveslegd permisson to an individua or group to administer a section of
land in the name of the crown. As arule, such charters are issued for land which is not
within the boundaries of the kingdom, but which is claimed by the throne. As such, a
Royd Charter may give away land which is dso clamed by another government. In
such cases, open warfare or occasona skirmishes are possible.

Land Grants

A land grant isissued to characters who have done some grest service to the crown.
Asarule, they are accompanied with a patent of nobility for the rewarded individud.
Land acquired in thisfashion is fill assumed to belong to the person issuing the grant,
but the vassdl is given free charge over dl that occurs on it. Thisis the traditiond means
by which feudd kingdoms are split up into managesble sections. Since aland grant is
normally within the borders of the kingdom, it is seldom disputed.

Conquest of Land

One of the more infamous means of coming into possession of land on which to build
acadleis by taking it with force. Examples of such actions might include the “liberation”
of aland which isrightly theking's (in his opinion) but which has been taken over by
another state and the taking of land held by a nation of opposing dignment. Asarule,
land taken in this manner will diminate any chance of popular support for the cagtle
congtruction project. In game terms, this means that worker morae (defined in the next
section) will never be better than “average.”

Purchasng Land

In some cases, it may be possible to buy land from aking or other individua on which
to build your castle. Since many feudd kingdoms do not recognize the right of an
individua (other than the king) to own land, thisis often not a possbility.



To determine the purchase price for land (when it is available sart with a base vaue
of 100 gold pieces per acre for undeveloped property. Divide the base vaue by the
Production Modifiers (see the next section) for its climate, geography, and ground
cover. Developed land will be more expensive, with property in atown costing perhaps
10 times the computed value and land in amgor city fetching a price upwards of 100
timesits“true’ vaue.

Persons buying land will want to keep in mind that they should, as arule, buy enough
land for the cadtle itsdlf, dl the farms required to support it, asmall village for those who
work the farms, and woodlands for hunting and future development. Asyou can see,
buying land can become a very expensive problem.

Claiming Land

Among adventurers and explorers, claming land is a favorite means of setting up
housekeeping. If the character or party are recognized as the firgt individuds ever to
tame or explore agiven region of the world, then they are freeto clamit. If they are
planning to establish their own country, the characters are free to claim the land for
themselves. Of course, if someone dse comes aong and clamsit aswdl (seeclam
jumping), then a battle may ensue. Hopefully, the characters are prepared for this and
will be able to keep their attackers from defeating them.

If the playerslack the resources or the desire to set up their own kingdom, they will
want to dlam the land in the name of the ruler they serve. By so doing, they are dmost
assured to receive aRoyd Charter or land grant which lists them as the rightful rulers of
the area. Kings and emperors will dmost aways look very favorably on those who
work to expand their lands.

Theft or Claim Jumping

In regions which are only partidly explored or which have been claimed by ariva
government, it ispossbleto “clam jump.” In short, aforce movesin, makestheir clam,
and establishes a keep or village of some type as quickly as possible. They then attempt
to hold the land, often asserting “ squeatter’ srights’ and fighting off attempts by othersto
reclaim their rightful territory.

Another possihility isthe theft of land. Although it isobvioudy not possible to actualy
grab the land and run with it, there are many dishonest means by which ownership can
be had. For example, aland owner could be forced into betting his land in a dishonest
card game. When the last hand is dedlt, he haslost. Fasified bills of sde or willsare
another possibility. Asarule, only those of evil dignment will use such meansto acquire
land.

Leasing

Although not a common practice, it is sometimes possible to lease property from a
land owner. Thisis much like buying the land, but assumes that a monthly payment will
be made to the lord--a sort of rent.

In return for his payments, the land is under the complete contral of the leasing
character. Often, alease will be set up to dlow the character a chance to begin building
a cadtle before he has acquired the funds to buy the land outright. The price charged for



aland leeseis highly negotiable, and DMs should base the monthly payment on the
vaue of the land (as computed in the section on buying land) and the percelved wedth
of the character.

The Congtruction Site

Now that you have determined how the character will come into possession of the land on
which he wishesto build, it'stime to look at the land itself. The designer of the castle must take
into account the climate in which work will be done, the terrain which workers must ded with,
the vegetation on the Ste, and the availability of resources.

Climate Type

Thefirgt piece of information that must be generated about the cagtle isits Climate Type. As
you might imagine, building a cadtle in atemperate region is far easier than building onein the
frozen north or blistering heet of the tropics.

Each of the Sx climate types listed below includes a Production Modifier (PM). This number
rates the difficulty associated with castle congtruction in that climate. A vaue of “1.00” isthe
average from which al other numbers deviate. When you record the climate type, dso note the
PM associated with it. PMswill be used later to determine how much it costs to build your
castle and how long it will take to complete. Whenever you record a PM, remember that alow
number indicates better conditions and, therefore, faster and chegper construction.

Arctic (4.00)

Thisarea of the world is marked by its frigid temperatures and otherwise hodtile
conditions. The ground is made up of snow and ice, for the region sldom growswarm
enough for water to mdt. A castle built in such aregion is probably going to have to be
supplied with imported provisons, as there will be no loca agriculture possible.

Examples of arctic climatesin our own world include both the arctic and antarctic, as
well as the pesks of some mountains.

Sub-Arctic (2.50)

While not as hodtile as the arctic, sub-arctic climates are harsh and difficult to work in.
While a short growing season is possible, it isfollowed by along and deadly winter.
Cadlesinthisareawill be very smdl if forced to depend on their own agriculture. If
food can be imported regularly, then alarger castle is possible.

Much of Alaska, Canada, and Scandinaviafall into the sub-arctic category, as do
portions of Greenland, Iceland, and the Soviet Union.

Temperate (1.25)

A region marked by distinct changes in season, Temperate zones have short, but
adequate, growing seasons and produce good harvests. Winters are harsh, but can be
weathered by those who are ready for them.

Examples of temperate zones on Earth include New England, portions of Northern
Europe, and much of southern Canada and the Soviet Union.

Moder ate (1.00)



Perhgps the best suited for human civilizations, these dimates offer fairly mild winters,
long growing seasons, and are otherwise comfortable to dwell in. Nearly any type of
human society can be found in amoderate zone, with grest empires often having their
segtsin such regions.

Examples of moderate regions on Earth include much of the southern United States
and most of the regions around the Mediterranean Sea.

Sub-Tropical (1.25)

Although these regions are marked by an dmost year-round growing season, they are
generdly too warm for optimum comfort. Winters are short and, as arule, not harsh a
al. Many regionsin this dlimate will never see snowfal unless a higher evetions.

On Earth, much of northern Africaand large portions of South Americawould fal into
this category.

Tropical (1.50)

The hottest regions in the world, the tropics are marked by very high temperatures
and nonexistent winters. The growing season has no end, but thereis no relief from the
harsh temperatures that dominate such aress.

Much of Centra America and portions of Africafal into this category, as do sections
of southeast Asaand the Indies.

Geography

The next important aspect that must be considered about a potentia building Steis that of
geography. In its most smple terms, this can be thought of as the roughness of the terrain.

On important digtinction must be made here. An aredl s geography refers only to the earth
itsdlf, and not to what is growing on it. Thus, abarren arctic plain and aflat fidd in atemperate
region both fal into the plains category. Later, when we discuss ground cover, you will seethe
forestation and vegetation of an area come into play. For now, though, think only about the
rocks and soil.

Aswith climate type, an area s geography will generate a PM that must be recorded for later

High Mountains (4.00)

The most daunting and dangerous of geographies, high mountains include only the
most lofty of pesks. Trave to and from such regionsis assumed to be dmost
impossible, unless magica means are used to aid the voyager. Even dwarves tend to
avoid such rugged lands, dthough they greatly admire them and their solid congtruction.

On Earth, the mountains of Tibet might fal into this category.

M oder ate M ountains (3.00)

Somewhat lessimposing than the high mountains, these regions are ill overwhelming.
Dwarves and gnomes dearly love such places, and will seek them out above dl others
to make their homesin. Human cultures in such places will be few and far between, but
not unknown.

The Swiss Alps and Rocky Mountains both have areas thet fal into this category.



L ow Mountains (2.00)

Although rough and chdlenging, these areas are far more friendly to human societies
than the other mountain types. Those cultures that do thrive in such regions will tend to
be smdl, for the difficulties inherent in such places make large aities difficult, if not
impossible, to maintain.

On our own world, the White Mountains in New England and portions of the
Appd achians throughout the eastern United States will fdl into this grouping.

Foothills (1.50)

Unlike the low, ralling hills found in many parts of the typicd AD&D game world,
these regions are noted for their rough terrain and broken nature. They are rugged and
dangerous, often considered to be mountains by those who live on or among them.

Areas such as Greece, Turkey, and Italy fdl into this category.

Rolling Hills (1.00)

A very common type of geography, rolling hills are very gppeding to most human
cultures. They offer the advantages of rougher terrain without the hazards and difficulties
associated with mountains and the like.

Much of the United States and Europe is dominated by rolling hills

Plains (0.75)

Mains are regions of long, flat terrain without mgor geographica landmarks. They
have no natural windbreaks and are often subject to strong breezes and the like.
Despite this, the plains are ided for many occupations if the climate is hospitable.

The midwestern United States and central Soviet Union are fine examples of thistype
of geography.

Ground Cover

The third important festure of the congtruction site is the ground cover. For the most part, this
refers to the vegetation that will be found in the region. For example, while it might be difficult to
build a castle in amountainous region, it becomes dmost impossible if we cover the mountains
with adenserain forest.

Each type of ground cover has a PM associated with it, record this number when you
determine the type of cover you will be building in asit will be used later on in the congruction
process.

Jungle (3.00)

Thisisthe most difficult type of ground cover to work in. The combination of dense
undergrowth, towering trees, and otherwise unsuitable conditions make jungle
congruction very daunting. Jungles are dso noted for the dangerous monsters and
animasthat dwel in them.

Examples of jungles on Earth include the rain forests of South America and the heart
of Africa



Dense Forest (2.00)

While not as difficult to clear and work as aress of jungle, dense forests are il a
magor chalenge to any castle congtruction team. They offer resstance in the form of
large trees, heavy undergrowth, and fairly dangerous floraand fauna.

Regions of the Earth that fadl into this category include the rain forests of the
northwestern United States.

Light Forest (1.50)

Light forests are common in many parts of the average AD& D game world. They can
be difficult to work in, but most congtruction teams are able to overcome such ground
cover with alittle effort. In addition, the flora and fauna of such regions are far less
dangerous than those of the jungle or dense forest environments.

Many sections of North America and Europe are covered with light woods.

Scrub (1.00)

Thistype of vegetation growsin areas where the soil is not very fertile or conditions
are otherwise too harsh for larger plantsto take hold. Scrub terrain isafairly generd
category that is meant to include any area without large trees that is dominated by
bushes, shrubs, and smilar smal plants. Dangerous animals are rare and congtruction in
such aregion isfarly essy.

Scrub regions are common along the seacoasts of New England and in colder
climates of the world like Canada

Grasdands (0.75)

The term “grasdands’ gpplies not only to wide regions of savannah and veldt, but dso
to areas that have been under cultivation. Asarule, the lack of heavy vegetation and
absence of
dangerous animals makes these regions well suited for the task of castle construction.

Much of the midwestern United States fdls into this category, as do the farming
regions of Canada and the Soviet Union.

Barren (1.50)

Barren regions are noted for their absolute lack of vegetation. Asarule, however, this
means that they are poorly suited to construction because of the condition of the sail.
While such places are not as difficult to work in as deserts, they are exposed to strong
winds and make life difficult for those forced to live and work there.

Examples of barren lands on Earth include the prairies of the United States and the
steppes region of the Soviet Union.

Desert (2.00)

Two things make congtruction in the desert difficult: the lack of water or other supplies
and the unsuitable nature of the soil itsdlf. Although it is possble to build in the desert, it
isnot easy.

On Earth, the Sahara and Gobi desertsfdl into this category.



Swamp (2.00)

Swamps, marshes, and similar wetlands are noted for their hotility to man and his
projects. Dangerous animals abound, the land is soft and wet, and the climate is hodtile.
Few places are more daunting to workers and engineers dike.

Examples of swamps on Earth include the Everglades in North America and portions
of the Amazon river basin,

Resour ce Availability

Another important aspect that must be considered isthat of construction resources and
supplies. If acastleis being built in the arctic, then stone and food must be imported from far
away. Read through this section and determine which category best describes the conditions
that a pecific castle will be built under.

Distant and Poor (2.00)

This category is used whenever the resources (stone, food, tools, and so forth) are far
from the congruction Ste and of inferior qudity. While thisisthe worst possible casg, it
IS sometimes unavoidable.

Distant and Good (1.50)
In this case, supplies and resources are of acceptable qudity, but are very far avay
and must be trangported to the Site. Thisisafarly common occurrence.

Near and Poor (1.25)

In thisingtance, the supplies are close a hand, but are of poor qudity. Whilethisis
not the best case by any means, it is the most common condition. Asarule, castles will
be built with materids from the locd area, even if they are not the best available.

Near and Good (1.00)

By far the best of conditions, thisisarare occurrence. To fal into this category, a
congruction site must be near a source of high qudity supplies. The most common
ingtance of such a congruction site might be the building of a castle to defend alarge
town whose main industry is mining and stone-working--obvioudy, not an everyday

thing.

TheWork Force

Now that the physica nature of the area has been determined and its various production
modifiers recorded, the design process can move on to its next phase. In this section, we will
ded with the people who live in the area where the cagtle is going to be buiilt.

As with the previous section on the congruction steitsdlf, dl of the following characteristics
will generate a PM that must be recorded for future reference.

Local Social Structure

The nature of the loca people and their native culture will have alot of influence on
the congruction of the castle. The reason for this is smple enough, most of the actua
work force will be drawn from these people. If they are, for example, nomads with no



higtory of building large, satic sructures, then it will be difficult to work with them.
While they might not directly oppose condruction, they will not have an understanding
of the techniques to be employed or the tools that they may be required to work with.
Careful guidance and supervison of such laborers will be time consuming and

expensve,

Nomadic (2.50)

Nomedic people travel from place to place throughout their lives. They build
no long term structures and have no concept of enduring projects. As such, they
can be difficult to train and tend to think of the work they are doing as foolish
and pointless. Why build such an immense thing when we will dl moveonina
few months?

Semi-Nomadic (1.75)

Although these cultures have many of the same traits as nomadic people, they
do build longer lasting structures thet they may return to many times. For
example, a centrd temple might be established which severd different tribes
may journey to for a brief period each year. Although working with semi-
nomeadic peopleisdifficult, it is not nearly as frustrating as working with
nomadic societies.

Primitive Agricultural (1.25)

These people have begun to understand the importance of farming and the
like. While less advanced cultures tend to be victims of the environment, these
people have begun to confront and even change the locd ecology to suit their
needs. They have fixed settlements that they livein dl year round and
understand the concept of land ownership in some basic way.

Agricultural (1.00)

Thetypicd feudd culture, agriculturd societies have organized farms,
understand crop rotation and similar farming techniques, and have a solid
understanding of land ownership. They recognize the importance of alarge
fortification as a benefit to themsdves and their own society.

Advanced Agricultural (0.75)

More advanced than the typical feudd society, advanced agriculturd cultures
amost demand the presence of a cadtle or keep in their region asasign of
power, progperity, and ability. They dso have kill and knowledgein building
techniques far in excess of those possessed by lesser cultures.

Worker SKill

The next important category isthat of worker kill. If the castleis being built by
people who have a natura affinity for sone work and fortress design, like dwarves, then
work will be quicker, chegper, and of better qudity. While some might arguethat it is
cheaper to use unskilled workers who can be paid less, they are not taking into account



time and money logt to training, mistakes, and lack of worker pride.

As anote, the following categories assume that work crews will be largely unskilled,
but supervised by artisans and individuas with knowledge and experience. If no
experienced professonds are available, the DM may wish to reduce the worker skill by
oneleve. If awedth of expertsis available for some reason, the worker skill may be
increased by one levd.

Very Poor (3.00)

This category includes adl manner of people who have no familiarity with
building large structures, like dryads, sylphs, or merfolk. In addition, it includes
those who must be congtantly supervised or are not free-thinking, like the
undead or characters
acting under some sort of mental domination.

Poor (2.00)

This class of worker is not familiar with slone work or smilar congtruction
projects, but does not find the concept wholly dien. The typica “man-in-the-
dreet” would fdl into this category. In addition, some races that are not noted
for large scale congructions (like lizard men or troglodytes) might fal into this

grouping.

Average (1.00)

Asarule, nearly every congruction project will be able to recruit workers of
this caliber, unless there are unusua circumstances that dictate otherwise.
Personsin this group have a naturd affinity for sone work, like the average
dwarf or a skilled human congtruction worker.

Good (0.75)

Workersin this category are noted for their talent, productivity, and work
ethics. They can be counted on to make few (if any) mistakes and to undertake
prompt corrective action when accidents occur. An experienced team of
dwarven masons would fal into this category.

Very Good (0.50)

Those who fdl into this category are the mogt highly skilled of dl congruction
teams. They make dmost no mistakes, have very few accidents, and are able to
undertake even the most daunting projects without fear of failure. The dwarven
artisans of legend fal into this category, as do stone giants and sSimilar races.

Worker Morale

Of course, no matter how good the building site or how skilled the workers, low
morae can spell disaster for aproject. In fact, highly skilled workers on a project they
do not support can spell doom, as they are able to sabotage the project in subtle and
disastrous ways.



Very Poor (3.00)

Workersin this category can be counted on to avoid work whenever
possible, to sabotage the project, and generally to do a very poor job.
Condruction time is greetly increased and costs are higher due to supervisory
needs and congtant reworking of past errors. Saves and prisonersfal into this
category, as do those who have no free will (skeletons, zombies, or persons
who are under some form of mental domination).

Poor (2.00)

While workersin this group might not go out of their way to undermine a
project, they will certainly not go out of their way to help it dong. Minor
problems that might be caught early on and corrected are ignored, leading to a
potentid disaster later on. Loafing is common and the pace of work is
generdly very dow. Poor working conditions or crud supervison can easly
drive awork crew that normaly has“average’ morde into this category.

Average (1.00)

Unless there are unusud conditions that might make a congtruction team
more or lessinclined to work on a project, they will fal into this category.
Maintaining this level of morde is smple enough if supervisors are competent
and skilled, conditions are fairly good, and the project is not detrimentd to the
interests of the workers.

High (0.75)

Workers with high morae tend to be interested in the project for one reason
or another. For example, they might be the soldiers who will be stationed in the
castle or might recognize its need to defend them from a neighboring state. For
whatever the reason, they will work hard and attempt to do whatever they can
to speed the project along and insure high qudity congruction.

Very High (0.50)

The most motivated work force available, very high morae workers will put
in long hours in bad conditions with only aminimum of grumbling and fuss.
They can be counted on to take corrective action the moment a problem (or
potentia problem) is spotted. Their work will be of the highest caliber and they
will do everything they can to further the interests of the project.

Examples of those in this category include the fanatic followers of a popular
religious or military leader and the henchmen of player characters.

Determinethe Final Production M odifier

Now that dl of the mgor factors that will go into determining the ease with which the
castle can be built have been defined, it' stime to calculate the total Production Modifier
for the cagtle. To do this, amply multiply dl of the PMsthat have been generated so far
together. It is recommended that you round off your figure to two decimd placeswhen
you have completed the calculation.



Castleon theMoors

In order to illustrate the design process, we will pause at this point and present you
with an example of castle construction. Those of you who are familiar with the first book
in this series, The Campaign Sourcebook and Catacomb Guide, will remember the Castle
on the Moors from that text. For those of you who are not familiar with it, we have
reprinted the map and a brief description of the structure at the end of this chapter.

The Castle on the Moors was built in temperate climate (Production Modifier of 1.25)
on an area composed primarily of rolling hills (PM 1.00). The region around the castle
was dominated by marshes and swamp lands (PM 2.00) and the available resources were
somewhat distant, but of good quality (PM 1.50).

In determining the composition of the work force, we decide that the local cultureisan
agricultural one (PM 1.00). The local folk who will be called upon to build the castle are
typical humans. However, because the king has commanded that this castle be built, he
has sent along a team of experts to supervise. The DM considers the matter, and decides
that their influence will increase the worker skill from* poor” to “ average”, giving the
project a PM of 1.00. Because the local people have been bothered by invaders from the
swamps before, they support the construction of the castle and are considered to be of
high morale (PM 0.75).

Putting the numbers all together, we find that we have the following modifiers:

Temperate Climate 1.25
Rolling Hills 1.00
Swvamp 2.00
Distant/Good Resources 1.50
Agricultural Society 1.00
Average Workers 1.00
High Morale 0.75

In order to determine the total production modifier, we multiply all these numbers
together (and round to two decimal places) giving us a PM of 2.81. Asyou can see, the
location chosen for the construction is hardly ideal, despite the worker’ s enthusiasm for
the job.

Castle Modules Table

Module Type Tech Time God =23108 =387488
Barbican, Small 4 1,665 28,600 =3777x =66600x
Barbican, Medium 5 2,050 35,200

Barbican, Large 6 2,880 49,500

Building, Smdl Stone 3 64 2,000

Building, Medium Stone 3 96 3,000

Building, Large Stone 3 144 4,500

Building, Great Stone 4 300 10,000

Building, Grand Stone 4 600 19,000

Building, Smal Wooden 1 8 40



Building, MediumWooden 1 12 60

Building, Large Wooden 1 18 90

Building, Great Wooden 2 40 200

Building, Grand Wooden 2 75 375

Ditch 1 2 10

Drawbridge 2 40 550

Gatekeep, Lesser 5 1,950 33,275

Gatekeep, Greater 6 4,625 40,620

Gatekeep, Grand 7 6,410 110,800

Moat/Channel 3 6 30

Motte 1 2 10

Pdlisade 1 1 5

Tower, Smdl Round 4 720 12,000

Tower, Medium Round 5 900 15,000

Tower, Large Round 6 1,260 21,000

Tower, Smdl Square 3 840 14,000 =11760x =196000x
Tower, Medium Square 4 1,080 18,000

Tower, Large Square 5 1,440 24,000

Tunnd 4 25 100

Wwall, Stone 3 30 500 =4020x =67000x
Wall, Stone & Hoarding 4 36 600

wadl, Sone & Glacis 5 44 720

Wal, Stone & Machicolation 6 53 864 =3551x =57888x
Wall, Stone & Pogtern 4 5 100

Wall, Wooden 1 1 5

Castle Design

At this point, it's time to think about the actua castle itself. What features will it have? How
large will it be? These and other important aspects must be decided upon now.

Cadtle design isamodular process. For example, a smple outpost might consist of four round
towers (each four floors high), linked by a solid stone wall (also four floors high), with abasic
gatekeep st in the center of one wall to dlow entrance to the castle. From this basic description
of the structure, we can design the entire castle.

Castle Modules

The following modules can be used in the design of acastle. When you select amodule for
use, however, be sure to take into account the tech level of the area (as defined at the start of
the design process).

M odule Descriptions

Many of the terms used in the above table may be unclear to those unfamiliar with
medieva architecture. In addition, the actua congtruction of, say, a barbican may be
greatly varied in different kingdoms. Thus, we provide the following description of the
castle modulesin an effort to fully define them for usein castle design.

Readers should note that the dimensions given in the descriptions of the various



modules are interna dimengions. Thus, asmall, square tower that is described as 30' by
30" hasexterna dimensonsof 50 by 50" because of its 10' thick walls.

Barbican

Barbicans are aform of construction intended to protect the castle gate from
attackers. In this sense, they are much like the gatekeeps that eventualy evolve
from them. Barbicans are set into the outer and curtain walls of acastle.

Small barbicans are composed of two small, round towers set some 20" apart
with astone building linking their upper sections together. The space beneeth
the suspended building often houses a gate, but may be found open from time to
time. In our module, a gate is dways assumed to be included.

Medium barbicans are composed of a brace of medium, round towers that
are spaced 20' gpart and connected with a small stone building. Once again, a
gate is assumed to be included benesth the building.

Large barbicans are also based on two medium, round towers but are spaced
40 gpart and have alarge linking structure between them.

In dl cases, the floors and walls of the connecting structure have murder holes
and embrasures through which attackers can be assaulted. Further, each tower,
whether smdl or medium, is assumed to be two stories (30') tall.

Buildings, Stone

Stone buildings are generdly used in the design of abailey or castle
compound, and are not an actua part of the castle itsdlf. For those who wish to
build themsdlves a home, warehouse, shop, or other Structure (either within the
confines of acastlewadl or in asmdl village), these buildings can be used.

Smadl buildings are generdly squarein shape. Thewadlsaverage 2’ in
thicknessand stand 15’ tdl. The interior of the building has 400 square feet of
floor area (usualy 20' by 20').

Medium and large buildings have smilar wall congructions, but have,
respectively, 800 square feet and 1,800 square feet of floor area. Usudly, a
medium building is40' by 20' and alarge building is60" by 30'.

Gresat sone buildings are two leve affairs, sanding 30 tal. Like the other
stone structures, their walls average 2' thick (more at the base, less at the top).
Each of the great building' s two floors has 1,800 square feet of surface area,
usudly with dimensons of 30" by 60'.

Grand stone buildings are large and impressve things. They stand 45’ tall,
having threeinternd leves. The building isusudly 80' long by 40 wide, giving
each floor 3,200 square feet of surface area. Other shapes and dimensions are
possible, but the internd surface areawill remain amilar.

Buildings, Wooden

Like stone buildings, the following structures are found within the castle walls
as out-buildings. In addition, they make up the mgority of buildingsin atown,
village, or other community. The dimensions listed for each entry are the most
common, but builders are by no means redtricted to them. When determining



the price and |abor time for a nonstandard building, base your estimate on the
square footage of its nearest equivaent from thisligting.

Smadl, medium, and large wooden buildings have very thin walls, usudly only
afew inchesthick. Smdl buildings are 20' by 20, giving them 400 square feet
of floor space. Medium buildings are 40 by 20" and have 800 square feet of
floor space. Large buildings, which are often found as storage areas or large
shops, are 60' by 30" and have 1,800 square feet of floor space.

Great wooden buildings are two story affairs that sand 30' tdl. They are 60°
long and 30" wide, with 1,800 square feet of surface area on each floor.

Grand wooden buildings are three stories (45') tall and measure 80' by 40'.
Each floor has a surface area of 3,200 square feet for atotal of 9,600 square
feet.

Ditch
Ditches are used in castle defense to make the land which attackers must
cross uneven and dangerous. While giving their attention to getting past a ditch
or other obstacle, attackers are far more vulnerable to defensve missle fire.
Each ditch section is 10° long, 10 across, and 5’ deep. Thus, 2100’ long
ditch would require 10 ditch modules. A ditch is not finished and will not hold
water like amoat, dthough water will pool there after a storm.

Drawbridge

A drawbridge, which is assumed to include a smdl structure from whichiit is
operated, is used to alow easy passage over ditches, moats, and other castle
defenses. The average drawbridge is 20' long and 10" wide. Larger examples
can be created by combining two (or more) drawbridge modules. The
drawbridge is assumed to be made from hard wood and is braced (or even
shod) with meta to incresse its strength.

Gatekeep

A magor step in the evolution of the castle, a gatekeep permits the defenders
of the castle to confront attackers before they reach the main gates themsalves.
In essence, a gatekeep is much like abarbican that is set away from the castle
walls and connected to them viaapair of srong stone wals. Even if the outer
barriers of the gatekeep are breached, the walls act to create a killing field that
makes the final assault on the gates even more difficult.

A lesser gatekeep conggts of two small, round towers and alinking structure
(essentidly asmall barbican) that are set some 20" out from the castle€ smain
gate. Two 15" high walls run from the flanking towers to the main gate and
secure the structure to the castle.

Greater gatekeeps are somewhat larger and incorporate four medium, round
towers. Two are positioned forward just asthey arein alesser gatekeep, but
two more are built into the castle walls around the main gate itsdlf. In thisway,
the rear towers can provide better fireinto the killing fields between the castle
and outer defenses and can aso support the forward towersin holding off



attackers. Persons in the forward towers can move dong the top of the wals
(which provide partid cover from enemy archers) to reach the castle towers. In
times of combat, thisis dangerous to attempt.

Grand gatekeeps are the ultimate in gate defense. They are composed of four
large towers, arranged in the same manner as the towersin the grester
gatekeep, and can hold off huge numbers of enemy forces for extended periods
of time. The two forward towers are set some 30" out from the castle and 40
goart. A fully enclosed stone passage runs along the upper section of the two
flanking walls, dlowing easy and safe passage from the towers to the castle and
back again.

M oat/Channel

Astechnology improves, the idea of making ditches even more effective by
filling them with water naturdly arises. Thus, in essence, amoat is nothing more
than a ditch that has been finished so that water will be contained by it.
Channds are used to link moats with the water ways that will fill them. In some
cases, it may be necessary to dam part of awaterway to divert water into the
moat. Dams can be built like sone walls, but cost twice as much and take twice
as long to complete.

It is sometimes possble to fill amoat with dangerous animals that can be used
to increase its effectiveness during an attack. Exact details in such cases are left
to the DM’simagination. It isimportant to keep in mind, however, that
unintelligent moat guardians will attack defender and intruder dike and that
intelligent denizens will require some reason for accepting a position as * moat
guard.”

M otte

Jugt asit issometimes wise to ring a castle with ditchesto defend it, it is
aways better to build on high ground. In cases where a naturd earthen mound
or motte is not available, manmade ones can be created. As arule, one motte
module representsa 10° by 10 squarearearaised 5'. Thus, if an area 400" by
400" (160,000 square feet) were to be raised, 1,600 moat units would be
required for each 5’ risein ground level.

Palisade

A paisade is afence of wooden posts (usudly about six inchesthick) that is
st up as a defense againgt enemy charges and the like. Palisades are often set
up aong the defending edge of a ditch or moat to make them even more difficult
to bypass. A
paisade module runs 10’ long and sands 5’ high.

Tower, Round

Rounded towers provide better a better defense againgt things like screws
and sappers. Asarule, they tend to be somewhat smaller interndly than their
square counterparts, and use less stone. Thus, they cost somewhat less to build.



The technology required to build such structures, however, may not always be
available to the castle designer.

Small towers of thistype have a30" diameter interior space available for use
and are 40’ in diameter on the outside. A single tower module is assumed to be
2 doriestdl (30') and have walls which average 10" thick. Of course, this
assumes that the walls will be thinner at the top and wider at the base.
Embrasuresin the wal dlow fresh ar into the tower and permit those within to
fire on troops outside.

Medium and large towers resemble their smdler cousinsin most ways. Agan,
they are assumed to be 30’ tall and be divided into two levels. Medium towers
have a40' interna diameter while large towers are 60’ across.

Larger towers can be built by combining two or more tower modules together
and combining the cogts. If the structure is to stand aone, then the second
module must be one size smdller than the tower below it. Thus, alarge round
tower could act as a base with a medium round tower atop it and asmal round
tower atop that. If the structure is anchored to awall, then two smilar towers
may stand atop each other. Thus, asix levd tal anchored tower could be made
up of two large towers for the base and one medium tower atop. Exceptions
are possible, but are very rare, expensive, and hard to construct without magical
assistance.

Tower, Square

Although less sturdy and somewhat more expengve to make, square towers
are easer to build than round ones. Thus, they are somewhat more common.
Square towers are found in the same basic sizes as round ones, and atower
module is again assumed to be 30’ tal with two internd levels. The interna
gpace available in a square tower is somewhat greater than it isin around tower
of smilar Sze because the chamber is not rounded off.

A smadl tower is30' by 30" insde, with outer dimensions of 50° by 50'.
Medium and large towers are 40' and 60" square respectively. Square towers
can be stacked just as round towers can. Further, it is possble to stack around
tower atop a square tower S0 long as size redtrictions are obeyed.

Tunnd

A tunnel module represents an underground chamber of 1,000 cubic feet.
Usudly, thisisa 10" long by 10' wide by 10’ high section, but the configuration
may vary based on need and purpose. For example, achamber that is going to
be 20" by 40 with 10" high ceilings has a volume of 8,000 cubic feet and would
require 8 tunnel modules to complete.

Wall, Stone

A typical section of gonewall isassumed to be 10° long, 10' thick, and 15
high. Walls can be stacked, like towers, but must follow some restrictions. For
every level that is going to be stacked above it, an extra module must be added
to awadl for every 50' (or fraction thereof) in its length. Thus, if we are planning



a3levd high (45 tal) wal that is50" long we need to add 2 additiond
modules to the lower level and one additional module to the second leve for
bracing. Thus, our three level high, 50' long wall requires the 15 modules that
make it up, plus an additiona 3 modules for bracing.

In addition to the wall itself, a number of options are available at higher tech
levels. In some cases, walls are assumed to possess certain features as
described in the text that follows.

Hoardings are wooden structures that are added to the top of awall. Because
they extend outward from the castle and have numerous holesin their
undersides, defenders can move about in them and fire on attackers at the base
of the wall. Because they are made of wood, however, hoardings are vulnerable
to fireand atillery.

A glacisis an additional section of stone added to the base of awall that
angles outward and creates a doped or danted base. In addition to making the
wall more resstant to screws and sappers, aglacis will cause things like boiling
oil to splatter when the defenders above pour it on the attackers around the
glacis A wdl with aglacisis assumed to include hoardingsiif desired.

Machicolations replace hoardings as ameans of attacking enemies a the
cadle wdls. Advancesin technology alow the wall itsdf to be built with a stone
overhang that serves the same purpose, but isfar less vulnerable to attack. As
with hoardings, machicolations are dotted with murder holes for attacks on
those below them. A wall with machicolations is assumed to indlude aglacis a
its base.

Pogterns are smdl gatesthat dlow one or two men to dip out of the cadtle
without drawing attention to themsalves. They are not secret doors, but are not
nearly as obvious when opened as the main gates. The cost for a section of wall
with apogterninit isin addition to any codt for things like machicolations. Thus,
awall section with machicolations and a postern would require 58 weeks to
build and cost 964 gold pieces.

Wall, Wooden

A wooden wall section is assumed to be 10' long, 3 inchesthick, and 15’ tall.
They can be used to set up barriers or in the assembly of larger structures as
internd walls. For example, the floor area of alarge keep can be bought asiif it
was awooden wall, as can the roof if it is made of timber. When using the
wooden wall module in such afashion just note thet it has a surface area of 150
square feet. For an example of wooden wall modules being used in this manner,
check the Castle on the Moors example that follows at the end of this section.

Laying out the Castle

Now that you understand the various modules and their uses, go ahead and lay out a
rough floor plan of the castle you want to build. It needn’'t be very detailed or complex,
but should identify al of the modules that you want to use.

Castleon the Moors



In order to help you better understand this phase of the design process, we will switch
back to our example of the Castle on the Moors. As you know, we have already
determined the various environmental and social features that will dominate the
construction effort, now we must lay out the castle itself.

Looking at the castle floor plan that follows this chapter, you will see that the keep is
intended to have four square towers, each of which is four floors high. Because a
standard tower module is only two floors high, eight modules must be used. Snce the
towers are to be anchored to walls, the same size module can be used on the top and
bottom of the tower. The castle is not intended as a great fortress, so the designer opts to
use small towers.

Next, we move to the walls that link the towers together. A distance of 110’ separates
each of the towers, so 44 wall sections will be required to complete the lower level of the
wall. However, the wall is meant to be four floors high, so additional bracing must be
included. Snce three levels will be added to the lowest level of wall, three extra wall
modules must be added per 50' or fraction thereof. Thus, 26 additional modules must be
added to support the second level. Since the second level must support two more above
it, two modules must be added for every 50’ of its length, for a total of 18 modules. To
support the upper level, 9 modules must be added to the third level. Note that this does
not include the additional wall that is set up around the castle gate. This area works out
to require 55 wall sections. Thus, for our whole castle, we will need 285 wall modules.
The lower level of the main wall (which requires 70 modules) includes a glacis, but the
other 214 sections are ordinary wall sections.

As you can see, we have already accounted for the vast majority of the castle’s
construction. The designer wants to have the inside of the keep roofed over and split into
3internal levels. These floors will be roughly 120° squares, so each one has a surface
area of 14,400 square feet. There are four such surfacesto be created (3 floors,
including the bottom one, and the roof). In the interest of simplicity, the DM agrees to
assume the roof is a flat surface, despite its angular nature. Thus, a total of 57,600
sguar e feet of wooden flooring must be purchased. Snce each section of wooden
wall (floor in this case) is 150 square’, 384 such modules must be built.

The smaller aspects of the castle’ s design, like the spiral stairways, internal
furnishings, and main stairs are assumed to be included in the castle’ s overhead costs
(described later). Snce the main entrance is not a grand affair, the DM agrees that it can
also be included in the overhead costs. If the gate were larger, it would have to be
bought as a barbican or gatekeep.

S0, what do we have now? Our castleis going to require the following:

8 Small, square towers

70 Wall sectionswith glacis

214 Standard wall sections

384 Wooden wall sections (used as floors and roofing)

Average Construction Time & Cost

Now that you have laid out the basic structure of the cadtle, it’stime to determine just how
much al thisis actualy going to cost and how long it's going to take to build. Because of the
modular nature of this system, that’ s very easy to do. Smply add up the cost of al the modules



you wish to purchase and add up the time required to build them.

Once you have these totas, you know the basic vaues that we will be working with. The
vaues you have just cdculated are the average time and cost factors for the project. To
determine the actud time and cost involved, we must go through afew more steps.

Worksof Art

Of coursg, dl of the above vaues have been generated with the thought of atypica cagtlein
mind. If you wish to build an ornate complex that is both afortress and awork of art, you may
do o by adding an additiona 50% to the cost and time required for your project. Such
structures asthis are rare in the extreme, of course, and are usually reserved for the seet of a
great king or mighty emperor.

Lesser structures, like the wooden buildings or free-standing towers, can be made ornatein a
amilar fashion. Further, it is possible to have part of acastle be ornate, the main keep isan
obvious choice, while the curtain walls and outer defenses are more structurd. To do this, just
apply theincreased cost and time to the specific module being selected.

If desired, a castle can be made very spartan. In such casesit will not be a comfortable place
to livein, but will ill fill its role asamilitary fortress. Spartan castles cost 25% lessto build and
require 25% lesstime.

Overhead Costs

Overhead codts are assumed to include a great many things that are not detailed in this
system. Overhead includes the time spent recruiting and training workers, obtaining food and
housing for the labor force, and filling the castle with furniture and the like when the project is
finished.

For the sake of amplicity, overhead is dways assumed to add an extra 10% to the castle’s
cost and time. Thus, a castle that has atotal cost of 250,000 gold pieces would cost 275,000
when overhead isfigured in. The congtruction time required is likewise increased.

Final Calculations

Once you have established the base cost and the overhead cogts, you can figure out exactly
how long it will take to build your castle and how much of your precious gold you are going to
have to part with before its done. To do this, smply tota the base and overhead values that you
have cdculated and multiply them both by the production modifier (PM) generated in the first
part of the castle construction procedure.

Castleon theMoors
Going back to the Castle on the Moors project, we can total up the costs and times
required as follows:
Eight small, square tower modules cost a total of 112,000 gold piecesto build
and require 6,720 man/weeks of work.
Our wall requires 70 sections with a glacis, which requires 3,080 man/weeks to
build and costs 50,400 gold pieces to finance.
The upper levels of our wall require 214 standard wall sections, for a total of
6,420 man/weeks and 107,000 gold pieces.
The wooden floors and roofing will require 384 wooden wall sections. The total



time required for this phase of construction is 384 man/weeks and the
total cost is 1,920 gold pieces. Asyou can see, thisis cheap when
compared to the rest of the project.

The castle is not intended to be overly ornate--after all, it’sin the middle of a swamp.
However, the knight who must live here is not expected to be uncomfortable. Hence, the
castle will not be spartan either. Cost and production time values are unmodified.

Thus, our total cost for the construction of this castle is 271,320 gold pieces. When we
add in the overhead charges (which work out to be 27,132 gold pieces) we bring our
total up to 298,452-- quite a lot of money.

Asfar as construction timeis concerned, our base value works out as 16,604
man/weeks of labor. When we add our 10% overhead time to that, we have a total of
18,264 man/weeks--quite a lot of work, as well.

We're almost through, but now we have to remember that these values assume that we
are working in perfectly average conditions. The Castle on the Moorsis being built in a
region of swamps, far fromits base of supplies. All of these things are part of our PM,
which we determined was 2.81 in thefirst phase of design.

Our next step isto multiply our most recent values for cost and time by our PM. When
we do this, we find that our castle will actually require 51,322 man/weeks to build.
Further, it will cost us a staggering 838,650 gold pieces.

TheWork Force

Now that the castle plans have been committed to parchment, it’s time to get on with the
actua condruction of your castle. Thefirgt point to consider in this phaseis your work force.
The prices that you paid above assume that you will be building the castle in one year.

At this point, you should take the congtruction time that you have and divide it by 52. The
product of this calculation is the number of men that must be hired to complete thejob in one
year. It isassumed that the cost of supporting awork force of this sizeisincluded in the cost of
your castle so far. Thus, if you take no other action at thistime, you will be able to build your
castle in 52 weeks.

Larger Work Forces

In order to increase the speed with which a cagtle is erected, designers may wish to
hire additiona laborers. As an average, the cost to hire aworker is assumed to average
out at 10 gold pieces aweek for the duration of the project. While the typical [aborer is
only going to receive asalary of 1 gold piece per month, they are supported by skilled
supervisors and artisans who receive far greater pay. In addition, this cost assumes that
they must be fed, housed, and trained.

If the designer can raise enough money (and find enough willing laborers), to increase
hiswork force to twiceits sandard vaue, construction will be completed in 75% of the
established time. If the work force is quadrupled, the congtruction timeis cut to 50% of
its calculated value. Larger work forces are not permitted.

Before you caculate the cost for al these new men, skip to the sections on Heroic
Characters, Magica Items, and Monsters. Once you have determined the effects of
these sections, return here and work out the new duration of the construction project (in
weeks). Multiply it by the number of extramen who will be hired and then multiply the



total from that operation by 10 to determine the total cost for the increased work force.
Add this sum to the cost for the castle as awhole and don’t worry about aweekly

payroll.

Smaller Work Forces

If money isafactor, but timeis not, the designer may wish to consder cutting his
work force. For each man removed from the labor pool, the cost of the castle will be
reduced by 10 gold pieces per work for the duration of the project.

If enough workers are removed to reduce the work force to 75% of its standard
vaue, then congruction time is doubled. If the work forceis cut to haf its sandard
vaue, then congtruction time is quadrupled. No reduction below 50% in the work force
ispossible.

It is possible to reduce the work force to below its standard number without
increasing the time required so long as the contributions of heroic characters, magica
objects, and mongters (as detailed in the following three sections) return the work level
to it's standard number. For example, if agroup of PCsis able to do the work of 100
men, then 100 laborers may be cut from the work force and the money normally spent
to hire them saved.

Once you have determined the new duration of the project (in weeks), multiply it by
10 to determine the savings that is made per cut laborer. Subtract this savings from the
cost of the castle now and don’t worry about aweekly payroll.

Heroic Characters

Both player characters and higher level NPCs can augment the work force
congderably. Thisis due primarily to their greater experience and worldliness, aswdl as
their generdly higher determination. After dl, these specid people have proven
themsdves to be far more than just the average citizen, otherwise they wouldn't be
heroes!

Asarule, any non-magic using character will be able to do the work of one man for
every leve that he or she has atained. For example, a6t leve thief can do the work of
sax normal laborers. It is assumed that the thief need not be an actua part of the work
force, but is acting in a supporting role by obtaining good prices for items and making
aure that the local bandits and crime syndicates do not interfere with the project.

Characters who are able to use magic can be of tremendous help when it comes to
building a cadtle. After dl, consider the benefits of a stone shape spell or awish spdl
when congruction isin progress. In order to smplify matters, any spell using character
who isapart of the construction force counts as one laborer for each leve that they
have attained. In addition, they count for one man for each spell leve that they can cast
in agiven day. Be sure to include any bonus spells for wisdom that a priest might be
entitled to.

For example, a5t level wizard would be able to do the work of 16 men. He counts
as five men because of hisbasic leve. In addition, he can throw four 1% leve spdisina
day (which counts as four more workers), two 2" level spdls (which counts as four
more workers), and one 39 level spell (which counts as three workers).

The importance of magic in castle congtruction should not be underestimated, as a



20t level wizard can do the work of over 180 normal men! While player characters are
free to work on a project, DMs should make the recruitment of high level NPCs an
expengve hirding who, more than likely, will require an adventure to recruit.

Magical Items

Some magicd items, like the saw of mighty cutting or the spade of colossal
excavation have an obvious value in the congtruction of a cadtle. In cases where some
question arises as to the usefulness of a particular item, the DM must make a judgment
cdl on whether or not the item will be a sgnificant factor. For example, an enchanted
shidd isnoat likely to be of much hdlp in building a cadle, dthough gauntlets of ogre
power might be.

Asarule, if theitem iswdl suited to congruction work, like the mattock of the
titans, then it will be worth anumber of men equa to 5% of the experience point awvard
for its discovery. Thus, the spade of colossal excavation counts for 5% of 1,000
points or 50 men.

If the item seems to have some possible gpplication, like wand of lightning (which
could be useful in dearing land or digging the foundation of the castle), then it isworth
1% of its associated experience point avard. Thus, the aforementioned wand would
count as 40 men.

[tems that the DM feds are of no particular use in the congtruction effort, like aring
of regeneration or elven boots are not counted toward the manpower totd. If the DM
rules an item to be usdess, the owning player should be dlowed to explain how he feds
the item might be useful. If the DM is swayed by his or her case, then the decison may
be reversed.

Monsters

It may be possible for the character’ s to recruit mongters to aid in the building of the
cadle. Many of the mongterslisted in the various monstrous compendiums can be
pressed into service, though some will be more suitable for such work than others.

If the players have ameans of obtaining monstrous laborers, the DM must determine
how suitable they are for such work. If they might be prone to devouring other members
of the work force, they should be consdered poorly suited. Smilarly, if they havelittle
taent or ability in such things (like aunicorn) they might be deemed usdess or poor.

If amongter iswdl suited to congtruction work, like a stone giant, centaur, or
bugbear, it is worth 5% of the experience vaue that a player would receive for defeating
it in combat. Asarule, most humanoid cregtures of lawful, neutrd, or good dignment
will fal into this category.

If amongter is somewhat suitable, but has drawbacks, it isworth 1% of its XP vaue.
Mogt chaotic or evil humanoids fal into this category, as do those who have redtrictions
to their movement or dexterity. Dragons, because they have no manipulatory limbs, fall
into this category.

Mongters that are wholly usdless to a congtruction project, like agreen dime or
shrieker, will contribute nothing to the work being done.

Work Seasons



Once the congtruction time and cost have been dtered to reflect the efforts of the player
characters, their spells and magic items, and changesin the Size of the work force, the DM
needs to consder the ared’ s climate again.

We now know how long it will take to build the castleif the crew works straight through. Of
coursg, it isnot possible to work every day because of weather and similar factors. For
example, aregion that has harsh winters and is marked by severe sorms during spring and
autumn might restrict the congtruction crew to working only 25% of the year! That meansthat a
castle might take, on the average, four calendar years to build.

In order to determine the actud number of weeks available for work in any given region begin
by recording its PM vaues for climate type and ground cover. Multiply these two numbers
together to determine the Work Time Modifier (WTM). This vaue should range between 0.75
and 12.00 when you are done.

Next, divide 52 (the number of weeksin ayear) by the WTM to determine how many weeks
are available for work in agiven year. Note that in some cases you will have more weeks
available than you have in the year. In this case, it is assumed that the climate is so favorable that
your work precedes at a very rapid pace and you are able to accomplish much more than might
normally be expected.

Castleon theMoors

We return now to our fine example of the Castle on the Moors. As you will recall, the
current calculations show that the castle will cost us 838,650 gold piecesto build. The
entire project, asit now stands, will take 51,322 man/weeks of work to finish. Lets
continue with the process, going through the steps that we have just outlined.

Our first step isto determine how large our standard work force will be. To do this, we
divide the current time required for construction (51,322 man/weeks) by 52. The result,
987, isthe number of men that must be hired to complete the castle in 52 continuous
weeks. They are assumed to be included in the cost we have already paid for the castle.

Snce the king and his advisors see the danger in the swamps as a growing problem,
they decide quadruple the work force and attempt to complete the castle in half the usual
time. Thus, they will need to hire 2,961 additional men. Before we determine the cost of
such an increase, we must ook at the contributions that will be made by
the player characters who are in charge of the castle’ s construction.

The knight who will be lord of the castleis a 12th level paladin. As such, he counts as
18 laborers--12 because of his experience level plus six more because of his spell casting
ability.

The paladin has four companions. Two of them are not spell casters, a 10th level thief
and an 11th level warrior, who will count as 21 additional men between them. The spell
castersare a 10th level wizard (who will do the work of 49 men) and a 9th level priest
with a 17 wisdom (who can do the work of 52 men).

Thus, between all the player characters, the work of 140 men can be done.

In addition to their own efforts, the party has a number of magical objects that they
want to use to help speed construction. The paladin has a suit of Plate Mail of Etherealness
and a holy avenger sword, but the DM rules that these will not help the project. Smilarly,
the DM rules that the other magical weapons and armors of the party members will be of
little value.



The priest, however, has obtained a pair of gauntlets of ogre power, which the DM rules
to be of some use. Thus, the priest can save the treasury the hiring of 10 additional men
(1% of 1,000 XPs).

Thewarrior has obtained a lyre of building, which the DM agrees will be of obvious
value over the course of the project. Thus, the warrior’s magic item can do the work of
(4,000 x 5%) 200 men!

All told, we now see that the characterswill be able to contribute greatly to the
construction of the Castle on the Moors. Between themselves and their magical items,
they can do the work of 350 men. Truly, these are the folk of whom songs will be sung!

In their efforts to further speed construction, the characters call in a debt owed to
them by a stone giant. The DM agrees that a stone giant is an excellent choice for such
works, so he will be worth 5% of his experience point value (8,000). Thus, the stone
giant can do the work of 400 men all by himself! In addition, the DM rules that two of
the stone giant’ s sons will join their father in working on the castle. Each of them counts
for only 200 men, however, as they are but growing boys.

When all is said and done, the player characters, their magic items, and their
monstrous allies can fill the slots of 1,150 men.

Returning now to the need for additional workers, we find that the crown still needsto
hire and support 1,811 more men. Since the construction time of the castle will be cut in
half by their efforts, they need only be paid for 26 weeks of work. At 10 gold pieces each
this works out to be a total of 470,860 gold pieces. This figure may seem high, but
remember that the efforts of the player characters have prevented the need for an
additional 1,150 men and saved nearly 300,000 more gold pieces for the crown. The king
is sure to remember their actions!

With all of that taken care of, we turn our attention to the weather and working
conditions. Because the climate around the castle is temperate (PM 1.25) and the ground
cover isswamp (PM 2.00), we have a WTM of 2.50. Thus, only 21 weeks out of the year
will be suitable for work on the castle. Snce 26 weeks are required, the project will be
completed in about 14 calendar monthsiif all goes well.

Monthly Events

Over the course of the cagtle' s congtruction, things may not aways go as planned. Each
month, the referee should roll 1d100 on the following table to check for unplanned hazards and
events. Referees are encouraged to add to this chart or customize it to better fit their own
campagn.

1d100 Event

01-65 No unusud event
66 - 75 Bad weather

76 - 81 Severe weather
82-83 Monster attack
84 -85 Highwaymen

86 - 87 Locd unrest

88 -89 Labor dispute

90-91 Rad



92 - 93
94 - 95
96 - 97
98 - 99
00

Cdl toams
Civil war

Royd vist

Bad omens
Natural disaster

No Unusual Event

More often than not, nothing out of the ordinary will occur during the course of the
month. In such cases, afull four weeks of congruction is completed without mgor
accidents or mishaps.

Bad Weather

Depending on the arealin question, this could be anything from a sandstorm to a bad
series of thunderstorms or a blizzard. In any case, no work is possible for the entire
month. Note that the bad westher is not assumed to last the entire month, but rather
that much of the work done during this period is spent countering the event. For
example, waiting for the land to dry after a severerainfdl, removing the sand or snow
following a sandstorm or blizzard, and so forth.

Severe Weather

Severe weether conditions are dangerous indeed. They not only halt work for the
month, just as bad weather would do, but set the project back by 2-8 (2d4) weeks. In
order to keep things smple, just roll 2d4 and add that many weeks to the completion
date of the project.

Monster Attack

Some sort of mongter or great beast is stalking the areal The congtruction crew will
lose 2-20 (2d10) laborersto its hunting or evil manipulations. Funerd expenses will be
100 gold pieces for each man. Once that is out of the way, the player characters must
seek out and destroy the beast. The DM should make this a separate adventure. No
work on the castle can be done until after the beast is hunted down and destroyed or
otherwise pacified.

Highwaymen

A band of thieves and murderers has started stalking the supply routesto the cagtle.
Because of their pillaging, work is reduced to half speed (that is, one week of work is
done every two weeks) until they are dedlt with. Aswith the previous entry, the DM
should make resolving this an adventure of its own.

L ocal Unrest

The actions of the work force or player characters have stirred up the local
population and they no longer support the congtruction of the castle. In fact, they
demand that dl work be stopped and the existing constructions be torn down. Work
will stop for 1ddweeks. After that time, congtruction may continue, but if the problem
isnot resolved it will be at half speed (one week of work every two weeks). Restoring



the public' sfaith in the project should be handled by role-playing and may or may not
require an outlay of cash asa*sgn of good intentions.”

Labor Dispute

The workers are up in arms about something. Perhapsiit’ s the player characters
doing so much work with their magica itemsthat they look bad or maybe it’sthe
working conditions. Whatever the reasons, their pay must be increased or al work will
stop for 3-18 (3d6) weeks while new workers are recruited. In order to avoid the shut
down, an additiona 5 gold pieces per week must be paid to each man on the work
force for the remaining duration of construction. For instance, a 1,500 man |abor pool
with 12 weeks to go on a project would require an additional 90,000 gold piecesin
compensation. The money can be spent as alump-sum &t this point to avoid ongoing
paperwork.

Raid

A neighboring power, whether another kingdom or just a powerful orc tribe, stages
an atack on the cagtle. Their number will be roughly equd to the work force a the
cedlle making it afar fight.

There are anumber of ways to resolve such a struggle, but the one we recommend is
with the BATTLESY STEM miniatures rules and the supplemental materia presented
in this book. If the group is not interested in resolving the conflict en masse, then st it
up as an adventure. At least a portion of the mgjor battle should be fought, however,
with the PCs playing an important role.

If the DM wishes, the event can smply be resolved with the eimination of 33-90%
(30 + 3d20) of the laborers. These heroes died defending their castle and are entitled
to agood burid and pensonsfor their families. The remaining portion of their wagesis
assumed to count for this. In addition, new workers must be hired a 10 gold pieces
each per week for the rest of the project. Figure out this cost right now and pay it in
advance to avoid long term accounting.

Cal toArms

The kingdom isa war! Theking calls upon al of hisvassdsto send him ad in the
form of troops or money. The PCs can decide that they will contribute.

If the PCs opt to send gold, they are expected to send gold equd to 5% of the
castle stotal projected cost. Thus, a castle worth 2,500,000 gold coins would require
adonation of 125,000 gold pieces.

If the PCs decide to send forces, they must give up 25% of their |aborers for the rest
of the project. Regardless of the new number of workers, construction on the castle
dowsto half speed (one week of work every two weeks) because of reductionsin
supplies and concern over the future of the kingdom.

It isaso possible that the PCs may refuse the order, dthough thisis aviolaion of
their oaths to the king. If they do this, they will branded as rogues and subject to
anything from an outright attack by the king's forces to arevolt by the loca populace
and laborers. It is doubtful that the king's enemies would treat them much better, for
they have proven themsalves to be untrustworthy.



In any of the above cases, the PCs are expected to trave to the king's castle and
inform him of their choicein person. This should be an adventure planned out and run
by the DM.

Civil War

One of the king'svassdsisin revolt! The PCs are bound by their oaths of fedty to
ad theking in thewar. Ther choices are much the same asthey arein case of acal to
arms, save that they can opt to support ether the existing ruler or the usurper. Making
the wrong choice will cost them dearly in the end. If they support the king, and heis
defeated, then they will bein abad position to negotiate with the new ruler. If they
support the usurper and he loses, then they are traitors to the crown and will probably
be executed or banished from the kingdom.

Adventure possibilities run ram-pant here, and the good DM will require much role-
playing before the civil war draws to aclose. Just as with the cdl to arms (above), the
PCswill be expected to gppear before their king (and possibly hisriva) to explain their
actions and give their decison.

Royal Visit

The king is coming to inspect work on the castle. His visit makes for an excellent
role-playing environment as the PCs attempt to prove their gratitude for theright to
build this castle in the king’ s name and stay on his good side. However, the royd
presence has a negative impact on the work in progress, as everyone must op
working to make the arealook as nice as possible for hisroya highness. A totd of 1-4
(1d4) weeks of work will be lost.

Bad Omens

Perhaps the stars are digned poorly, or ablack cat has been hanging around the
congtruction site. Whatever the case, the PCs are advised to stop al work on the
castlefor 1 to 6 (1d6) weeks.

If they opt to ignore this warning, they must roll on the event table once per week for
the duration of the crigis. In addition, any roll of 10 or lessis re-rolled while the
portents are unfavorable. An additiond rall of “bad omens’ increases the duration of
the danger period and requires dl rolls of 20 or lessto be re-rolled. Further results of
“bad omens’ increase the hazardous time, but do not further modify the dierolls.

Natural Disaster

The most horrible of events, anaturd disaster might range from an earthquake or
volcanic eruption to aflood, tornado, or meteor impact. Whatever the case, the castle
isinruins. All work to dateislost and clean-up costs will consume the entire budget
remaining for congtruction. In short, it's back to square one.

Because of the severity of this event, the DM is encouraged to alow the charactersa
chance to thwart the calamity (or lessen its effects) with an adventure. Their quest
should not be an easy one, as they are playing for keeps (sorry about the pun).

Castleon the Moors



Well, construction of the castle is finally under way! The DM rolls for an event for the
first four weeks of construction. The dice come up a 31, so thereis no event in the first
month. The die roll for the second month isa 61, again indicating “ business as usual.”
So far, construction isright on schedule!

Next month’sroll isa 78, indicating that the weather has turned severe. Not only will
no work get done this month, pushing the compl etion date back by 4 weeks), but the DM
rolls 2d4 and determines that the project has been set back another 7 weeks! Thisis
almost a disaster. Because of the weather, the time remaining to complete the project is
increased from 18 weeks to 29 weeks.

The fourth month rolls around, with the PCs and laborers hoping that it will be better.
The dice come up a 94, indicating a civil war in the kingdom. The PCs decide to support
the king, and travel to himwith news. While they are there, however, they attempt to
convince himto “ let them off the hook™ for donations to hiswar effort. They point out
the damage done to the castle by last month’s severe weather and remind his majesty of
the importance of the castle to his defense against the monsters in the swamps. The DM
decides that they have made their case well, shown their loyalty to the crown, and
deserve a break after last month’s events. The king agrees that their efforts to complete
the castle are far more important and that he can deal with the rebels himself. The DM
absolves the players of their responsibilities and does not impose the normal penalties
associated with this event on them. Thus, the month’ s [abor goes as planned, leaving
only 25 more weeks to completion of the castle.

Next month’sroll isa 29, allowing four more weeks of good work to be done. There
are now 21 weeks of labor left on the castle. However, 20 weeks have passed and the
season (which is only 21 weeks long) is coming to an end. The PCs order work stopped
for the year and throw a grand feast to thank the workers for their efforts over the past
few months.

Winter passes through the moors and work is ready to begin again the next year. For
the first four weeks, however, the random event roll is a 98, indicating bad omens. The
PCs decide to halt work and wait for things to improve. Five weeks pass without
incident, and the bad omens fade from prominence. Construction can begin again.

Next month’sroll isa 19, indicating clear sailing for the castle crew. There now
remain only 17 weeks of work to do.

The next three months al so pass without problem. Twelve more weeks of work are
added to the project, leaving only 5 more to go. Winter is closing in, however, and work
must be halted for the year.

At the start of the next season, bad weather delays the project by four weeks. While
this upsets the PCs, they remember the difficulties of the first year and consider
themsel ves lucky.

Construction resumes with aroll of 27 for the next month, indicating that four more
weeks of work are done. The end isright around the corner! There is only one week of
work left to do!

As those of you who own a copy of the Campaign Sourcebook and Catacombs Guide
know, the Castle on the Moorsiis fated for a bad end. The last roll on the events table
comes up a 00, indicating a natural disaster. The DM sets up an adventure to give the
player’s a chance at thwarting it, but they are unable to do so. Massive floods raise the



water level in the moors, softening the earth, and causing the keep to sink into the
mor ass forever.

Asthe last of the battlements is finally consumed by the mud and water, their stone
giant assistant turnsto his sons. “ That’s why you should never build a castleina
swamp.”



CHAPTER 6: UNUSUAL CASTLES

The castle design system presented in the previous chapter has been purposefully smplified.
The reason for thisisfairly obvious-by keeping it Smple we have made it easy to use and kept
it highly verstile. In this chapter we will discuss some of the more unusud types of castles that
may be found in the typical AD&D game. In some cases, where it seems needed, we have
included notes on the use of the castle design system.

Oriental Designs

The orientd empires of the twelfth, thirteenth, and fourteenth centuries thought in terms of
great achievements and magnificent sructures. While feuda Europe lacked the population and
resources to build anything more than a motte and bailey, or in their greatest achievement,
construct a concentric cadtle, the orienta empires engaged in massve developments. Thelr
works were beyond anything imaginable by medieva Europeans.

The palace of Shi Huangdi, for example, required the efforts of 700,000 dave laborers
working for more than two years. By the time the palace was finished it could house and
entertain 10,000 guests.

Oriental empires are obsessed with size and grandeur. They do not think twice about building
gigantic statues that stand a hundred feet tall, or constructing 3,000 terra-cotta statues of foot
soldiers to be placed in atomb. When an oriental palace or castleisbuilt, it islooked onasa
place of exquidite beauty. Thus, dl oriental castles are required to be built with the price and
timeincrementsfor “ornate’ structures.

When a character congtructs a keep, more often known as apalace or castle, he must
remember to build all facets of his estate in larger than life proportions. That is, if he desresa
moat to surround his keep, make it alarge moat, measuring hundreds of feet wide. If he plans
on building awadl, make it two or three times as thick and high as the standard European wall.

In orienta kingdoms, land is gained either by grants from anoble lord or in conquest and
aggression. Rarely will alord obtains land by Royd Charter. In addition, the practice of one
lord buying land from another is unheard of.

Honor isthe driving force behind orienta castles. To creste amighty fortressisto gain honor.
To makeit dso awork of art, isto prove oneself awise and thoughtful lord. By combining
these dements, an orienta lord may prove himsdf to his peers and his beloved ancestors.

Thieves Castles

Thieves cadtles, or strongholds, are dmost dways built closer to mgor centers of civilization
than typica warrior holdings. Thievesrardy seek land charters or grants, and only in avery few
ingtances will they take land by force. More commonly, the thief smply buysasmal parce of
land, usudly near or within atown or greet city. If need be, and the Stuation presentsitsdf, a
thief will aso lease the land he requires to feed and care for his retainers. Unlike most
adventuring thieves, the common burglar or highwaymen careslittle for the dangers and
unknowns of virgin countryside, besides there is nothing to sted in the wild lands.

A thief will tend to go in for very meager looking exterior fortifications, suggesting to the
passerby that little is held within. Once in his domain, however, athief’ s keep will be adorned
with precious silks, beautiful sculptures, and fine statues. Gold and silver plates and esting
utenglswill be set at the tables and a variety of servants and underlings will serve aged wines
and succulent foods of every variety. In short, thieves like the good life, and they do tend to



pamper themsalves when they can.

A stronghold will often start out as nothing more than a large wooden building. Astime goes
by, it may develop into a stone building if the thief becomes very successful later in life. Ashis
fortunes grow, so does his estate. Unlike warriors, who often set out to build amighty fortress,
thievesfind that their keeps just evolve around them.

The interior and the basements beneath such a building will be a maze of rooms and corridors,
some laced with lethal trgps for any foolish invader. The former characteridtic is often the result
of the castle€' s growth, while the latter is an intentiona safeguard. In generd, since the thief’s
sronghold is so close to atown or city, and within the boundaries of another lord’ s etate, he
rarely worries about large scae invason. Rather, the thief must contend with his own kind, who
are fond of dipping in and steding a bauble or two.

Wizards Keeps

Wizards, in generd, are a haughty lot. They prefer a secluded tower in some remote land to a
mighty keep in acivilized countrysde. A wizard isaso far more interested in the esoteric redms
of magic, than in maintaining alarge assemblage of servants, retainers, and farmers. They will
rarely seek to become alord and thus be forced to dedl with the day to day activities of some
petty fief.

Wizards, with their cunning intelligence and resourcefulness will dmost dways seek to gain a
land charter or grant from the prevailing government. Some wizards may attempt to take land by
force but, as wizards are not known for their battle prowess, they usudly leave that method to
the warriors and knights.

Wizards keeps are always constructed of stone and more often than not contain a moat with
some terrifying beast to keegp the many digtractions at bay. As one might imagine, the use of
magic in the congruction of awizard' s tower often overshadows the common folk who might
be cdled upon to build it. Tles may be told for generations to come of the great magician who
built hishome with a brilliant display of fire and magic--and alittle help from the townsfolk.

Priests Fortresses

In mogt fantasy environments religion will be an enormous inditution, coveting large tracts of
land and hoarding large coffers of treasure and tribute. Priests templeswill vary in Sze and
shape consderably, depending on the type of climate, the lay of the land, and the people of the
area.

Once apriest builds his fortress, the character will often receive financid support from the
community in the form of tithes, in theory equa to atenth of thelocad town’sworth. This, on
more than one occasion, has caused rifts between lord and religion. The priest’ sfortress is not
made or broken by thetithing or by large tracts of land, but by the ability of the loca church to
touch upon the peasants hearts and souls. Through this unique ability, the reigion will be
stronger than any barony or fiefdom could ever hope to become.

In most redlmsit is as bad to have no religion asit isto have no laws. Any decent and
religious lord will be al but required to construct atemple or church first on or near the site of
his own castle. Thus, apriest’ s fortress can, and many of timeswill be, bound within the
boundaries of another lord’s barony.

In certain rare occasions, a priest may go off into the wilderness to construct his own fortress,
but in such casesthe priest’ s god is seclusion. Asarule, hisretinue and ambitionswill tend to



be far amdler than those of his city dwelling brethren.

A priest’ sfortresswill dways be made of strong stone, unless the surrounding land and
people are too diminutive to support such acongruction or hisfaith forbids its use. The fortress
will act as a shidd againgt outside influences as much as the castle’ swalls do.

In any event, the fortress will usualy be opulent in every aspect of its design. Where possible,
roofs of buildings will be worked metal such as copper, and plated with slver, gold, or other
luxurious metas. Unless the tenets of the faith forbid it, a priest’ s fortress should aways be
ornate.

The centerpiece of the priet’ sfortressisthe large cathedra structure at its heart. This portion
of the keep contains the greatest amount of adornments including friezes, facades, colonnades,
gtatues, and fountains. Such congtructions are assumed to be present in any ornate cathedral.

A religious fortress, unless located in lands fraught with danger, will rarely congtruct large
defensive wdls or battlements. Some religious temples may contain a number of underground
congtructions such aslarge wine cdllars, secret abbeys, long twisting tunndls, or a number of
underground chambers used for various purposes.

A priest will more than likely be given aland grant from the head of his rdigious inditution. In
some cases, however, land may be acquired by Royd Charter. On rare occasions, priests may
comeinto possession of the land they desire after afierce crusade againgt an opposing faith. In
such cases, the morale of the local work forceislikely to be poor, at best.

Priests, depending on their doctrines, moralities, and dignment, will ether favor davery and
the use of fear and pain as inducements, or will revile againg the use of such horrors and hire
their loca workers with gold and divine offerings of assstance (blessings, working of wonders,
curing, hegling, sdvation, &c.).

Paladins Castles

The paladin character will congruct a cadtle that is Smilar to the generd outlines presented in
the basic congruction system. However, they will dso have a number of design eements that
are dmilar to those of apriest’ s cadtle. After dl, apadadin is a mixture of warrior ethics and
divine mordity.

In truth, the paadin has the best of both worlds. From the very beginning, the paladin’s castle
will be looked on with envy by the warrior lord and peasantry dike. The paladin’s castle will be
condructed in the form of atypica keep, utilizing the best technologica achievements possible
for the area. At the heart of his castle, however, will be histemple or the church to his daty.

The paadin character will often gain the land for his keep through his or her crusades againgt
infidels or evil crestures and empires. While any paadin of noteis dmost assured to receive a
Royd Charter or land grant in time, they prefer the more direct method of acquiring land by
conquest.

A Pdadin will never use daves or use inducements of fear and pain to acquire workers for the
congruction of his keep. Rather, the anointed knight will use payments of gold and hisdivine
gifts of hedling to aid the loca peasantry. Since a paadin isdmost certainly agreet herowho is
beloved by the masses, recruiting workersis seldom a problem.

Rangers Forts
The ranger character will congtruct a keep that is modest and practica. All castles built by
such characters are considered to be spartan in design and lack any trace of ornamentation.



Every effort is made to maintain the integrity of thelocd land. The result of this tendency isthat
aranger will rarely level or clear theland, but will try to live off theland as best he can. With his
indghts and ability to commune with nature, his lands will aways have plentiful game and food.
In addition, the ranger will keep the swamps and thick brush in hislands as a naturd defense.

Rangers will aso demand lessin tracts of land, for they will hold the view thet the land is not
for them done. A ranger character will ask for very little land if offered a Royd Charter or land
grant. Unlike atypica warrior or paadin, aranger rarely has high idess of controlling vast tracts
of land and people. A ranger will work best with nomadic or semi-nomadic people, since his
ided ogy would match those types of cultures. In such cases, aranger ignores the usud
Production Modifier associated with such peoples. In his case, the PM is assumed to be 1.00
for both societies.

Druids Shrines

A druid character will congtruct a castle somewhere between that of a ranger and that of an
df. Utilizing the styles of both with grace and splendor.

A druid obtains his land dmost exclusively through the use of a Roya Charter, though may
use the other methodsin certain rare occasons. A druid will ask specificdly for areasthat are
heavily wooded and that are rough and often mountainous.

Once atract of land has been found, the druid will set about clearing very smal portions of the
land, with a conservative eye towards destroying anything of natural beauty.

A typicd druid shrine will be comprised of aloosefitting sone wadl, looking more like a
picket fence that will aso serve as an astronomica ad or in divination of spirits. In the heart of
the stone wall, which may be circular or square, will rest a stout wooden keep. In some rare
instances, the lower leve of the keep may be composed of large, semi-dressed stone blocks.

Around the keep itsdlf will be gardens and paths. In fact, hdlways and rooms built from living
shrubs and trees are not uncommon. Druids will use their magic to affect the rate of growth of
these rooms, congtructing them in a fraction of the time that might be required if they were
molded naturdly.

Along with the gardens and naturdl rooms, druids will congiruct anumber of dens, both of
stone and wood, for woodland creatures such as wolves, bears, and other such beasts. These
animalswill act as guards and sentries, enabling the druid and his close retainers to concentrate
On more pressing matters.

Rardy will druids use or ask for help in congtructing their estates from the locd peasantry. The
druid would rether take his retainers, followers, and specia hirdings and carve out his shrine at
amore leisurdy pace. Druids will never use dave labor, nor use animals of any nature abusively.
Asarule, though, the work force of adruid will consst of agreet variety of sylvan beings,
including centaurs and sSimilar creatures.

Druids rarely concern themselves with political endeavors or conquest, but have their own
interests that occupy their time. Druids, will be more than hagppy to live within the confines of
another lord's estate and become his loya vassal.

Dwarven Citadels

The dwarven Syle of living and their culture redicdly differs from that of humans. Their
unusud attitudes and tastes have resulted in the construction of castles and keeps that are very
strange to human eyes.



Asarule, any castle that is built by humans under the guidance of dwarves will be assumed to
have workers of “average’ ill or better. Any structure built primarily by dwarveswill have
workers of “good” skill. The morae of a primarily dwarven crew is never worse than poor,
because they enjoy working in stone more than anything ese.

Dwarvestend to dwell underground. At the very least, they like to have arocky shelf cloaking
them from the rays of the sun and stars. They have three basic cadtle types that include the Kiva
design, the Ait and Cistern design, and the Spoked Wl design.

Dwarves hate davery and will never use daves, or congtruct their citadels with the use of
whips or through fear and intimidation of workers. On the other hand, dwarves have the ability
to offer great amounts of gold, slver, gems, and worked iron in the form of wegpons and
armors as inducementsin the recruiting of laborers. It should be noted, however, that dwarves
in generd are quite greedy and will not offer such goods unless the labor is superior or in grest
demand. Asarule, dwarveswill not hire other races to do their work for them. Rather, they
prefer to labor at their own steady pace.

Kiva Design

The most radicd design of the threeisthe Kivacitadd. It is built on aledge or plateau
of rock aong a sheer mountain face. Usudly, though not dways, the structure is capped
with an extending stone face that shields the keep from airborne attacks.

From this plateau the dwarves dig a single thin road or path leading to the outside
world. Along its length they may build one or more barbicans or gatekeeps.

Along the plateau, the dwarves ingenioudy quarry stone from the rear of the cave and
congtruct, with chisel and hammer, both flat faced and curved stone walls. With the
precision of fine craftsmen, the dwarves snap these broad blocks of stone together with
wood and sted pins. The result is afortified castle of unequalled might. Few kiva
citaddls have ever fdlen into enemy hands, and those that have were taken only after a
magor loss of life to the attackers.

Within the kiva citadd, the dwarves will have built cisterns of water both for drinking
and for use as tanks for the breeding of blind catfish and lake trout. With such
provisions, the castle can withstand a prolonged siege.

Pit and Cistern Design

Unlike the kiva citadd, this design type is built completely underground and normaly
only congtructed in areas with large out outcroppings of rock or dense clay soil.

In congtruction of thistype of cadtle, the dwarvesfirg find alarge suitable cave. If that
isnot avalable, they will build under the shelter of an expansive shelf of hard stone.
From there they dig straight down, creating avast pit with a diameter ranging anywhere
from thirty to one hundred fedt.

From the walls of the pit, the dwarves construct a spiral staircase, wide and stout
enough to hold mules, ponies, horses, and men. In the Sdes of the pit, they open up
wide and tdl tunnels that radiate upwards a adight angle, usualy no more than fifteen
degrees. These hallways lead in turn to the rooms and grest halls of the keep.

At the far end of each tunndl isawide cistern holding water. From these great
chambers, the dwarves draw their drinking and bath water. Further, they employ this
resource to power various winches or mechanical devices. Wasted and unused weter,



runs down the doping corridors where it falsinto the pit. Thus, the bottom of the pit will
gradudly fill with water and be used to maintain aschool of fish smilar to thoseraised in
the kiva citadels.

Spoked Well Design

In this design, which is an offshoot of the pit and cistern citadd, the emphasisis placed
on numerous smdl pits, caled wells, that rarely exceed fifty feet in depth. From each
well, anumber of tunnels radiate outward.

In anumber of cases, apit and cistern design has been converted over to a spoked
well layout, with the centrdl and older shaft till used as areservoir for unused water and
asa“fam’ for variousfishes.

Elven Sanctuaries

Elves are very smilar to humansin their physica gppearances and can easily wak among men
without drawing too much attention. Despite their physicd amilarities, however, elves are very
different mentaly, with their concepts of materia wedth and time being radicdly divergent from
those of humans. Thisis no more sharply observed than in the congruction of ther castles. It
should be noted, however, that the generally pacific nature of the elvish people leads them to
cdl their keeps “ sanctuaries.” The thought of a castle as a primarily military structure is a human
invention.

The largest and most prominent difference in the design of a sanctuary is the amount of time an
df iswilling to put into it. In human terms the congtruction of a castle is measured in years.

Elves, on the other hand measure their congtruction times in decades. Time means nothing to an
df, a leadt time as seen by humans. Asthey view it, thereislittle need to scurry around like
excited children building a snowman.

The condruction of an dvish sanctuary starts with abasic idea, much as any castle
congruction does. From this starting point, however, the ef spends his time meticuloudy adding
to hisidea nearly branch for branch, lesf for leaf. All of these details he will keep secret, for it is
the love of the even people to hold secrets great and smdll.

As one might expect, dves build their sanctuaries from living things. To an df, ahome made
from cut and hewn wood is like living in a mausoleum; the eves bardly put up with it from the
‘younger’ races, but the Sght does revile them. Cut stone is used in elven sanctuaries, but it must
never cloak the sky or cast large shadows. Thus, stone is used as more of an ornament than as
afortification or dwdling.

Light and warmth are smdl concerns in even sanctuaries and with a touch of magic and the
generogity of eves, few vistorswill ever fed cold, hungry, or isolated in its living embrace.

In designing his sanctuary, an even character will rardly, if ever, enlist non-deven racesin its
congtruction, nor is it necessary to clam alarge tract of land to build such a sanctuary on. In
actudity, dves do not clam territory as the younger races do. An ef will never close the door to
his keep, so to peak, since he does not believe he owns either the trees or the ground it is on;
heissamply usngit. It isworth noting, however, that eveswill die to protect their forest castles
from hodtileintruders.

Elves dso do not believe in davery and will never use force or pain as inducements. Elves dso
rardly offer gold or other monetary awards as inducements, but rather the promise, a gpoken
contract that has never been broken, of better times and more plentiful harvestsin the area.



Most humans and demi-humans, if they have any sense, will quickly agreeto help the df. These
workers will no doubt laugh behind the ef’s back at such undertakings since to them the
sanctuary will look very much the same when the workers are young as it does when they are
old and feeble.

Elvesrardly dear land as humans or other demi-humans might, but will clear the ground of
debris such as rotting logs, dangerous fens and marshes (where monster may prowl), rocky
pitfals, and such. Elvestend to atain their land through Roya Charters given to them by even
courts, though some impatient eves will seek out land grants from human or hafling courts.

The higtory of dven sanctuaries extends so far back that even the nearly immortal elves do not
remember the origins of their design. There are two generd styles of even sanctuaries, the
Green Labyrinth design and the Blue Ring design.

Green Labyrinth

The features of this type of sanctuary are best understood if one imagines that heis
flying above the keep and looking down on it with magical vision that can pierce the
tops of the dense trees that make up it’ sroof. In thisway, one could see that the green
[abyrinth is nothing more than a complicated maze of greenery.

The design of such a sanctuary will take anywhere from severd yearsif poplar and
other fast growing trees are used, to centuriesif oak, maple, or spruce are used to
create the wdls of the maze. In any case, the entire maze is choked with snares,
brambles, and smilar naturd hazards.

Within the labyrinth the ven lord can create rooms, chambers, chapds, anything
desired. With the careful planning inherent to elven sanctuaries, an area of the forest can
be grown in such amanner asto offer entwined branches that act as a secure roof, or
cregte beautiful courts and living halls.

Blue Circle

This design obtainsits name from the circles of blue sky that dome the ring of trees
that make up the sanctuary. This design typeisfar less complicated, though not
necessarily any quicker to develop.

Theelven lord grows his*castle” in predetermined sized rings that, upon
development, will creste various Sized green courtyards. The trees that make up the ring
will be worked and molded by ddlicate and tender hands into roomsto be used as
Sorage aress, living quarters, dining aress, libraries, or whatever else is deemed
necessary by the individuad.

Halfling Strongholds

Although not well documented, these smdll folk do on occasion build strongholds and sizable
cadtles. Of course, most halflings would be content with a comfortable and clean holein a
boring little valey far from adventure and intrigue.

When a hdfling sets out to build afortification, it will dmost dways be of asmpler motte and
baley design. After dl, reesons the hdfling, thereislittle point in cluttering up the countryside
with agreat mass of stone and timber. A lesser kegp can do the job just as well and till provide
for acomfortable and happy home. As one might expect, the dwarves find halfling keepsto be,
at best, anusing. Elves, on the other hand, can see and respect the hafling’ s love of nature and



its goodness as it is reflected in the more basic cadtle.

The main difference between a hdfling keep of this type and those built by humansis one of
perceptions. In a hdfling motte and bailey, the tower on the motte is only the tip of the iceberg.
Nestled benegth it is a maze of housing, rooms, and nooks.

Above dl other concerns a hdfling stronghold must be comfortable. In generd dl of its rooms
will be plush and very well kept, and if possible each will have its own fireplace or stove--a cold
halfling is an unhgppy halfling.

The second concern for hdfling holds isthat of storage space. A hdfling keep must have
enough dry storerooms to outlive any but the most prolonged of sieges. In addition, the food
kept hereis not salted meat or meager grains, but findy preserved foods and good wines.
Haflings will not sacrifice their comfort over something as minor as an enemy attack. After dl, A
hungry hdfling is even more unhappy than acold one.

Haflingsin generd will not use daves or use pain and fear as an inducement to work, it's just
too messy and disruptive. Strangely enough, however, haflings dways have alitter of small gold
and dlver itemslaying about that they may tempt workers with. Even more strange, isthat after
the work isdl done, they seem to have regained dl of their pretty things.

Haflings didike swvampy ground and will shy away from it, rather building in moderate and
temperate areas full of smal copses and shrubs with creeks filled with trout and tasty frogs.

Gnomish Castles

The gnomeis an ancient brother of the dwarf, with many similarities to the short but muscled
men of the deep. Depite their Smilarities, gnomes are very different from dwarves and build
their own styles of cadtles.

Gnomes seem to be the rarest of demi-humans, but that’ s not because they have alow
population. Like the dwarves, gnomes have a very lopsided sexud imbaance, with far more



using much sronger rock sheets to form the kiva buildings. In thisway, the buildings are dmost
impervious to outside attack and can withstand the harshest westher for hundreds of years.

Gnomes prefer to go through their own kind to secure land grants and Royal Charters, but on
certain occasions, they may make a quick journey to anearby dwarven or even human court to
ask for theright of settlement.

Orcish Keegps

Orcish keeps tend to be primitive and can be constructed just about anywhere. They are
typicdly built exclusvely by dave laborers, and use excessve inducement by the use of the whip
and hot poker. As such, the morale of their workersis amost aways “very poor” and orc task
madters are forever bemoaning their fate at having to work with such “lazy” servants.

Thelr forts are smply constructed by building awooden pdisade surrounded by afidd strewn
with boulders and sharp rock to prevent any organized charge by infantry or cavary. This
design makes moving siege wegpons close dmost impossible without a great ded of manua
labor under the crud eye of the orcish archers.

On theingde of the wooden palisade, the bailey isflat except for a sharp angled motte topped
by asmple stone fort normaly congsting of the greet hal on the ground floor, lite troop and
the lord' s living accommodations on the second and possibly third floors, and with any upper
gtories delegated to Smple defense. These floors will bristle with battlements and arrow dits.

Orcsobtain land in but one way, by force. An orc hasn't the patience to wait for a Roya
Charter and rarely stands out from his peers enough to merit the gift of aland grant.



CHAPTER 7: WARFARE!

Note: This chapter refersto rules and concepts used in TSR's BATTLESY STEM miniatures
rules. Since sege warfare is, by its very nature, an activity involving scores, hundreds or even
thousands of troops, BATTLESY STEM isthe system of choice. Of course, this doesn’t mean
that small segments of asiege can't be role-played to greset effect using sandard AD& D rules.

Offensive Tactics

General Gralnor muttered another curse to Gruumsh the All-Seeing, god of the orcs--
in whom he didn’t quite believe. He shifted on his saddle until he found a more
comfortable position-a somewhat |ess uncomfortable one, tear it. Here he was, a battle-
scarred veteran with some two-score heads to his personal credit, and so far in this
campaign the only opportunity he had to show his true mettle was to suffer stoically a
bad case of saddle-sores. Much more of this and he'd be as soft as a human.

Sill, he knew that would change soon enough. Before the day was out, he'd have more
weighty things to worry about than the condition of his hindquarters.

The orcish general’s mission had been made clear to him-quite painfully clear-by the
War Chieftain. Reduce the elven fort that lay ahead. It didn’t matter how, just do it. And
if he didn’t succeed, it would be much better all around if he just didn’t come back.
Gralnor had seen what was left of the last field commander to disappoint the War
Chieftain. Asan orcish warrior, Gralnor was no stranger to physical atrocities, but even
so he'd been impressed.

Asto the fort ahead, General Gralnor would much rather just bottle it up-totally
interdict all supply routes and communication into and out of the place, and then wait.
There couldn’t be more than three weeks worth of food within the walls, four at the
outside. Then the garrison would resort to eating their war dogs and their horses, maybe
even each other. Gralnor wasn’t sure about that last thought; his only real knowledge of
elves was how to kill them. Another three weeks after that and his army could scale the
walls confident that they’ d meet no meaningful resistance from those within.

Elsewhere that would be a valid tactic; it even looked so here, if you examined the fort
in isolation. But eight weeks was a long time, more than enough for reinforcements to be
called by magical means. And Gralnor had no desire to participate in the classical
military situation of double encirclement.

No, the walls would have to come down. And the sooner the better ...

The generd of aforce planning to attack a castle has a number of options from which to
choose. The right choice depends on a number of factorsincluding the size of the target, the
expected resistance, the presence or absence of heroes (on both sides), the presence or
absences of fantagtic beadts, the magica capabilities of both forces, the chance of counterattack
or relief, supply congraints, terrain and weather conditions. More important than these,
however, are three other factors: the Sze of the attacking force, the generd’ s estimation of hisor
her army’s morde, and the length of time within which the castle must fdl.

In generd, there are two digtinct techniques for defeating a fortification: investment, and
reduction.

I nvestment
Inits smplest terms, investment is what most people think of when they hear the word “sege’:



cutting off access to and escape from afortification. Interdicting lines of supply ensures that no
food shipments can make it into the cadile; the garrison is thus limited to the supplies on hand at
the moment the investment was laid. Interdicting lines of communication ensures that the garrison
can't cdl for help, and must stand or fdl on its own ahilities.

Medieval Tactics

During the true medieva period, invesment was the only viable method for dedling with a
fortification of any sze. Without gunpowder (and without magic, of course), armies had no
practica means of breaching walls any stronger than log palisades. True, Sege engines such as
catapults and ballistae had been used by the Romans, but even these weren't overly effective
againg the stone curtain wall of acadtle. Also, investments of the medieva period were usualy
undertaken by smdler-and frequently less-organized-groups than were later Seges. Such groups
would rarely have brought siege engines dong with them, have access to them after they
reached the target, or know how to build them.

The usudly smaler sze of medieva sege amies had another consequence: there were Smply
insufficient troops to set up a complete cordon around the fortification. Instead, the attacker
would typicaly just block off dl gates and other portasinto a castle, concentrating its forces at
these key points. A sengble generd would place a picket line of soldiersto keep watch on the
rest of the building. Even 0, it would usudly be possible for someone ingde the castle to
escape at night-either over the wal or through a concedled passage and flee the area to summon
help.

The attacker’ s purpose, of course, isto prevent resupply and reinforcement to the castle
under Sege. Its effectiveness depends largdy on the castle’ s level of supply when the investment
was laid. Mogt castles are built around awell of some kind; unless the attackers are able to
poison or otherwise eiminate thiswell, thirst should not be a problem for the defenders. On the
other hand, food soon will become a problem.

The level of supply varied widdly for higtorical castles. Forts on the border between England
and Wdes were traditionaly stocked with enough food for two months, Krak des Chevdiers, a
Crusader castlein what isnow Syria, was provisoned for afull year. Other cadlles, particularly
those whose garrisons didn’t expect imminent attack, might have had consderably lower levels

of supply.

Starvation

To amplify what would otherwise be arather complex discusson, let’s start with afew
assumptions. Firgt, when a cadtle is said to have a certain level of provision (for example, “the
garrison has two weeks worth of food”), this amount represents adaily ration just barely
aufficient for unimpaired functioning (the assumption is thet a normally-functioning castle will
have a congant influx of fresh food). Cutting the rations any further would lead to manutrition,
with effects smilar to those of out-and-out starvation. Secondly, troops can remain totally out of
supply for five days without showing any physica symptoms of Sarvation.

INn BATTLESY STEM game terms, progressive starvation through lack of supply can be
viewed asaform of attack. It aso has effects on morale. These effectsfdl into three categories.

Morale Decrease
On aregular bas's, the morale base for each unit among the garrison decreases by 1.



These decreases are cumulative, and remain in effect until the fortification is rdlieved, or
until it fals. In either case, the morae of surviving troops returns to norma as soon as
they are once more in complete supply.

Morale Checks

Regular morae checks reflect the debilitating effect of being out of supply. Eventualy,
unitswill become shaken, and commanders must make an effort to raly them if they
wish to make sorties againg the investing forces.

Attrition

This represents actual degeth or incapacitation due to starvetion. Each time atritionis
scheduled to occur, the defender must roll 1d4 for each figure in the total garrison. The
result of each rall istaken individualy; the rolls are not summed. Using the Combet
Results Table, compute the total number of hits that these rolls have caused. Now the
defender must distribute these hits as he or she seesfit againgt the garrison. Note that
Armor Ratings have no effect on attrition. Giving the defender a choice asto whereto
gpply these hits represents a defending generd’ s ability to dlot what little food is
available to the most important troops.

Larger creatures (Sze L and greater) need proportionately more food than smaller
ones. When caculating hits from attrition, use 1d6 for each figure of size L or larger
cregtures, rather than 1d4.

Goblinoid and giant-class creatures-but only those of Sze M or smaller-suffer less of
an effect from attrition. Thisis because the nasty stuff that starving soldiers grub up
during asiegeisn't too far out of line from their regular diet. These troopsroll for
atrition usng 1d4, but the tota number of hits from theserolls is decreased by 25%
(round fractions up). Thus, the &ttrition dice rolled for goblinoid troops and the resulting
hits are kept separate from those rolled for other troopsin the garrison. The total
number of hits (after the 25% reduction) is till summed, however, and the defending
commander can decide how best to alocate those hits. This partial amelioration of
attrition effects can be extended to other troop types, at the DM’ s option.

Figures representing individuals of Sze M or even Sze L never suffer attrition (“one
person can dways find enough to eat”). Figures representing creatures of Sizes greater
than L (dragons, for example) are adifferent case, however. Since these huge creatures
will generdly be handled through AD& D rules anyway, dtrition is handled through
saving throws and hit points. Each time the garrison is scheduled to undergo attrition,
each huge cresture must save versus staves with a -5 pendty or lose a number of hit
points equa to 25% of its hit point total when at full strength.

Undead and elementd creatures are not affected by hunger, and so areimmune to
attrition.

The following chart outlines when each of the above effects takes place. Consider
“day 1’ to be thefirst day that the garrison istotally out of supplies.

Effect
Decrease moraeby 1
Automeatic morale check (no option for retreat)

@ng



7 Attrition occurs

11 Decrease morde by 1

14 Attrition occurs, automatic morae check
21 Decrease morde by 1, attrition occurs
22 Automatic morale check

28 Attrition occurs

30 Automatic morale check

31 Decrease morde by 1

35 Attrition occurs

38 Automatic morale check

41 Decrease morde by 1

42 Attrition occurs

On Day 45, any units till in good order autometicaly become shaken, and shaken
units can no longer berdlied. Attrition continues to occur every seven days (on Days
49, 56, 63, 70, etc.) until the garrison surrenders or istotdly eiminated.

In terms of game mechanics, assume that morae effects and attrition occur a
sundown on the day in question.

Thirst

Lack of water has amuch swifter effect than lack of food. Morde effects are the same as with
garvation; when attrition occurs, roll 1d4 for each figure in the defending garrison. For the
following table, Day 1 is again the first day that the garrison has run out of water.

Effect

Decrease morde by 2

Automatic morale check (no option for retreat)
Attrition occurs

Decrease morde by 1

Automatic morae check

Attrition occurs

Decrease morde by 1

Attrition occurs, automatic morale check
Decrease morde by 1

Attrition occurs; automatic morae check
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On day 12, dl units still in good order automatically become shaken, and can no longer be
rallied. Attrition occurs every second day (on days 13, 15, 17, 19, etc.) until the garrison
surrenders or istotally diminated.

In terms of game mechanics, assume that morae effects and atrition occur at sundown on the
day in question.

Certain crestures are more affected by water 10ss (lizard men, for example). For troops of this
type, roll 1d6 per figure for attrition, rather than 1d4. Truly amphibian crestures such as
bullywugs or grung are affected even more; roll 1d8 per figure for these troop types.

For desert-dwelling creatures, decrease al hits from thirst attrition by 25%. Undead and



elementd creatures are not affected by thirgt, and so are immune to attrition.

Later Periods

During later periods, particularly in Western Europe, the nature of investment changed
consderably. Rather than concentrating entirely on closing the gates, the attacker would often
go to great efforts to totally enclose the castle within siegeworks, often eaborate enough to be
consdered strongholds in their own right. Such an enclosure often comprised two distinct
systems of wals and trenches: lines of “circumvallation” (facing the country) and
“countervadlation” (facing the besieged fortress). These Segeworks first gppeared as tentative
experiments around Milan in 1522 and grew into the elaborate congtructions besieging Gravein
1602.

The principle of complete encircdlement had a number of benefits in a gunpowder-free
campaign (and many more when siege cannon were available). The first was defense for the
attackers. Rather than taking up positions to guard the gates-often nearer to the walls than was
comfortable-and having to suffer withering fire from the battlements, the attackers could shelter
behind ramparts and breastworks.

The segeworks aso provided defense in depth. To break out of the encirclement, a sortie
would have to leave the castle, cross the “no-man’s-land” between it and the Segeworks-a
prime killing ground, should the attacking force have any number of archers or musketeers at
dl-then fight itsway over or through the attackers own fortifications. Thiswould typicaly prove
much more difficult than burdting through arelatively smal force encamped directly outsde the
gate.

Complete encirclement made it much more difficult for the defenders to send word of their
predicament to alies who could come and rdieve them. Findly, should relief finaly cometo the
bes eged fortification, the attackers would be deeply entrenched, equally ready to repd asortie
from within or an attack from without.

Fantastical Combat

When magic, non-human troops and the occasona monger are thrown into the mix,
investment takes on atotaly new aspect. Sorties can be considerably more effective if led by a
giant or two, the attackers must concern themselves with possible air-lifts, and supply takeson a
new significance since hungry mongers are less likely to follow battle plans...

The options for the attacker are many. Magica spellslike wizard lock or perhaps holy
symbols might be used to deny the use of the castl€' s gatesto its own garrison. The potentia
uses for powerful battle magic like finger of death spells are obvious, and the effects of such
dweomers are covered in the BATTLESY STEM miniatures rules. Even if the attacker prefers
kesping up the investment to forcing entry, there' s no reason why a magically-endowed
character or group of characters couldn’t enter the castle (via a passwall spdl, for example),
and engage in alittle mayhem or assassnation.

The attacker must also be on guard against the many options open to the defender. For
example, the attacking troops must be ready to repel sorties led by fantastic “shock troops’ that
might or might not be illusory. It is usualy a good ideato have mages stationed around the
perimeter to analyze and perhaps counter these threats.

Magic makes it much easer for the defenders to send troops over the wal without being
observed. These troops might smply be on a mission to summon help, or might be charged with



destroying the besiegers supply dump or nating the attacking commander. Skirmishers
stationed around the perimeter, or regular patrols, become more important. If a breskout in
force occurs, cavary should be available to run the enemy to ground and mop up.

The defenders can use flying crestures, or mages equipped with appropriate spells or items, to
summon help, harass the attacking troops, or even ferry in supplies. The attacking commander
must be prepared, with archers or wizards ready to engage from the ground, or flying creatures
to dogfight with the enemy.

Certain things become impossible for the atacker. There s nothing the most skillful generd
can do to prevent a spdllcaster within the castle from teleporting e sewhere to recruit help.
Smilarly, apowerful enough mage can summon or gate in reinforcements, despite the tightest
encirclement.

Higtoricdly, duels between single champions or smal groups were sometimes used to decide
victory in abattle. Smilar circumstances could arise in asege: single combat between opposing
heroes, or a sorcerous duel between spellcasters. Of course, there’ s no guarantee that the losing
gdein such an exercise would follow through with their Sde of the bargain, but thisis an age of
chivary and honor.

Reduction

In atrue medieva setting, reduction--that is, forcing entry into a castle by sorming the wals
or gates-was Smply not a viable option in most cases. The technology just didn’t exist to bresk
down awell-built stcone wall, and the greetly superior position of the garrison-shielded by
battlements, towers and bastions-made it possible for a handful of troopsto hold off an army
many times superior in numbers.

Thisis not to say that armies didn’t try, of course. The vaue of a castle was just too greet for
an invading amy to ignore. While they could certainly bottle up the garrison and prevent them
from having any say in current events, the castle continued to be athregt. Aslong asacadtle
and its garrison remained unconquered, the defenders could harass the invaders' lines of supply
or communication and, when the attacking force withdrew, emerge from their refuge and regain
control of the countryside.

This changed with the introduction of gunpowder. If I€ft to its own devices, awdll-equipped
attacking force skilled in the use of cannon could eventudly reduce the strongest fortification to
rubble. The bravery of the garrison’s troops or the skill of its commander come to mean little
when unoppaosed cannon systematicaly pound the wallsinto grave. If the Sege was conducted
correctly, the attacker could be dmost certain of eventua success. Of course, “eventud” is
definitely the key word. The attacking genera must be reedy to commit alot of effort and time,
and to spend alot of men, in order to succeed. Some historians state that, with the widespread
introduction of the cannon, the day of the castle began to come to an end.

The Stuation changes even more in afantasy environment. In fact, it can be argued that
traditiona castles make no sensein amagic-rich fantasy campaign. Isit logicd to invest years of
labor and many thousands of gold piecesin a castle when alow-level mage could-theoreticaly,
a least-gpproach the gate invisbly and open it with aknock sod!?

In any case, the attacking genera has anumber of options when it comes time to force entry
into afortification. The following examples are certainly the most commonly used.

Escalade



Why bother to break down the walls of a castle when you can smply go over them? In
renaissance times, the task of getting troops over the wals into the fortification was sometimes
cdled “escdade” Methods for scaling walls include ladders, grapples and siege towers.

The sandard BATTLESY STEM miniatures rules (page 80) cover the use of ladders and
grapples, and the consequences of trying to scale a defended wall. More details are necessary
on siege towers, however.

Siege Towers

These massive, cumbersome creetions ranged from smple scaffolds of hastily-felled
trees, sometimes with little or nothing to protect those within, to eaborate enclosed
structures with such refinements as hinged shutters and even small draw-bridgesto
streamline access to the tops of the cagtle swalls. Siege towers often provide thelr
occupants with some bonus to AR against missile wegpons. Depending on the particular
tower’ s congtruction, this bonus can range from -2 (for target figures protected by an
open doorway or window) to -4 (for target figures behind loopholes or arrow dits).

Thisvariation in congruction aso affects the sturdiness and “ survivability” of asege
tower. Although the figure for hits given in the BATTLESY STEM rules-10 hits per 17
(10 in scale) of height-makes sense as an average, the actua number of hits can range
from 6 hits per 1" of height to as high as 15 hits per 1" for sngularly eaborate towers.

Siege towers are vulnerable to fire attacks, as described on page 86 of the
BATTLESY STEM rules. Troops within an ignited Sege tower suffer casudties asif
they were the target of an AD 8 attack on each turn they remain in the burning structure.
If they don’'t immediately leave the burning tower, they must aso make aMorde
Check, a a-1 pendty, at the beginning of the second turn.

Theweight of siege towers makes it very difficult to move them. The
BATTLESY STEM rules state (page 84) that they can be moved up only the gentlest of
dopes, and a that only if propelled by twice the usuad number of figures. Should it be
necessary to move the siege tower downhill-in the rare case of acadlesetina
depression or dell or surrounded by earth ramparts-the same rule applies. the tower can
negotiate a dope no steeper than 17 rise or fal for every 12" of horizontal distance, and
even then only if twice the norma number of figures propd it. Note that additiona
motive force won't make it possible for the tower to negotiate steeper grades. Sheer
meass isn't the only problem: having a small base and high center of gravity, towers are
typicaly rather unstable, and would topple on a steeper dope regardless of motive
force.

Intelligent opponents would recognize that wrecking the whedls of an gpproaching
sege tower will render it useless, and would probably concentrate their attacks on these
targets. Assume that a Siege tower that has sustained 25% of its total number of hits has
been immobilized. Repairs can be made, but require the participation of & least 20
troops (two figures) equipped with tools and materids, and take 2-6 hours. During this
time, these troops are exposed to misslefire,

Other Climbing Techniques

Thieves can use their dimbing skillsto help them scde awall, in the aosence of
ladders or grapples. Although very unlikely, it's possible that a unit of one or more
figures might be designated as having thief skills. Thisrare event might occur should one



thieves guild be trying to force entry into the stronghold of another such guild, for
example. Since such troops could theoretically assist each other, it becomes easier to
assumethat dl of them will complete the ascent unless they are opposed. If they are
opposed, however, they suffer the same effects as troops scaling the walls on grapples,
and must make the same Morale Check when they reach the top to determine if they
can attack.

It's much more likely that only one or at most a handful of attackers are trained
thieves. In this case, their ascent of the wals should be handled using the standard
AD&D gamerules.

The same is true for mages usng spdls like spider climb, though it'sdmost
unthinkable that a unit of wizards should be thrown againgt the wall of a cagtle asthere
are surely better ways of using their talents. Assaults on the walls by one or afew
gpdllcasters should aso be handled using role-playing rules.

Airborne Operations

In afantasy world, it’s easy to imagine many other techniques for getting troops over a castle
wal. The BATTLESY STEM rules (page 72) covers such tactics as pass-by attacks and
vertical envelopment, but these rules must be somewhat modified (or & least clarified) to take
into account the close quarters of afortified environment.

Ground attack--where aflying unit lands and then attacks a ground unit--is vigble, but only if
there' s enough space for the entire flying unit when it lands. This becomes asgnificant issuein
close quarters, such asin the courtyard of a castle. If walls or outbuildings make it impossible
for the entire attacking unit to land, those figures for which there is no space are removed from
play. They are assumed to have cometo grief by damming into wals or buildings. While an
attacking commander might sometimes consider such lossesto be worth the potentia benefits of
the attack, it's probably more likdly that the attacker will redlize that the space is inadequate
only after moving afew of the figuresin the attacking unit. In this case, the movement can't be
aborted. The unit must complete its action, even if it meansthe loss of figures. The judtification
for thisisthat flying troops will theoretically be holding (at least loose) formation on leaders or
wing-men. They are too busy concentrating on their formation to redize their danger until it's
too late. This Stuation has caused the degths of several members of agrobatic teamsin the redl
world.

Walls and other obstacles also represent red risks to flying troops conducting pass-by
attacks. The attacking unit must have enough room to dive to the attack, and to pull out safely
after the attack is complete.

Diving causes aflying unit to accelerate (this is represented by the bonus of 1” to forward
movement for each 3” dived), and this additiona speed might be difficult to “bleed off.” Asa
rule of thumb, adiving unit must expend (rounded down) of its total movement alowance for
each 3’ (or portion thereof) it dives.

For example, aflying unit (maneuverability class C) has a base movement dlowance of 127,
and it dives6”. For theturn in which it dives, its actud movement dlowanceis 14" (12" plus2’
bonus for diving). During the dive it picks up so much speed that it must use of itstotd
movement alowance, or 7”. Some of this required movement alowance can, of course, be used
up by climbing again after a pass-by attack.

Thered risk for aunit conducting a pass-by attack in close quartersisin the pull-up &fter the



attack (remember that creatures of maneuverability class C, D, or E must move forward 1 for
each 1” they climb in dtitude).

As an example, take the unit discussed above. It is currently at an dtitude of 6", anditis1”
away from aunit in a castle courtyard. Firg, it dives 6" and moves 1’ forward, to conduct a
pass-by attack. After the combat, the rule above requires that it use at least another 67 of its
movement alowance. At its stegpest rate of climb, it can ascend 37, but it must o move
forward by 3’ (seethe BATTLE-SY STEM rules, page 72). If an obstacle such asawall isless
than 3" away from the unit, and 3’ (30') or more in height, the flying unit can’'t avoid crashing
into the wall. Figures forced to fly into obstacles by this rule are removed from play.

After avertica envelopment attack (BATTLESY STEM rules, page 73), one or other of the
units must be didodged from its place on the battlefield. Obstacles might make thisimpossible,
however (again, a castle courtyard is an example). If the combat result requires a unit to
withdraw, but it is unable to do so because of walls or buildings, the unit is removed from the
battlefield.

Note that flying units can make pass-by attacks againgt units atop a castle wal or tower. In
such a case, the defending unit gains no benefit from battlements or crendlations since the attack
isfrom above.

Some pretty far-out Stuations might arise in amagic-heavy campaign world. Troops equipped
with sufficient magical items or spells might be able to make akind of “paratroop” attack. For
example, take a unit of human cavary riding flying mounts, each of whom is equipped with a
ring of feather falling. At any timein their movement, these riders may “dismount” and use
their rings to descend safely to the ground. An attack from above like thiswould be a specid
form of vertical envelopment. Although events like this would probably be very rare, even the
possibility should put defenders on their guard. A unit of enemy “paratroopers’ skydiving into a
castle courtyard might prove disastrous.

Giants

Giant humanoids pose a specid case when it comesto scding wals Theoreticaly, a
unit of giants could be equipped with ladders or grapples of a scale appropriate to the
cregtures size. (Obvioudy, norma grapples or ladders would be usdessto giants;
conversaly, such equipment for giants could not be used by normal-sized troops.)
Giants can climb appropriately-sized ropes or ladders at twice the rate for other troops:
in other words, 2’ of movement dlowanceto climb 2’ (20' scade) for ladders, and 3 of
movement dlowance to climb 2" for grapples.

Giants are able to scde walls 1.25 times their height without using any equipment.
(The height of different types of giants can be found in the AD& D MONSTROUS
COMPENDIUM® accessories. A wal less than one-hdf the height of a giant qudifies
as an obstacle (with the appropriate movement cost to cross).

Climbing awal between one-hdf and 1.25 times the giant’ s height takes one
complete turn. Like troops using grapples, giants climbing such awall must successfully
make aMorae Check to be able to attack when they reach the top.

Breaching the Walls
Sometimes an attacker has no options but to breach the castle€ swalls. In medievd times, this
was attempted using awide variety of Sege engines--catapults, rams, and the like--which are



discussed in more detail in alater section. Generaly speaking, these siege engines had minimal
effect on awdl-built and stoutly-defended castle.

In the early Renaissance period, however, matters changed. Cannon appeared on the
battlefield, and the days of the castle were numbered. Most AD& D game campaigns take place
in worlds where gunpowder either doesn't explode or hasn't been discovered. The
BATTLESY STEM rules bring in arquebusiers, however, and thus open the door for other
firearms....including cannon, used by both
defender and attacker. Details on Sege guns are given in alater section.

The BATTLESY STEM rules (page 82) list the number of hits certain building festures can
take before being destroyed. While the information provided there is fine for most miniatures
games, it must be expanded upon for use here.

The figures given for walls refer to sections 3" (30 scale) long. When the section is reduced
to zero hits, abreach 17 wide appears in the middle of the 3" section. Thisisn't an ingtantaneous
matter, of course, and if two breaches are created 1” or less gpart, the wall between the
breaches collapses aswell.

When an object such asagate or awall is reduced to zero hits, it doesn't Smply disappear:
wreckage or rubble isinevitably left behind. In the case of doors or gates, the wreckage is
consdered to be an obstacle (i.e, it costs 4" of movement to crossit). Troops receive a-1
modifier to their AR againgt missile fire that passes through such an obgtacle.

When awall is breached, it collgpsesinto rubble. This pile of shattered rock is consdered as
rough/rocky terrain for movement and combat purposes. Troops “ holding the breach” will
amogt dways be at a higher eevation than troops attacking into the breach. A breach is
nobody’s “favored terrain.”

Note: This method is quite different from the system described on page 76 of the AD&D 2nd
Edition DUNGEON MASTER Guide. While the latter method is useful for “quick and dirty”
Stuations where the DM has to decide the results of a PC’'s or NPC' s actions, the system
described above and in the BATTLESY STEM rulesis a more thorough and cons stent
treatment of the subject.

Fantastic Creatures

By their very mass, large creatures like dragons can be very effective againgt
fortifications. Creetures of huge Sze have AD 10 againg building features, while
creatures of gargantuan size have AD 12.

Certain creatures have sgnificant effects againg fortifications for reasons other than
sheer mass. For example, because of their kinship with the stone, earth eementals can
do great damage. Treants, too, can tear down wals by ingnuating their root-like limbs
between the stones and tearing them apart. Details on this are given in a subsequent
section.

Magic

In addition to useful spdlslike knock and passwall, there are several dweomers that
do significant amounts of damage to fortifications. These are listed in the next section.
Note that most of these spells don't appear in the BATTLESY STEM rules spell ligt.
Payers engaged in aBATTLESY STEM battle or campaign might agree to include
them, using cagting times and such as given in the AD&D gamerules. If



BATTLESY STEM rules are being used to decide asiegein an AD& D game, the DM
should probably alow these spells to be used.

Siege Attack Values
Means of Attack Damageto Wood Earth Soft Stone Hard
Stone
Bigby' s clenched fist 6 -- 4 --
Dig -- 3d12 -- --
Disintegrate 2d12 2d12 2d12 2d12
Earth dementa 2d12 4d12 2d12 3d6
Earthquake 10d10 5d10 10d10 5d10
Fireball 6 -- --
Giant (cloud, stone, or storm) 3d8 -- 2d10 6
Giant (fire or frogt) 2d12 -- 2d10 6
Giant (hill) 2d10 -- 6 4
Giant-hurled boulders

cloud, fire, or frost 3d10 -- 2d12 3d6

stone or storm 3d12 -- 3d10 2d12
Golem (iron) 3d8 2d10 2d12 2d10
Golem (stone) 3d8 2d10 2d10 6
Horn of blasting 6d6 2d6 3d6

1d12

Lightning bolt 6 -- -- --
Move earth -- 5d10 -- --
Treant 4d12 2d12 2d12 3d6
Notes

* Per round of attack.

** These figures are not attack dice. Instead, they represent the total number of hits done to
gructures within their area of effect. Obvioudy, spdlls like these are devastatingly powerful. For
ingance, an earthquake spdl can ingtantly breach awall of soft stone.

*** Damageisincreased by 1 hit for each 3 levelsthe spdlcaster possesses. This dso assumes
fire damage. If awooden target is protected by green hides, iswet, €etc., reduce damage by
50%.

The table above liststhe AD vaues associated with various forms of attack. Traditiona sege
engines are described in more detall in alater section.

The Course of a Siege

During the Sixteenth Century, Sege warfare was refined into a science. Commanders quickly
learned the most effective methods for reducing afortification, and those methods became an
amogt standardized, step-by-step procedure. A typica siege in the age of gunpowder would
proceed like this:

Firg the beseging army would surround the fortress with a sronghold of its own. As



mentioned earlier, this sronghold would comprise lines of circumvalation (facing the country, to
defend againgt the attack of relieving troops) and countervalation (facing the fortressitsdf).

The attacker would then select the point of attack, and build one or more square redoubts to
act as bases for the operation. These redoubts were retreats for the workers, should the
defenders make a sdly. In the redoubts, they could hold off the defenders until the sdly was
thrown back.

Some two to five hundred soldiers would then be led (after nightfall) to within musket-range of
the outworks of the fortress, and arranged in aline roughly parald to the wals. Companies of
infantry would be sent out ahead, and would lie flat on the ground in readiness to ward off
sorties. The soldiersin the line would start the earthworks by each digging a trench three feet
wide and three feet deep, and throwing the earth towards the fortress so as to make a parapet
three feet high. Over the next few nights, the trenches would be widened to a breadth of six to
twelve feet, or moreif it was intended to draw carts and cannon through them. Sometimes these
trenches would be so deep that the side facing the fortress had to be recessed into afiring step
to enable the musketeers to leve their weapons over the parapet. Trenches like these provide
an AR bonus of -4 againgt missle attacks, provided the figures within are doing nothing. This
bonus decreasesto -2 if the troopsin the trench are moving or involved in combat.

The first trench would then be extended towards the fortresses by means of smdler trenches
caled ‘sgps . Over firm, clear ground, the sap would zig-zag towards the fortress, each “arm”
of the trench being between 350 and 500 feet long, and the successive arms diminishing asthe
approach neared the outworks. If the terrain was o tight as to prevent zig-zags, the saps would
run directly towards the fortress. Timber covers and other protective measures would have to
be usad in these cases to minimize the murderous effects of enfilade fire from the walls

All the while, the garrison would fight back with cannon and musketry. They would dso
launch sorties, which would often be brutaly effective againgt the workers in the narrow saps.
Infantry and cavary would repestedly surge from the outworks, not only killing the workers,
but aso wrecking and filling the trenches. The countervalation would usudly be too far awvay to
lend effective support to the workers, and the besiegers would often be forced to convert the
actua approachesinto defensive positions. Thus the trenches would often be studded every 300
to 600 feet with square redoubts, each a miniature fortress. Cavary would often be stationed
nearby in hollows in the ground or behind breastworks, to come out of hiding whenever the
defenders cavary made a sortie.

The heads of the saps--particularly asthey drew nearer to the fortress--had to be protected
from fire, or at least shielded from view (such cover would provide a-2 bonusto AR against
missilefire). The sap attack would usudly end 100" from the outworks. Trenches would now be
dug to right and left, with the earth being hegped up to form amusketry position and an
assembly areafor the coming assaullt.

It isimportant to note that, by this point in the proceedings, as many as two-thirds of the
workers would have been killed by the garrison’s missile fire and sorties. Obvioudly, this kind of
warfare was extremey expendve in terms of personnd.

The progress of the trenches would be supported by artillery fire, often from a Battarie
Royae, amongter battery of up to 30 artillery pieces perhaps a quarter-mile from the fortress.
These guns would continue to fire throughout the investment, varying targets as required. Later
developments involved splitting the Single large battery into three: a central battery, plus two
smadler flanking batteries, which could bring cross-ire to bear upon a breach.



Aswals got better, the cannons had to be brought in closer. In some later Seges, some
pieces were brought down the saps and set up on a“counterscarp” (reinforced earthwork) as
near as 100’ to the castle’' s outer works.

Conventiona wisdom held that it made more sense to attack the “sdlient” (point) of abastion,
or to attack atower, than to concentrate on the curtain wall between bastions or towers. Even
though the walls would be a much easier target, this tactic would expose the attackers to
murderous cross-fire from the bastions. Four or more heavy cannon would often be mounted
opposite the bastion to breach it, while supplementary batteries would be placed on either sde
in order to knock out the enemy cannon in the flanks of the adjacent bastions.

The next step would be to cross the ditch or moat, if the castle had one. Historically, the
technique used varied from covered causeways of earth, to covered bridges floating on barrels.
(By thistime in awell-managed Sege, the defenders' cannon had been silenced, diminishing the
vulnerability of the attackers).

If the cannon hadn’t yet breached the wall, the attacker would usudly resort to mining
(discussed in a subsequent section). Once a breach was opened, it would be assaulted by
infantry, till supported by artillery.

In our world, by the early Seventeenth Century, the techniques for reducing a fortress had so
evolved as to make the outcome amost a foregone conclusion. It wasn't uncommon for fortified
towns under siege to surrender as soon as the attackers had completed their lines of
circumvalation and countervalation, the rationde being that their wals would fdl eventudly, and
thus that it made little sense to prolong the unpleasantness.

Excavation

Asagenerd rule, one figure (representing 10 troops) can dig atrench 10" deep by 20 wide
and 300" long in 30 days, assuming normd soil. Thiswill include arampart of about 8 height,
snce the earth has to go somewhere. Extremely wet, svampy soil or heavy clay will double this
time. If the workers are supervised by gnomes or dwarves (races known for their prodigious
skill a excavation), the total time will be decreased by 25%.

The above figures are based on human, haf-orc, or haf-even troops. For other troop types,
multiply the amount of time taken by the following factors

Bf 11
Dwarf 0.9
Hdfling 0.85
Gnome 0.9
Orc 0.9
Goblin 1.0
Kobold 1.2
Gnall 0.95

Bugbear 0.85

Thus, onefigure representing dwarf troopswill dig atrench 10° deep by 20° wide and 300°
long in 27 days, while an equal number of kobolds would take 36 days to dig the same ditch.
(Note that the trench could take other dimensions, as long as the total volume of earth moved--
60,000 cubic feet--remained the same. Thus, the trench could be 20" deep by 30" wide and



only 100’ long with arampart 24’ high.)
For troop types not listed above, use this rule of thumb based on size:

SzeS 1.2
SzeM 1.0
SizelL 0.8

LargerthanL 0.6

Theoreticdly, any infantry unit or units can dig trenches. In practice, however, the troops
involved can wear no armor (heavy digging isn't possible while wearing chain mail). Thus, while
aheavy infantry unit might be assgned to digging trenches, while they’ re actudly digging their
AR drops to 9 (representing no armor). These troops can stop digging at any time and re-armor
themsdlves, however, donning armor takes one complete turn. During thisturn, they retain an
AR of 9 and are unable to attack (either in melee combat or with missile weapons). If they opt
not to don their armor, of course, they can attack with their normal AD; their AR remains 9.

Race of Miner Eath Soft Stone Hard Stone
Gnall, hlfling, or human 150 100 50

Gnome or kobold 160 120 60

Goblin or orc 170 130 60

Dwarf or hobgoblin 180 140 70

Ogre 300 200 100

Hill giant 500 300 150

Fire or frost giant 600 400 200

Stone giant 1,000 700 350
Mining

If cannon or other methods are unable to breach a castle swall, the attackers have at least
one other option: mining. In Smplest terms; this involves digging under the walls of the cadtle and
excavating a“gdlery”, theroof of which is shored up with posts and wooden supports. When
the gdlery islarge enough, the miners burn out the supports -- or blow them up, usng
gunpowder - which (hopefully) causes the gdlery, and the wall aboveit, to collgpse. The
practicdity of this technique depends heavily on the type of ground the castle is built on. Soft
gone or earth are ided, since they’re (relatively) easy to excavate and solid enough that the
gdlery won't collapse prematurely. Hard rock is a problem, smply because excavation will be
30 time-consuming. Sand is perhaps the worgt of dl, Snceit’s dmost impossible to dig out a
galery at dl (of course, most castles won't be built on sand).

Theoreticadly, as with digging trenches, any infantry unit can assst in excavation. In practice,
however, the troops involved can wear no armor (heavy digging isn't possible while wearing
armor) and can carry wegpons no larger than short swords. Thus, while a heavy infantry unit
might be assgned to mining duty, while they're actudly digging their AR dropsto 9, and their
AD 10 6 (representing no armor and only personal weapons).

The speed of excavation depends both on the nature of the ground and on the race of miners
involved. Thisis shown in the following table which ligts the volume of earth (in cubic feet) which
can be mined in an eght hour shift.



In generd, only one figure can work in atunne; more can work in alarge gdlery, limited by
the actua space taken up by the figures and bases. Thus, three figures of dwarven workers
(representing 30 dwarves) digging alarge gdlery in hard rock could excavate a volume about
eight feet high by five feet wide by five feet long in eght hours. Obvioudy, mining isasow
process, made even dower by the necessity of shoring up the ceiling with wooden supports.

Excavation is gruelling work. Troops can work no longer than eight consecutive hours. After
that, they must rest another eight interrupted hours before they can resume digging. Thereé sno
reason why troops can't work in shifts, of course.

Callapsing the Mine

Oncethe gdllery has been excavated, the next step is to burn out the wooden
supports so that the roof--and theoretically the wall above--collgpses. Usudly the
wooden supports are splashed with ail, and flammable materias are packed around
them. One figure equipped with torches can ignite the supports; dternaively, spdlslike
fireball can be used. The supports will take 1d3 turns to burn away.

Miners can aso use gunpowder to assist the burning of the supports (historicaly, the
Spaniards used this technique). Unless gunpowder is confined, it doesn't explode. Even
S0, however, bags of gunpowder piled around the supports burn very rapidly and
improve the chances of collapsing the gdlery.

Whether or not gunpowder is used, mining is never one hundred percent sure. Thisis
reflected in the following table. When the attacker attempits to collapse the gdlery, roll

1d10:

Die Rall Result

1-2 Supportsfail to burn away; no effect

3 Supports burn but gdlery failsto collgpse; no effect

4-5 Gadlery collgpses, but with no damage to structures above; no effect
6-10 Gdlery collapses full effect on structures above

Note: Add +1 bonusto die rall if gunpowder is used.
If aminefalsto collgpse, the miners must enlarge the gdlery by 25% of its current
volume before trying again.

Mining Damage

The amount of damage inflicted on structures above by a collapsing mine
depends on the volume of the gdlery and the terrain on which the castle sands.
A collapang gdlery inflicts the following number of hits for each 1,000 cubic
feet of gdlery volume

Earth 2d8
Soft Earth 1d8
Hard Stone  1d6

For example, acastleis built on soft stone. The attackers have excavated a
gdlery 20 wide by 30" long by 10" high (6,000 cubic feet) beneath one of the



walls If the gdlery is successtully collgpsed, it will inflict 6d8 hits on the wall
above.

Explosive Gunpowder Mines

Sometimes conditions can be arranged so that the gunpowder used in amine
actually explodes. Perhaps the gunpowder is packed tightly in earthenware
containers or something smilar.

The most spectacular use of a gunpowder mine was at the fal of the French
castle of Uovo, near Naples, in 1503. The castle was situated on anarrow
peninsula separated from the mainland by a deep ditch, and cannon aone were
powerless to reduce the place. The attacking Spaniards had an expert among
them-Pedro Navarro--who had perfected the gunpowder mine. After spending
three weeks digging alarge enough galery, Navarro packed it with gunpowder
and touched it off. The powder exploded spectacularly, blowing much of the
wal into the air, and killing the castle's governor and his council who were a
debate in the chapel abovethe gdlery.

The amount of damage done by gunpowder depends on the amount used.
The base damage done to structures above the gdlery is shown in the following
table. The figures represent the number of hitsinflicted for each 100 pounds of
gunpowder used:

Earth 1d6
Soft Stone 1d4
Hard Stone  1d3

These hits are in addition to those inflicted by the collgpse of the galery (see
the table in the section on “Mining Damage’).

Getting gunpowder to explodeis dways problematical. Thisis reflected in the
following table. When the gunpowder is touched off, roll 1d6.

Die Rall Reault
1-2 Gunpowder burns, but does not explode. Use the table in the
section
“Collgpsing the Gdlery.”
3-4 Gunpowder “flares up” (minor explosion). Galery collapses,
and the
exploson does one-hdf damage (in addition to the damage
inflicted
by the collapse of the gdlery).
5-6 Gunpowder explodes, collgpsing the gallery and doing and
doing full
damage (in addition to the damage inflicted by the collapse of
the

gdlery).



Note that the above tables are used only if suitable preparations are made to
cause the gunpowder to explode, not smply burn.

Battlesin the Tunnels

If the defenders know that mining is going on, ther€' s no reason why they have to
amply st gill while the attackers go about their business. Higtoricaly, counter-mining
was not an uncommon tactic.

Once the garrison has established the location of the enemy mine (by observation,
ligening, or magica means), they might begin excavations of their own. The garrison
would dig atunnd that met up with the enemy’s gdlery, then send troops down it to kill
the attacking miners. The weapon and armor restrictions on miners gpplies to both sides
... a least while excavation is actualy going on. Once tunnels are complete, however,
fully-armed troops can be sent down them, limited only by the space in the excavations.

Counter-mining was raised to an art by the Muscovites when Moscow was besieged
by the boyars in 1606. The Muscovite miners had prepared secret galleries under the
walls, and from there, they dug under the foundations and out. They located the
attacking mines and gdleries, broke into them and killed the enemy miners. In some
cases, they even excavated under the attacking galeries and blew them up with
gunpowder.

Rules for morae and movement in tunnels are identica to those referring to buildings,
with the following exceptions. Missile combat (except for spells such as magic missile)
is forbidden; there is smply not enough space to use such wegpons effectively. If figures
representing unarmored and lightly-armed miners are met by fully-armed troops, dl
Morae Checks made by the miners are at -2.

For movement purposes, tunnels are considered as rough/rocky terrain. Troopsin
tunnels and galleries can be ordered to * hold the breach.”

Trickery and Corruption

The vast mgority of fortifications-typicdly fortified towns--that fell during the Middle Ages
and early Modern period did so to tactics other than standard siege warfare. In fact, dmost as
many European citadels were taken by bribing the castellan or suborning the governor as by any
other means.

If bribery was ineffective or ingppropriate, there were many other options still open. The most
famous sratagem in higtory isthe Trojan horse, but there were other tricks almost as audacious.
A good example might be the city of Y presfdling to the Dutch in 1578 after awagon containing
an unusudly hairy “bride’ and party of “bridesmads’ broke down by arrangement a the
Messines Geate.

Magic--specificdly illusion--offers many possibilities. Few garrisons would fail to open their
cadles gates when they saw awell-armed column of “dlies’ approaching to reinforce them.

More unpleasant tactics were sometimes used. Some historians claim (though others deny it)
that a nasty verson of biologicd warfare was used during the Middle Ages. Certain factions
introduced materid that they knew to be infected with bubonic plague (the Black Degth) into
enemy cities, or so the story goes, believing that soon the city would fal to them without a shot
being fired. The rapid spread and terrible consequences of the Black Death might imply that this
tactic was somewhat more effective than origindly bargained for . . .



In afantasy milieu, the viable options are wider. Unscrupulous attackers could taint a
garrison’ swater or food supply with materid carrying pathogens from virtualy any form of
disease. Of course, getting hold of these pathogens might be difficult. Alternatively, animas--or
people--infected with lycanthropy or the wasting disease carried by mummies might be
introduced into the castle. The consequences for the garrison--and for anyone taking possession
of the cagtle later--would depend on the actual disease or infectious agent used.

Because of its generdly unplessant nature, initiating biologicd warfare is an inherently evil act.
Races of evil aignment may useit, if practica or desired; any other commander who ordersits
use immediately becomes evil, with dl the consequences of this change. The change can be
reversed by such magic as atonement, however.

Morale | ssues

Sege warfareisalong, drawn out process. Much of the time, the attacking army isinvolved
in smply waiting for something to hgppen or in digging ditches-nether of which carries much of
the excitement and glamour often described by military recruiters. Even if the Segeis going well,
and the opposing fortification will eventudly fdl, the attackers have a potentia morae problem.

The following table lists morde modifiers that goply to the beseging amy. These modifiersare
cumulative (except where common sense dictates otherwise), and are applied to every Morde
Check made by any atacking unit while the conditions of the modifier(s) are in effect.

-1 Defenders have cannon while the attackers do not.

-1 Defenders have used magic, while attackers have no spdllcasters.

-1 Segeistaking place in winter.

-1 Wegther is sormy (whether naturd or magica in nature).

-1 Relief troops dlied with the defender are expected to arrive within 24 hours.

-2 Rdief troops dlied with the defender are surrounding or chalenging the attackers

position
(includes double encirclement).

+1 Attackers have cannon while defenders do not.

+1 Attackers have spdlcasters while defenders have (as yet) used no magic.

+1 At least one wdll or gate of the fortification has been breached.

+2 Defenders have offered to surrender (whether or not this offer has been accepted by the
attackers).

In addition to the factors above, the length of the Sege carries with it its own modifiers. The
following table shows how the length of the Sege (in days) affects the morde of the attackers:

Length of SegeMorde Modifier
0-20 days 0

21-60 days -1
61-80 days -2

81+ days -3

As gated before, dl of these modifiers are cumulative.
For example, an army of orcs--without benefit of spellcasters or cannon--have been laying



segeto an even fortress for 50 days in the depth of winter. The eves have no cannon, but ther
meages have been raking the orcish troops with firebdls. Asif that weren't bad enough, rumors
are circulating among the orcish ranks that a host of dven cavdry will arive before nightfal to
relieve the castle. The orcish commander has a serious problem: each Morale Check made by
one of his units suffers a pendty of -4.

Defensive Tactics

Acting Legate Talgilgalad shielded her eyes from the sun, and strained her elven vision
to the utmost. Yes, that was dust on the horizon. Again, the sharp eyes of her
commanding officer had picked out the approaching force before she was aware of it. It
was shameful, she thought, for she was more than 300 years his junior. But, she admitted
to herself, experience--not just sensory acuity--played a part. He knew where the orcs
would be attacking from. Or, at least, where he would attack from, were he an orc.

Talgilgalad looked right and left along the battlements. The preparations were made.
Vats of oil werereadied to rain fire on the attackers, engines (called bombards by the
dwarves) were positioned to duel with any orcish siege guns, cold-eyed archers tested
bowstrings or used whetstones to touch up already razor-edged broadheads.

And there, standing at the salient of the east bastion, stood Talgilgalad’ s father.
Although he spoke no spell, wove no dweomer crafter’ s web about himself, still his power
was evident--whether in his manner and bearing, or in something more mysterious.
Every warrior on the walls could feel his determination, deter mination burning so strong
that even his
daughter feared to approach him. Gilgalad Mooncrow was preparing to kill. Preparing
to sell hislife as dearly as he could.

Yes--The castle was doomed, Talgilgalad and her comrades-in-arms knew that, and
accepted it to the core of their being. Within one moon--two at the outside--the orcs
would foul the marble courtyards and despoil the gold-chased floors of the council room.
Certainly, surrender was possible; even orcs accepted surrender (sometimes). It was
possible, but it was never an option. The elves would fight, and they would die, but they
would take a legion of orcs with them.

When hopeis gone, all that remainsis duty.

Fortifications

Higtorians and military srategists have said that defensive tactics start with the building plans.
Certainly, the defenders options are affected by the “trace’ (ground plan), and awell laid-out
cadleiseaser to defend than one with design flaws.  Asit had atered strategy for the
attacker, the introduction of gunpowder made the job of the military architect considerably more
difficult. In addition to withstanding the assaults of a besieging army--and the pounding of Sege
batteries--the fortification’ s trace had to maximize the effect of the garrison’s own artillery.
These (sometimes conflicting) gods broke down dong the following lines.

Firg, arampart that was spacious and low-lying enough to provide a stable platform for
artillery had to be built.

Second, the wdlls had to maintain alow enough profile to make it difficult for the enemy to hit,
while sill being strong enough to resst the blows of the enemy shot. Further, awall and ditch
arrangement had to be formidable enough to deter attempts at escalade.



Lastly, atrace had to be so arranged that it left no “dead ground” through which an enemy
might reach the rampart without coming under the defensive fire of the keep’s weapons.

Satisfying more than one of these requirements was not an easy task for the medieva
architect.

Probably the most significant advance in fortification architecture was the development of the
“bagtion” in the late Fifteenth and early Sixteenth, and its ascendancy over the round tower so
typica of the Medieva period. Bastions were projections shaped like an ace of spades,
positioned where older forts would place round towers. They were usudly no higher than the
walls from which they sprung, and had battlements and crendlations running around their tops.
Bastions were sometimes hundreds of feet across.

The bastion neatly met most of the requirements discussed above. Bagtions had wide flanks,
making it possible for the garrison to concentrate withering cross-fire on troops trying to
gpproach the wall. Too, the angular salient--the meeting of the two faces of the bastion--
eliminated the patch of dead ground which had existed in front of the circular medieva tower.
Fields of fire were opened for the flanks of neighboring bastions, which meant that individua
towers no longer were on their own when it came to close-range defense. Finaly, the defenders
could mount considerably more cannon on the walls of a bastion than they could on acircular
tower of equa size (and cost).

Other Formsof Congtruction

When we think of “cadtles’, we amost aways imagine imposing edifices of rock and
gone. Higtorically, however, many fortresses--particularly semi-permanent or
improvised ones-were built of earth, braced with timber, and transversed with beams
for extrastrength. Fortresses like these were cheaper and much faster to build, and had
one great advantage: impacting cannon bals didn’'t knock off splinters or shrapnel of
rock, which often caused more casudties than the actua enemy cannon shot themselves
did (this effect is discussed in alater section). Perhgps surprisingly, fortresses of this
kind were quite resilient. In three successive days of Segein 1555, a revetted-earth
fortress in Piedmont absorbed 3,500, 1,600 and 1,200 rounds of Spanish cannon fire,
and emerged unscathed.

In game terms, awell-revetted earthen wall with properly-placed cross-beams can
withgtand as many hits as can a stone wall of smilar thickness. (The figure given for
earthen wals on page 82 of the BATTLESY STEM rules refers to walls without
revetments and cross-beams--perhaps a rampart thrown up in haste to close a breach.)
Note, however, that revetted and unreinforced earthen walls are treated the same with
regard to the table in the section on “ Siege Attack Vaues”

Interior Ramparts

When afortress was attacked, the defenders would often pile earth high againgt the
indde of the wal, making an interior rampart (or “rampire’, in Medievd parlance). This
had the dud advantages of reinforcing the wal againgt impact, and of forming an
additiond ditch within the castle that the attackers would have to cross (the earth for the
rampart had to come from somewhere, after dl). The disadvantage--and a significant
one, a that-was that this earth gpplied sgnificant outward pressure against the wall.
When the wall was weakened, this pressure would often cause it to collapse outward.



The earth would then pour out through the breach, mixing with the rubble and making a
hill which was easy for the attackers to walk over.

In game terms, an interior earthen rampart adds 10 hits to the section of wal against
which it's built. When the wall-plus-rampart is reduced to 20 hits remaining (i.e., when
the wall is Sgnificantly weekened), the weight of the earth dartsinflicting damagein
addition to any done by the attackers. Each turn after the section of wall reachesthis
weskened state, roll an AD of 6. The resulting hits are applied to the wall. When a
breach is formed (that is, when the section of wall is reduced to zero hits), the earth-
and-rubble mixture filling the breach is treeted as normd terrain (instead of rough/rocky,
aswith norma breaches).

The Pisans came up with an improvement to the standard rampart during their conflict
with the French in 1500. They preferred an earthen interior rampart that wasn't in
contact with the walls, but was separated from it by awide ditch. This added no
strength to the outer wall (and applied no outward pressure), of course, but when a
breach was formed, the attackers would have to enter the breach (rough/rocky terrain),
crosstheinterior ditch (an obstacle, costing 4” to 6” of movement alowance, depending
on its depth), and then assault the rampart. During dl this, the attackers would probably
be taking fire from defenders on the rampart and maybe even on the surviving stretches
of outer wall. Thisinterior rampart, usudly thrown up in haste, would probably not be
revetted and cross-beamed (although in some casesit might), and therefore would be
ableto survive 40 hits per 30" section.

This technique became known as the “retirata’ or “double Pisan rampart”, and was
very successful, even in improvised form. For example, in 1573 the Spanish were
besieging the Dutch town of Haarlem. While the Spanish were pounding down the
walls, the Dutch demolished a number of housesinsde the walls and entrenched the
town with ramparts and a large ditch. This made the old wall of the town (whét little was
left of it by that time) a counterscarp to their new fortification. A Spanish captain was
recorded as exclaming, “Who would believe that we are no further forward than on the
first day of the Segel”

Sorties

Although many advantages lie with the atackers in asege, they aso labor under a sgnificant
disadvantage. While they’ re waiting for the garrison to hurry up and starve, or while they’re
digging an extensive network of trenches and saps, the attackers are pretty much out in the
open, and can't redly go anywhere. The defenders--athough they can’t go anywhere either--
are under cover of walls and roofs, and can pick their moment to sdly forth and wresk havoc
on the besieging forces. A wdll-timed sortie can have catastrophic effects on lightly-armored
troops digging trenches, destroy inadequately-guarded batteries or Sege engines, or even punch
through the encirclement and go for help.

Sorties can be staged through breaches in the wall, but will more often issue through gates,
which take time to open and close (particularly since they are often barred and latched).
Opening or closing alarge gate (Sngle or double, larger than 20° acrossand 10' high) takes
one-hdf of aturn; opening or closing asmal gate or a door takes one-quarter turn. Obvioudy,
there must be at least one figure adjacent to the gate to open or closeit. This duration equates
directly to a portion of aunit’'s movement alowance. Note that additiond defensve measures-—-



like a portcullis or drawbridge--does't add to the time required, Snce mechanisms exist to
open both gate and portcullis smultaneoudy.)

Assume that acavary unit (MV 12") iswithin a castle, adjacent to asmal gate, and wishesto
make a sortie. The unit begins to open the gate at the Sart of the defenders turn. By the time
the gate is fully open, one quarter of the turn has egpsed, which means that the unit can only
expend three quarters of its movement alowance. In other words, this turn the cavary unit has
an effective movement dlowance of 8.

A gate can't be opened and closed on the same turn. For example, if aheavy gate is opened
during Turn 4, it won't be completdy closed and secure until haf-way through the defender’s
movement phase of Turn 5. This means that opening a gate to dlow a sortie can be agraverisk.
The attackers will have one movement phase during which they can pass through the gate or
attack its guardians. Remember, too, that the gate has to be opened again to alow the troops
back into the castle.. . .

Units mugt sart a sortie with a frontage small enough to let them pass through the gate. Once
through, they are free to change their frontage (standard costs apply, of course). Units can
charge through a gate; however, their total movement alowance is decreased by one-half or
one-quarter to represent the time taken to open the gate. Rules for minimum charge distance are
dill in effect.

If aunit engaged in a sortie isforced to retreet, it can retreat through an open gate back into a
cadle. If the gate isn't open at the beginning of the unit’ s retreet, however, the unit is diminated.

Uncontrolled Charge

Sometimes creatures with intelligence of “low” or lessforget their orders and act in an
uncontrolled manner. Thisis particularly true when carnivorous creatures are hungry. As
an example, take a unit of wolf-riding goblins who are making a sortie againgt besieging
elves. Neither goblins nor wolves have had anything to eat for ten days. Isit likely that
the wolves are going to obey the orders of their riders when they’ re surrounded by food
(i.e, edves)? Not redly.

To represent this, there is a chance that creatures with intelligence of “low” or less,
which have undergone at least one attrition roll as a result of starvation, will charge
uncontrollably whenever they're involved in a sortie. The base chance is 10% per turn
(non-cumulative), with the following modifiers:

+5%  Creatures have been out of supply for 15 or more days
+5%  Creatures have animd intelligence

+10% Crestures are unintelligent

-5%  Cregtures are acting as mounts for more intelligent troops

Thus, thereis a 10% chance each turn that the wolf unit described above will charge
uncontrollably (that is, 10% base chance +5% for animd intelligence -5% for acting as
mounts for intelligent troops).

An “uncontrolled charge’ rall is made at the beginning of each turn for every digible
unit. If the rall indicates that the unit becomes uncontrolled, it immediately charges
directly towards the nearest “edible’ unit, whether enemy or dly. (“Edible’ isakey
word; nothing will consder stone golems or trollsas edible) No chargeinitiation



morae check is necessary. The charging unit will engage the target unit in melee combat,
and atempt to maintain contact by any means.

At the end of each turn, the player can try to regain control of an uncontrolled unit.
The base chance to regain contral is 50%, with the following modifiers:

+5% Creatures are acting as mounts for more intelligent troops

+10% Unit has suffered 25% or more casudties Snceit began its uncontrolled charge
-5%  Creatures have been out of supply for 15 or more days

-5%  Creatures have animd intdligence

-10% Crestures are unintelligent

If an uncontrolled unit fails amorae check, it automaticaly returnsto control; thisisin
addition to any other consequences of the failed morale check.

Defending the Walls
Troop Tactics

Defending troops atop awal, protected by crendllations and battlements, arein an
admirable pogtion. They can fire on or smply drop objects onto enemies outside the
walls while till enjoying the protection of the surrounding stonework. Once the
attackers have established a “beachhead” on the walls, however, the defenders
position is no longer acomfortable one. Thus, it's important for the defenders to make
scding the wals as difficult as possble for the attackers.

The current BATTLESY STEM rules seem to imply that the defenders on the
battlements have little recourse againg attackers using grapples and ladders, other than
waiting for them to reach the top then meleeing with them. In fact, troops atop the wall
that are not engaged in other activities--such as missile combat--should have severd
options.

Wall top units can drop missiles on enemies at the foot of the wal or on figures
attempting to scae the wall, as mentioned on page 83of the BATTLESY STEM rules.
These rules gate that the targets of these attacks gain their sandard AR againgt small
projectiles or regular weapons, but are alowed no armor checks againgt large
projectiles or hot and corrosive substances. To reflect the vulnerable nature of troops
on ladders or scaling the walls using grapples, this rule should be extended. Agangt
small projectiles or regular weapons, scaling troops receive armor checks, but with a
pendty of -1 to their AR. Againgt large projectiles, or hot and corrosive substances,
they receive no armor checks.

In addition to dropping heavy objects or unpleasant materias on attackers, wall top
defenders can sever grapple lines and wreck ladders. A defending unit atop awall being
climbed by a grapple-equipped unit can forego all other actionsin order to deal with the
grapples. This action has the same effect as an attack with AD 4 (no armor check
alowed, since this damage represents troops faling when their grapple lines are cut). In
addition, it increases the movement cost for scaling thewadl to 5” per figure moving up
10'. Although the attack component is unlikely to inflict as many casudties as other
forms of attack, this might sometimes be an gppropriate tactic--when an atacking unit
must be delayed until enough defender reinforcements arrive to ded with them properly,



for example.

Ladders are another matter. Rather than concentrating on daying the troops on the
ladders, the defenders above can try to push the ladders over or otherwise wreck them.
The chance of overthrowing or wrecking aladder is 7% per wall top figure that is
adjacent to the top of the ladder. Figurestrying to overthrow aladder can do nothing
eseinthat turn. If the dice rall indicates success, each figure on the ladder suffers 1d6-1
hits (falling damage). There is aso a 50% chance that the ladder is no longer ussble.

The BATTLESY STEM rules sate on page 82 that, in melee combat between wall
top defenders and units that have climbed ladders and grapples, the defenders receive
the AR benefit (-2) of being protected by awal. Thisistrue only during the first turn of
mel ee between these units. On the second and subsequent turns, the attacking unit is
consdered to have attained the same position--i.e., the walkway or turret-top--as the
defenders. In the case of anarrow wakway, the rules for “Fighting in Narrow
Passages’ (page 81) comeinto play.

Being a the foot of awall, or atempting to scaeit, whilethewall top is defended isa
tense Stuation, to say the least. Thisis even more true when degth in particularly nasty
formsis raining down upon you. To reflect this, aunit in such a postion must meke a
morae check on each turn that it loses afigure from a particularly terrible attack
launched by the troops above. Such “terror” attacksinclude fire (it's definitely
demordizing to see comrades burning to death around you), corrosive materids, and
magica spellsthat are “visualy spectacular.” Fireball, lightning bolt and meteor
swarm spells would fal into this category while a magic missile, cone of cold, or
creeping doom spell does not. Note that this morae check isin addition to checks
required for other reasons (such as taking 4 or more hitsin one step).

Holding the Breach

Once a breach has been opened in awall, or once a gate has been bashed down, the
garrison must find some way to defend the gap. There are other methods in addition to
packing it with troops ordered to “hold the breach.”

Firgt, assuming they have the time, the defenders can throw up an earth rampart
(assuming they haven't done so earlier). Thisisbascaly the same activity asdigging
trenches, and follows the rules described under “ Offensive Tactics.” For example, 10
figures representing human troops could raise an earth rampart 16' high and 50' long in
one day.

If manpower or time were in short supply, the garrison could try to block the breach
with rubble, empty barrdls, broken wagons. . .literaly anything they could lay their hands
on. While not as effective as an earthen rampart, blockades like thiswould qudify as
“obgtacles’, costing 4” of movement alowance to cross, and lending defendersa-1 or
-2 benefit to AR. Blockades of this type would typically be able to withstand 10 hits.

Magic can dso beinvauable. The wizard spel ((wall of fire)) will remain in effect as
long as the caster maintains concentration--and escapes being hit in combat--and is very
effectivein dosing abreach. Sightly less effective, but till useful, isthe ((wal of
thorns)), particularly since the caster doesn’'t have to maintain concentration. In afull
AD&D game campaign, thelist of useful spellsis greetly enlarged, to include more wall
spdls, glyphs, symbols, and many others. [llusons might also do the trick, if the



attackers can be made to believe that there' s another wall behind the one they’ ve just
breached, or that they haven't redlly breached thewall at al.

Given enough time, the garrison could repair the breached wall (or at least congtruct a
gmaler wal inits place). Use the congtruction rules earlier in this book to caculate time
and requirements for this work. Note that, during asiege, it'svery unlikely that the
garrison will be given the time to do any red congtruction as defined in the section on
castle congruction, so dl of the figures given here are assumed to be for makeshift
structures.

Counter-mining

Although counter-mining was discussed in the section on “ Offensive Tactics’, there
are some additiona issuesimportant to the defender.

Obvioudy, before the garrison can begin counter-mining, they have to know both that
mining is underway and exactly where the enemy mines and gdleries are. Thefirg is
relaively easy: Observers on the walls can probably see where the attackers begin to
dig. Even if they can't (if the attackers have roofed the whole area before the wall over
with logs, for example), the large volumes of rock and earth being excavated must be
disposed of somewhere, and piles of such debris are a dead give-away. The second,
however, can be more difficult.

To be successful in counter-mining, the defenders have to know where dong the line
of the wall the attackers are digging, and how deep their galleries are driven. Otherwise,
there slittle chance that the defenders tunnelswill intersect (or undermine, if the
garrison wishes to emulate the Muscovites) the attackers' diggings.

Excavation can’'t be totally silent, and the impact of metd tools on stone can carry
quite well underground, depending on conditions. Defendersin the cdlars or dungeons
of acastle might be able to localize the attackers excavation and gauge their progress.
Alternatively, the defenders could drive narrow test shafts under the wall, hoping to find
the attackers gdleriesthat way. The disadvantage of this method isthat it will often
warn the atackers that their mines are in peril. A third option isto dig tunnels and
chambers ahead of where the attackers are expected to be, and then wait for them to
“runinto” the defenders excavations. The advantage of this technique is that well-
armed and-armored warriors can wait in the defenders' chamber, ready to wreak
havoc on the unarmored and lightly-armed attacking miners.

Magic can beinvauable. In an AD&D game campaign, clairvoyance,
clairaudience and other scrying spells and items can tell the defender exactly where
enemy excavations are. Inthe BATTLESY STEM rules, however, there are no spdlls
that would prove of any use.

Note that al these means of detection work both ways. While the defenders must
know where the attackers are digging in order to counteract them, the attackers
themselves would be quite interested to know the exact progress of the defenders
counter-minesin order to avoid them.

Defenders should consider carefully the consequences of counter-mining. While a
successful battle in the tunnels can day numerous enemy troops and prevent the castle
walls from being breached, thereisarisk. If it turns out to be the attacking miners who
are victorious, the counter-mine gives them a passage into the castle interior--unless, of



course, the defenders have guarded or blocked off their end of the tunndl.

Special “Terrain” and Obstacles

Cadtles are designed s0 asto make it as difficult as possible for invaders to move,
fight, and survive within their walls. Military architects, particularly in the Middle Ages
proved to have fertile (and rather nasty) imaginations in this regard. Among their
triumphs were such things as “killing passages’, spird staircases, spikes, and trip steps.

Most castles have arrow dits and loopholes on the outside. Many, however, aso had
them on theindgde. A common design-and one seen in more modern constructions, up
to and including Alcatraz Penitentiary--was the double gate or “killing passage.” Once
attackers had broken down a door or gete, they found themsalvesin a high-walled
passage or anteroom. The only exits were the gate by which they’ d just entered, and an
equally reinforced gate a the far end of the anteroom. Set into the walls of the passage
were many arrow dits or loopholes, through which the defenders, totally protected,
could shoot down upon the invaders. The attackers could either turn tail, or try to
breach the second gate while al the while suffering withering crossfire. To represent the
close quarters, limited mobility and horror of akilling passage, troops trying to operate
in such an area suffer a+1 pendty to their AR againg missile attacks from thewall dits,
and suffer apendty of -1 to morae while in the killing zone.

Even such smple things as staircases could be turned into obstacles for the attacker
and advantages for the defender. Psychologically, people expect that the riser of each
gepinaflight of garswill be of about the same height. If one riser is significantly lower
or higher than the others, the chances are good that someone who doesn't know about
this“trip sep” will sumble or fal when they reach it. Historically, thiswas avery
common trick, and trip steps can be found in many castles il anding in England
(usudly painted white or otherwise marked so tourists won't break their necks).

In game terms, a unit must pay a movement pendty of 2’ thefirg timeit usesa
daircase that includes atrip step. For each subsequent time that the same unit uses that
darway, there is no movement pendty. Defending units—-who theoretically know about
the trip step--pay no such movement pendty. In addition, any unit--invader or
garrison--forced to melee while on a staircase that includes atrip step suffersa+1
pendty to AR (because it's more difficult to concentrate on defending yoursaf when
you're trying not to fal over). This pendty isin addition to any other pendties (for
example, due to lower eevetion).

The vast mgjority of spiral staircases--even today--form a counterclockwise helix
(that is, someone climbing the airs turns left or counterclockwise). In fact, this
convention is so pervasive that, when people use one of the few staircases that turns
“the wrong way”, they get the feding that “something’s strange”’ about the Saircase,
even though they can't put their finger on the difference.

This convention devel oped from a conscious design decison of castle architects. They
knew that most warriors were right-handed; they aso knew that most invaders would
have to fight their way up astaircase. That's why a counterclockwise spird makes
sense right-handed warriors will find their sword swings hampered by walls of the
gpird. Defenders above have no such hindrance. To reflect thisin game terms, units
equipped with dashing or bludgeoning wesgpons (particularly long- or broad swords,



maces, or hammers) who are fighting their way up aspird Saircase suffer a pendty:
from each AD the unit rolls, subtract 1. Units using piercing wegpons such as short
swords suffer no such pendlty.

Other Obstacles

In addition to features of castle design, the garrison can use a number of unpleasant
pieces of equipment to make life difficult for invaders.

A commonly employed object is the catrop, which looks some-thing like afour-
limbed spiked jack from the child's game of “bal and jacks” Theserangein Sze from
an inch or so acrossto three inches or more. The four-limbed arrangement makes sure
that, no matter how the catrop lands, one spike is dways pointed up. Defenders can lay
catrops aong the approaches to the castle, scatter them from the wals, or strew them
across the courtyard when the wall is breached. In each case, the purpose is the same;
to cause attacking units to dow down while they sweep away the cdtrops (assuming
they notice them) or press on through the area, suffering damage al the while.

Any unit equipped with caltrops can “sow” them as they move through an area. The
areasown isequd to the size of the unit in its current formation, plus 1/2” on each side.
When thrown from atop awall, the caltrops cover an area as wide as the frontage of the
unit doing the sowing, plus 1/2” on each side, and 1” deep (i.e., away from the wall).

Infantry or dismounted cavary can clear away cdtrops, by moving through the sown
areaat acost of 5" for each 1" moved; mounted cavary cannot clear away catrops.
Alternatively, units can choose to move through a sown area without clearing the
catrops. The unit pays 2” for each 1" moved, and suffers damage based on the type of
catrop (discussed later). Routing units, or units retresting for morae reasons, which
pass through a sown area cannot eect to clear away the catrops. Charging units who
pass through a sown area cannot elect to clear away the caltrops, and suffer double
damage from the devices.

Cdtrops comein two main varieties: infantry and cavdry. Infantry cdtrops are
smaller, and do more damage againgt foot units. Such devices have an AD of 4.
Cavdry cdtrops are larger, and do serious damage to cavary or units composed of size
L or larger creatures (AD=6). These caltrops are so large that it's easy for M or smaler
szed infantry to step around them. This negates damage to the infantry units, but they
il must pay the movement pendty discussed above.

Cdltrops take no sides: any unit, attacker or defender, suffers the same consequences
from entering a caltrop-sown area.

Another effective tactic isto set spikesin the earth, ether in the bottom of trenches, or
along the approaches to the castle. Like cdtrops, a spiked area dows down movement
and has the potentid to inflict damage. An infantry unit (or dismounted cavary unit)
equipped with spikes can plant them as they move through an area. The area so spiked
isequd to the Sze of the unit in its current formation. Setting spikes costs 4” of
movement alowance.

Unlike cdltrops, a placement of spikes can have a definite facing. Thisis because the
pikes are set a an angle so their points are aimed in a certain direction. The unit setting
the spikes can select any facing or combination of facings for the spikes (i.e,, the spikes
can dl point north, half can point north while haf point south, or the spikes can point in



al directions like spines on asea urchin). This facing must be marked somehow when
the spikes are origindlly set, and can't be changed unless the spikes are cleared (see
below) then re-set.

Infantry or dismounted cavary can clear awvay spikes by moving through the spiked
aread acog of 6" for each 1" moved; mounted cavalry cannot clear away spikes.

Alternatively, infantry units can choose to move through a spiked area without clearing
the spikes at acost of 3” for each 17 moved. Each infantry figure of Sze M or smdler
moving into a spiked area againg the aredl s direction of facing suffers an attack of AD
6; no damage is doneif the unit enters from a non-facing direction, dthough the
movement cost il applies. For example, take an area with spikes dl facing north. A
unit moving south into the area suffers damage. If the unit had entered the area heading
west, however, it would have suffered no damage. Aress of spikesfacing in dl
directions cannot be entered safely, regardless of direction of gpproach. Routing infantry
units, or units retreating for morale reasons, which pass through a spiked area cannot
elect to clear away the spikes. Charging units who enter a spiked areain adirection
opposite to its facing cannot elect to clear away the spikes, and suffer double damage
from the devices.

Mounted cavary and creatures of Size L or larger cannot enter an area set with
spikes, unlessthey pay the movement cost to clear the area. Figures of this type that
rout into a spiked area are diminated.

Morale | ssues

While morde effects on the attacker during along sege can be severe, they are much more
profound are on the defender. The consequences to morae of being out of supply have been
discussed in an earlier section. There are many other factors that comeinto play, however.

The following table lists morde modifiers that gpply to the besieged garrison. These modifiers
are cumulative (except where common sense dictates otherwise), and are applied to every
Morde Check made by any defending unit while the conditions of the modifier(s) are in effect.

Attackers have cannon while defenders do not.

Attackers have used magic, while defenders have no spellcagters.

Segeistaking place in winter.

Attackers have flying troops (whether or not defenders do a o).

Defenders have tried to break encirclement with a sortie, but failed.

At least one sortie has suffered 50% casudlties.

The attackers are known (or believed) to have performed “ atrocities’ on prisonersin

past.
Relief troops dlied with the defender are expected to arrive within 24 hours.
Defenders have cannon while attackers do not.

Defenders have spellcasters while attackers have (as yet) used no magic.

At least one sortie hasinflicted casudties on the attackers without suffering more than

casudtiesitsdf.
Rdief troops dlied with the defender are surrounding or chalenging the attackers



position
(includes double encirclement).

In addition to the factors above, the length of the Sege carries with it its own modifiers. The
following table shows how the length of the siege (in days) affects the morde of the defenders.

Length of SegeMorae Modifier
0-30 days 0

31-80 days -1
81-100 days -2

101+ days -3

As dtated before, dl of these modifiers are cumulative.

For example, an elven garrison has been encircled by an orcish force for 45 days. The orcs
have no spellcasters among their number, while the dves have a handful of mages.
Unfortunately, the orcs have a number of cannon, and have been reinforced by aunit of evil
bandits mounted on griffons. An even sortie, in an abortive attempt to bresk the encirclement,
inflicted casudties on the orcs, but suffered grievous harm itsdlf: only onein ten of the even
troops returned. On the bright sSide, asmal force of elven cavary has arrived from elsawhere,
and is harrying the orcs supply lines. The eves morde is suffering, but not much: each Morde
Check made by an dven unit suffers a pendty of -2.

Surrender

Good commanders know when it’stime to cut their losses and surrender a bad situation.
Even if the commander does't accept the necessity of surrender, the troops will often take the
initigtive.

If (in AD&D game terms) the commander of a besieged fortification is a Player Character, the
decison of whether or not to officialy surrender is up to him or her. Thereisno ruleto force a
player to capitulate againg his or her will. An NPC commander, however, will officidly
surrender &t the first opportunity whenever the average morae (including modifiers) of al
surviving garrison troops drops to 4, or is 10 or more points less than the average morae of dl
atacking units.

The above rule refersto officid surrender, where the commander capitulates in the name of dl
troops under his or her command. Sometimes the decision is taken out of the hands of the
commander, of course. If the condition arises where al defending units are shaken, the troops
will look for thefirg available chance to offer surrender. Any friendly unit that iswithin 17 of an
enemy unit but is not engaged in melee combat must make a specid Morae Check. If the unit
fals, it immediately offers surrender to any enemy unit within 1”. To qudify, enemy units must be
on the sameleve (aunit atop awal isn’'t going to offer surrender to aunit 40° below on the
ground).

The enemy unit now has a choice: accept surrender and take the friendly unit prisoner, or
refuse the offer and attack the surrendering unit.

Prisonersof War
If an enemy unit accepts surrender, the figures of the surrendered unit are interspersed



with those of the unit taking them prisoner. The prisoner figures are moved by the player
who owns the capturing unit. The combined unit has the movement alowance of the
dower of the two types of figures (i.e., acavary unit with infantry prisoners moves a
the same rate as the infantry unit). In addition, it suffers amovement alowance pendty
of 2’. A unit with prisoners must dways be in irregular formation, and cannot initiate
melee combet (it can initiate missile combat, however).

If aunit with prisonersisthe victim of missilefire, haf of the attacking figures (rounded
down) are considered to be attacking the prisoner figures, while the remainder are
consdered to be attacking to the captors.

For example, an orcish unit with an AR of 8 has taken prisoner a unit of peasants (AR
9). The combined unit is atacked by 7 figures of longbowmen (AD 6). By therule
above, the components of the combined unit suffer damage as though it’s the victim of
two distinct attacks: the peasants suffer an attack by 3 figures of longbowmen (half of 7,
rounded down), while the orcs suffer an attack by 4 figures (the remainder).

If aunit with prisonersis attacked in melee combat, the prisoners instantly bresk free
and move 4” in the direction of the “friendly” sde of the table. At the end of this
movement, they are routed (but can be ralied normdly). For the first step of combat,
the captor figures suffer a pendty of +1 to their AR.

As can be seen, taking (and keeping) prisonersisn’'t the easiest matter. In some cases,
however--and in some scenarios--there should be some significant benefits to taking
prisoners. Perhaps they can give the attackers va uable information about the castle’s
defenses, or should the siege fail, maybe they could be ransomed back for a handsome
profit.

Refusal of Surrender

Traditiondly, evil armies aren’t dway's keen about accepting surrender. They’d much
rather not be hindered by prisoners.

If aunit decides to refuse surrender, it immediatdly attacks the surrendering unit in
melee combat. The unit offering surrender cannot attack that turn (i.e., the enemy unit
gets afree atack), and for that turn it receives no roll for AR. If the surrendering unit
survives, its condition is routed (but it can be ralied normdlly).

Siege Engines

Siege engines break down into two main classes. These are bombardment engineswhich are
designed to hurl large missiles, often with little or no accuracy, but doing agreet ded of damage
if they hit. This category aso incudes cannon and mortars, which might not be dlowed in dl
campaigns. The other category, crushing engines, includes dl non-missile devices designed to
breach gates or walls through impact or other methods.

Bombar dment Engines
Bombardment Engine Statistics

Engine Type AD Hits Range Crew Rate  Move
Bdliga 12 8 1127 3 1 6’
Bombard 3d12 10 18"/40" 2 3 2
Cannon, light 2d12 8 1'/36" 1 1 6’



Cannon, heavy 2d12 10 1"/36" 2 2 6’
Caapult, light 2d10 10 15"/30" 4 2 q
Catapult, heavy 2d12 15 18"/36" 6 3 3
Catapult, arrow 2d6 8 6'/18" 3 3 q
Trebuchet 3d12 20 24" /48" 8 4 Nil

All bombardment engines make use of the same concepts and terms.
These are listed below:

AD isthe sze (and number) of attack dice rolled when the device isfired.
Attacks can be rolled against specific target units or reasonably large building
features; to be digible as targets, building features must be at least 3’ dong one
dimenson.

Apart from the ballista (discussed below), no bombardment engine can fire a
asnglefigure, whether that figureisahero or part of aunit. Targets of artillery
attacks are not alowed to make armor checks; every hit does damage.

A bombardment engine only inflicts haf the actud hitsit ralls (rounded up)
when firing & aunit in skirmish formation. If 7 hits were indicated, for example,
askirmish unit would only suffer 4.

Hitsis the number of hits required to disable the machine. “Disgble’” has
different definitions, depending on the engine in question.

Range is given in minimum and maximum distances. There are no short,
medium and long range categories for these weapons, and they don't receive a
range bonus for eevation.

Crew isthe number of figures required to operate the wegpon at full
effectiveness. The wegpon can operate with less than afull crew, but its rate of
fireis dowed to half speed. A wegpon cannot fire or be loaded if its crew has
been reduced to less than haf the number given here.

Crew members can defend themsalves againgt a melee attack, but they cannot
fire missile wegpons or make a melee attack. If they do ether, they are
consdered not to be crewing the wegpon during the turn in which the attack is
made.

Rate of fireis the number of turns required for the weapon to be rel oaded.

Move is the distance the weapon can trave in one turn over clear, flat terrain,
A bombardment engineis trested as cavary for purposes of determining what
types of specid terrain it can negotiate, and how quickly it can move through
specid terrain--half speed through light woods or when ascending adope, and
one-third speed through shallow water or brushvscrub.

A weapon can only be moved when it has afull crew. An artillery weapon
cannot move and fire in the same turn, though it can be moved fully loaded,
ready to fire the turn after it moves.

A turn in which abombardment engine moves does not count for reloading or
for purposes of determining rate of fire. Such aweapon can change facing
during aturn when it is being relcaded.

Scatter is a concept common to al missile wegpons. When a projectile misses
its target, the concept of scatter determines exactly where the projectile does



hit.

The odds that a given shot will scatter vary from wegpon to wegpon, and are
given intheindividua descriptions, as are the possible distances that shots might
be off the mark. In al cases, however, the method for determining direction of
scetter isthe same,

If ashot scatters, roll 1d10 and consult the following chart: Scatter Diagram
here from DMG

For example, a heavy catgpult shot at an enemy unit scatters. The 1d10 roll is
7, which means that the shot islong and dightly to the right. Checking the text
following the table that describes this wegpon, we find that the shot missesits
mark by 1d3 inches.

If the shot isamed at avertical surface, the scatter diagram is il used to
determine the impact point. A roll of 1, for example, indicates that the shot fell
short of its mark. If thisisthe case, but the round till reached the target, then
the point of
impact was lower than intended. If aroll indicates that a scattered shot went
high and the target istoo low to be struck, then the missle will continue past the
target and drike the ground beyond it. Thus, ashot fired at the top of awall or
flanking tower gill has a chance of doing damage to the keep ingde the wals
evenif it missesits mark.

Dungeon masters who are running an AD& D game campaign, not just a
skirmish fought with the BATTLESY STEM rules, might consider adding the
“artillerig” weapon proficiency:

Artillerist

Those with thisskill are trained in the use of various Sege engines. In
addition to preventing the drawbacks of non-proficient wegpon usg, if a
character with this skill commands the crew of a bombardment engine
(i.e, iswithin 1" of the wegpon when it fires), the chance of a shot
scattering is hdved. Warriors may specidize in thisskill, but thereisno
change to the weapon’ s rate of fire for experience levels or
Specidization.

Ballista

Also referred to as amangonel or scorpion, a balistalooks like a huge
crossbow. It fires projectiles that ook like oversized spears. Although not as
effective as catgpults or trebuchets, balistae could inflict impressive damage
againg buildings (the projectiles aren’t as heavy as trebuchet missiles, but their
moment of inertia—and hence their “stopping power”--is very high).

Balistae were used by the Romans, both as land wegpons and as shipboard
devicesfor firing grapples a enemy vessasto pull them adongside for boarding.

The potential energy stored in abent and cocked ballistais consderable,
making the loaded wegpon somewheat fragile. Asthe old saying goes, “A bent
bow is saven-eighths broken.” If the balista has suffered serious structural
damage (that is, if it has been reduced to 2 hits), thereis a 20% chance each



time the weapon is reloaded that it will misfire, destroying the wegpon. If a
balista misfires, it fires as soon as reloading is complete, whether or not the
crew wants it to. The shot is very inaccurate, however: it automaticaly scatters,
and the scatter distance is twice normd. Each figure within 1" of the device
suffers 1d3-1 hits (no armor check) as the ballista shatters. Of course, the
device is usdless from then on.

A ballista shot has a 15% chance of scattering; scatter distanceis 1d3”, half
that (rounded up) if therangeis 13" or less.

A bdligawith full crew can fire & asngle large-szed individud figure (a
dragon or the leader of atroop of giants, for example).

Bombard

Over the centuries, wegponsmiths developed a taggering variety of different
gunpowder-fired devices-many of which were more dangerous to their crew
than to ther target. The mogt visudly impressive of these were definitely the
bombards.

The medieval bombard was a massive pipe constructed of wrought-iron rods
or bronze, which fired a very large-but reletively light--bal of stone.

The barrdl of abombard was usudly set into a solid block of wood, which
would hold the wegpon steady and absorb the considerable recoil. Thisdesign
was far from easy to move, however. For transport, the bombard had to be
lifted bodily onto a heavy wagon. To support the weight of the gun, the cart
usualy ran on disc-like whedls which, whenever the cart was canted over to
one sde, threatened to collgpse and dump the contraption to the ground again.
In game terms, wagons carrying bombards are limited to flat, clear terrain. They
can be moved up or down hill only on well-paved roads, and then only if the hill
has arise (or fdl) of lessthan 1” for each 24" horizontaly.

Higtoricaly, bombards came in virtudly dl shapes and Szes. The Satidtics
given hererefer to an “average’ bombard. If players and/or referees agree,
larger or smdler bombards may be used.

The burning properties of the gunpowder used in early cannon was
inconsstent at best (qudity control wasn't particularly drict), leading to a
ggnificant chance of mifires. European artillerists soon learned their lessons,
and guns became much more dependable. For game purposes, however, the
risk of migfire should be quite high. Thiswill lessen the desirability--and hence
the sgnificance--of gunpowder-fired artillery, which might otherwise cometo
dominate the game.

Each time a bombard fires, thereis a 10% chance of amidfire. If the wegpon
itsdlf has suffered any hits, any rolls on the misfire table below suffer a+1
modifier. If the wegpon midfires, roll 2d4 and consult the following table:

Die Rall Result
2-3 Wegpon “hangs fire’
4-6 Powder burnsirregularly; automeatic scatter

7-9 Weapon explodes



A reault of “hangsfire” means that the gunpowder has smply failed to ignite,
or hasfailed for one reason or another to explode properly (perhapsit just
flared up, without enough force to expd the bal). The weapon must be
reloaded.

A bombard that explodes is destroyed. Any figure within 1” of the weapon
suffers 1d4 hits with no armor check alowed.

The flame, smoke and noise associated with a bombard frequently panicked
pack animals, and even mounts that hadn’t been trained to handle the chaos of
war. In afantasy world, this would aso be true for troops composed of
“primitive’ races or crestures who would normdly fear fire and thunder. In
game terms, lesser-trained cavary--those units with amorale equd to or less
than 10-are susceptible to morae effects. The susceptibility of other troop types
isleft up to the players, or to the DM.

Each turn in which a susceptible unit is within 4” of abombard--friendly or
enemy --that fires on that turn, the unit must make amorae check with abonus
of +2 to the roll (bombards are frightening, but not that frightening). Susceptible
troops will not rout towards a firing bombard.

The impact of abombard shot was S0 great that it would smash splinters from
any hard surface it hit. This*shrapnd” was o lethd that it frequently caused as
many or more casudties than the actud shot itsdlf. To represent this, each time a
bombard shot strikes rock or stone (either awall or ahorizonta stone surface
like a paved courtyard), each figure within 1" of the impact point suffers an
attack of AD 10. Obvioudy, to be affected the unit must be on the same side of
awal asthe impact point. Firing a shot againg the exterior of a keep will do no
splinter damage againgt on troops within that keep.

A bombard shot has a 45% chance of scattering; scatter distance is 1d4”, half
that (rounded up) if therangeis 12" or less.

Cannon

Aswith bombards, cannon came in many designs. These ranged from
“pocket cannon” with barrel lengths of little more than one foot, to mongters that
fired shot weighing 100 pounds. Of these bizarre guns, the most gppropriate for
sege warfare were the 48-pounder full cannon (our heavy cannon) and the 24-
pounder demi- cannon (our light cannon).

Introduced in the late Fifteenth Century, the full cannon was a highly effective
wegpon, devadtating againgt sonework and lethal againg “soft” targets like
troops. Although the full cannon never disappeared, the demi-cannon swiftly
became the preferred wegpon for use in siege batteries. Round for round it
performed dmogt as effectively asitslarger sbling, while weighing little more
than haf as much, consuming haf the charge of powder, taking up less spacein
the batteries and being much quicker to load.

Both were smooth-bore muzzle-loaders, with homogenous bronze barrels no
more than eight feet long. They could be trangported and loaded with relative
ease, and they fired wrought-iron cannon balls. French gunsmiths improved the



basic desgn by casting two trunnions, or prongs, into the barrd just forward of
the center of gravity. These prongs rested dmogt directly over the axle of a
two-whedled gun carriage. The barrel of the gun could be easily elevated or
depressed around the fulcrum formed by the trunnions. For traversing, the
tralling end of the gun carriage was lifted from the ground and siwung to right or
|eft.

The chance of amisfire waslower for cannon than for the less standardized
bombards, but the chance il did exist. Each time a cannon fires, thereisa5%
chance of amidfire. If the wegpon misfires, roll 2d4 and consult the table below.
If the wegpon itsalf has suffered any hits, dl rolls on the misfire table suffer a+1
modifier.

Die Rall Result

2-3 Wegpon “hangs fire’

4-7 Powder burns irregularly; autometic scatter
8-9 Wesapon explodes

A “hang firé’ result isthe same for cannon asit isfor abombard. Smilarly,
cannon have the same chance to panic animas and primitive troops that
bombards do. Cannon rounds which strike a stone or wooden surface creste
large sprays of shrapnel, just as bombards do. Be sure to read the section on
bombards if you are firing one or more batteries of cannon in the battle.

A cannon that explodes is destroyed. Any figure within 1" of the wegpon
suffers 1d4 hitsin the case of afull cannon or 1d3 hits for a demi-cannon (no
armor check alowed).

A cannon shot (either kind) has a 10% chance of scattering; scaiter distance
is1d2’, haf that (rounded up) if the rangeis 15” or less.

Catapult

Catapults of various kinds have been in use for millennia. From smple,
hastily-improvised de-vices--small treesthat could be bent then released to cast
projectiles--the catapult evolved into mechanically sophisticated whedled
devicesused to great effect by the Romans and later forces.

Although the actud source of the wegpon’s mative force ranged from flexible
beams of wood (shades of the bent tree) to torsioned ropes, the device
depended on leverage to propd projectiles. The very nature of the device made
it somewhat difficult to adjust elevation. On smaller devices, the rear of the
frame or base could be raised or lowered, but on larger examples thiswas
impossible. The only method of dtering the range of the shot was to change the
amount of torson or modify the weight of the projectile. Neither of these were
particularly precise, making the catapult a notorioudy inaccurate weapon.

The congtruction of the catapult aso congtrained itsrole. In most cases, it
could only be used as an indirect fire device, Smilar to amodern howitzer: the
shot would arc high, and then fall on the target. The only exception to thiswas
when the catapult was so close to awall or building that the missile struck its



target before it reached the gpex of itstrgectory.

Although they were usualy used to hurl rocks or other heavy projectiles, there
were no practicd restrictions on what could be fired from catapults. The most
common “dternative’ |oads were quantities of small stones, graved, and even
lengths of chain. This medieva shrgpnel was next to usdess againg “ hard”
targets such as wals and the like, but it was brutdly effective againgt “ soft”
targets like troops. In game terms, a catapult--light or heavy--loaded with this
kind of shot does no damage againg structures, but al damage againgt unitsis
multiplied by 1.5. Thusthiskind of load is useful for “sweeping the battlements’
of defenders before an assault.

Catapults can d o cast flaming missiles, or even canigters of Greek fire,
Typicdly, these projectiles are much lighter than the usud loads used (it's hard
to set fireto arock, after al), but considerably more susceptible to crosswinds;
thus the effective range is hdved, and the chance of scatter is doubled (dthough
the scatter distance is haved as well). Flaming loads do no damage to structures
from their impact, athough they have norma chances of igniting flammable
materias. Rulesfor igniting targets are covered on page 86 of the
BATTLESY STEM rules. Againg units, however, flaming loads do inflict
damage from their impact done. This equatesto an AD of 2d6 for both light
and heavy catapults.

Enterprising commanders can use their catapults with more unpleasant |oads,
of course. During the Sege of Minas Tirithin J. R. R. Tolkien's Lord of the
Rings, the orcs fired the heads of dain defenders into the city. These examples
of nastiness are devadtating to the morale of the enemy, and must be dedlt with
on anindividud bass.

The chance of scatter is40% for alight catapult and 50% for a heavy
catapult. The chances drop to 25% and 35% respectively if the catapult is
loaded with smal stones or the like. The reason for thisis Smply that you don’t
have to be as exact with a scattering round as you do with a solid one. Just as
you don’t have to be as precise with amodern shotgun as with you do with a
rifle to hit your target. Scetter distanceis 1d3". If the catapult is being used
againg awall or building (direct fire) and the range is less than one quarter of
the catapult’ s maximum range, the chances for scatter drop to 15% for light and
25% for heavy, and the scatter distanceis 1d2".

Catapult, arrow

Many wegponmakers throughout the ages experimented with large wegpons
that fired multiple arrows or spears with greet force (and usualy abysmd
accuracy). These were modily ineffective againgt structures (those few that were
useful in such arole have been subsumed under the category of ballista) but
quite lethd againgt massed troops. In game terms, dl engines of this type do no
damage againgt structures.

One design that actually seemed to work comprised arack holding four or so
large arrows perhaps the Sze of javelins. Behind this rack was a sheet of flexible
wood that could be bent backwards. When this sheet of wood was released,



the upper portion would snap forward and “dap” the butt ends of the arrows,
firing them forward.

The actud number of arrows shot from one of these devices varied from two
or three to as high as a dozen. The atigtics given are for an “average’ device,
shooting four or five projectiles. (Weapons doing more or less damage can be
used if playersand DM agree.)

A shot from an arrow catapult has a 60% chance of scattering. Scatter
disanceis 1d3".

Trebuchet

Asthey built larger and larger catapultsto fire ever-increasing loads, military
scientists soon reached the limits of standard catapult technology. There was
just so much force that could be generated from bent wood or torqued rope.
Luckily for the weapon designers—-and unluckily for those on the receiving
end--there was another force that could be used: gravity. While gravity doesn't
work quite the samein the AD&D game universe as it doesin our own (seethe
SPELLJAMMER® boxed st for detalls), the trebuchet ill functionsin the
same way.

While standard catapults depended on the potential energy tied up in bent or
otherwise stressed materids, trebuchets used the potentid energy contained in a
heavy weight. On one end of the trebuchet’ slong arm was ading or basket to
contain the load. On the other, across a fulcrum, was a mass of meta or rock.
To load the weapon, the crew pulled the basket end down, which raised the
countermass off the ground. When they released the arm, the countermass fell,
accel erating the basket and load.

Some very large trebuchets were built and used. Theoreticdly, the only limits
to their Sze and power were the strength of the material used and the amount of
meass that could be lifted by the crew.

Since they were such smple machines, trebuchets were usudly built on-ste,
This meant that they were difficult if not impossible to move, and thusto am. In
game terms, once a trebuchet is pogitioned, it can only fire directly forward, or
within 5 degrees to ether Sde of its center line. Range could be varied by
changing the mass of the load, the weight of the countermass, or the distance
that the arm was pulled down.

Aswith other catapults, trebuchets could be loaded with many smdl stones
for use againg “soft” targets like troops. In game terms, a trebuchet loaded with
thiskind of load does no damage againgt structures, but al damage againgt units
ismultiplied by 1.5 (rounded down).

Trebuchets can dso cast flaming missiles, or even canisters of Greek fire.,
Typicdly, these projectiles are much lighter than the usua loads used, but
congderably more susceptible to crosswinds; thus the effective range is halved,
and the chance of scatter is doubled (although the scatter distanceis halved as
well). Haming loads do no damage to structures from their impact, athough
they have norma chances of igniting flammable materids. Rulesfor igniting
targets are covered on page 86 of the BATTLESY STEM rules) Againg units,



however, flaming loads do inflict damage from their impact done. This equates
to an AD of 2d8.

The chance of scatter for a trebuchet is 55% (their lack of accuracy was
baanced by the impressive damage they inflicted when they did hit). The chance
of scatter dropsto 40% if the trebuchet isloaded with small stones or the like.
Scatter distance is 1d6”.

Crushing Engines

Asthar name implies, crushing engines transmit and concentrate the efforts of the
troops using them againgt structures with which the devices are in direct contact.For
example, the smal battering rams described on page 82 of the BATTLESY STEM rules
are crushing engines. Ther larger brethren are more massive, more destructive, and
often comprise mobile canopies or other structures to protect the troops using them.
They are usudly wheded.

At least eight figures are needed to move a crushing engine at its full speed of 3" per
turn. Four to seven figures can move it 2”, and two or three can move it 1. Crushing
engines can only be moved over clear, flat terrain (including roads, but not trails). Twice
as many figures are required to move a crushing engine up even agentle dope (1" rise
for every 127 of horizontd distance), and movement up a steeper incline isimpossible.

A crushing engine gets two attack dice of the gppropriate sSze for each figure helping
to operate the device. At least two figures must be available to operate it, and no more
than four can contribute to the crushing engine s attack strength. The engine must be
touching the surface to be attacked before it can cause damage.

All crushing engines make use of the same terms and concepts, which are defined
below:

Hitsis atwo-number entry because, in most cases, a crushing engine is enclosed
within a structure (generally a heavy wooden roof supported by a framework of
timbers) that provides protection for the device aswell asfor the figures (maximum of
four) that are operating it. The first number represents the number of hits that the engine
itsdlf can withstand before being destroyed; the second is the number of hits that the
protective framework and roof can withstand. This framework must be destroyed
before the device inside can suffer damage. Troops under this framework are totally
protected againgt attacks from directly above, and gain a-2 bonusto AR againg missile
attacks launched from ground level.

In certain cases, players might use crushing engines that do without the protection of a
framework. These would have asingle “hits’ number, representing the device itsalf.
Troops operating the device are unprotected.

AD columns show the size of attack die (4-sided, 6-sided or 8-sided) used when the
engineis attacking a certain type of materia. The number of attack dicerolled is
determined by the number of figures operating the device, as described above.

Crushing Engine Statistics

EngineType Hits Stone Meta Wood
Ram 6/18 4 6 8




Bore 12/18 8 6 6

Ram

In this context, aram is along wheded gdlery. Sung from the roof beam by
chainsisalargelog. Thislog isfrequently capped with a heavy metal end-piece
to increase its impact and damage. Historicaly, this end-piece was often shaped
like the horned head of aram, hence the device' s name. Under cover of the
protective roof, troops could swing the log to strike with greet force againgt a
wadll or gate.

This design of ram, where the log is suspended by chains, is much more
efficient than the “ standard” troop-carried battering ram improvised from alarge
log. For one thing, the troops had to expend no energy smply holding the ram
off the ground, and could concentrate al of their might on swinging the heavy
thing; thus heavier rams could be used. Also, once the ram had been swung
back, smply releasing it to swing forward would cause congderable impact; if
the troops added their strength to the forward swing of the ram, the impact
could be staggering. This increased efficiency isreflected in the Satidtics listed
above. Thiskind of ram gpplies one AD for each figure operating the device. In
comparison, troop-carried rams gpply one AD for each two figures involved.

The gdleries protecting the rams were often daborate enough to quaify as
gmd| buildingsin their own rights. As such, their destruction can inflict damage
on the troops operating the rams, as discussed on page 85 of the
BATTLESY STEM rules.

Bore

Bores (dso cdled “sows’) resembled rams in congruction: along, wheded
gdlery protecting the centrd mechaniam, which is suspended from roof beams.
This centra mechanismis usudly alog, suspended in dings so it can turn aout
itslong axis. The metd headpiece is alarge screw bit, designed to chew through
stone.

These engines were designed to be used in one of two ways. In some, the log
was pulled back and swung againgt the target like aram. Because of the twist to
the screw hit, the log would turn alittle on impact. Eventudly, the bit would bite
into the wall and do some damage. Thisis Smilar to driving a screw by hitting it
with ahammer: not the most efficient way of doing things, dthough it eventudly
getsthe job done.

The second design has the same log suspended in dings, with the same
screw-bit headpiece. Here, however, the log has stakes of wood or metal
driven into it dong its length to act as handles. In thisdesign, the log isn't swung;
using the handles, troops push the bit againgt the wall and turn the log so thet the
bit eventudly bites. Thisis more like usng ascrewdriver.

The gdlleries protecting the bores were often elaborate enough to qudify as
amdl buildingsin their own rights. As such, their destruction can inflict damage
on the troops operating the rams, as discussed on page 85 of the
BATTLESYSTEM rules.






CHAPTER 8: QUICK RESOLUTION SYSTEMS

For people who don't have the time (or desire) to play out along Sege with the
BATTLESY STEM rules, we present the following quick resolution systems. Thefirgt is
intended for use in resolving seges and the second for determining the outcome of entire military
campaigns. Either of these settings can serve as an interesting backdrop to atraditiond AD&D
game campaign.

Siege Resolution

Although sieges lasting months or even years are redigtic, they’ re not much fun to play out in
their entirety. This section describes a system by which the results of sieges can be quickly
determined: whether the garrison surrenders or is overrun, whether the attackers abandon the
investment, and how many troops on both Sdes are dain.

This sysem is obvioudy very superficid-how e se could an 18-month investment be reduced
to adozen or S0 die rolls?and thus not particularly satisfying emationdly. It is strongly
recommended that the DM running the campaign use these results as a basis on which to build
more textured descriptions of events.

The system doesn'’t have to be used throughout the siege. Quick resolution could be used until
things start getting interesting, and then the players could resort to slandard BATTLESY STEM
or AD&D game rulesto resolve the “good bits.”

Phases

By their very nature, Seges dmost never consist of continuous action. The attacking
commander can pretty well control the pace of activity. If he or she wantsto wait afew
days before the next mgjor assaullt, the garrison generdly haslittle say in the matter. This
issue of timing changes the whole tenor of seges, of course. In an al-out atack, where
the besiegers know they have the advantage in manpower, or where time is of the
essence, one wave of assault will follow close on the heds of the last. Where the
attackers don't have so great an advantage, or have the luxury to let the garrison starve
abit, the same number of waves can be spread out over weeks or months.

For this reason, the quick resolution system refers to “ phases’ rather than days,
weeks or other absolute measures of time. Each phase represents one wave of assaullt,
and the attacker (usually) can decide how frequently phases occur. For example, the
attacking genera can gtart the next phase as soon asthe last is complete, or can wait a
week or two while the garrison’s morae drops further.

Quick Resolution System

Depending on current conditions, one player--attacker or defender--has the initiative
to determine exactly when a phase is going to Sart. That player (the “phasing” player)
rolls percentile dice. Theroll is modified depending on current conditions (see
“Modifiers’ following), then the result is referenced on the Sege resolution table (SRT)
in the next section.

Thistable can return various results, ranging from “ Attackers revolt” (the attacking
troops have had enough of this nonsense and give up the investment, no matter what
their commander has to say about it) to “ Garrison surrenders.” Most results, however,
are of the form “5% Defender/15% Attacker.” These figures refer to the percentage of



the current point count for the army that were lost during the phase (point costs are
discussed in Appendix 111 of the BATTLESY STEM rules).

For example, the attacking force currently has atota point value of 150. The results
of the current phase state “ 10% Attacker.” The attacking player must remove from play
figures (or equipment) worth a least 15 points. The choice of the figures actualy
removed is completely up to the attacking player. This description and the section that
follows assumes that miniatures are being used for & least part of the Sege. If not--that
is, if the whole thing is taking place * off screen”--the two forces can be viewed as “point
poals’, andogousto a character’s hit pointsin an AD&D game.

Results aso frequently include penalties or bonuses to morae, such as “Defenders
morae-1.” These are gpplied immediately and remain in effect until the degeisfully
resolved.

In addition to the two final results that can come from the SRT--" Attackers revolt”
and “ Garrison surrenders’ --there are other victory conditions as well, mostly morale-
related. Should any of these conditions come about, the Sege isimmediately over, one
way or the other. Thisiswhy it'simportant that morale pendties or bonuses be applied
immediatdy.

Siege Resolution Table

Die Rall Reault

0 Attackers revolt

01-15 0% Defenders/15% Attackers; Attacker morale -2, Defender morae +
1

16-25 0% Defenders/10% Attackers; Attacker morae -1, Defender morae +
1

26-40 0% Defenders/5% Attackers;, Attacker morde -1

41-65 5% Defenders’20% Attackers

66-80 5% Defenders/15% Attackers; Attacker morade +1, Defender morae -
1

81-90 5% Defenders/10% Attackers; Attacker morale +1, Defender morale -
2

91-99 5% Defenders/5% Attackers, Attacker morae +1, Defender morde -2
100+ Garrison surrenders

Siege Resolution Table M odifiers
Modifiersto rolls on the SRT fdl into severd categories. Each of these groupsis
detailed below.

Force Size

The relative szes of the two forces (as expressed in their BATTLESY STEM
rules point vaues) is very important. As you can see by examining the SRT, the
attacker will tend to lose many more troops than the defender. Thisreflects the
fact that the defender has had timeto “dig in” and that a castle is very difficult to
take by force.



Bonus/Pendty Specification
-15% Attacking force has atotd point value equd to or less than that of the

defending force.

-10% Attacking force has a point value which is not more than 150% of the
defenders.

-05% Attacking force has a point vaue which is not more than twice that of
the defending force.

+05% Attacking force has a point value which is not more than thrice that of
the defender’ sforces.

+10% Attacking force has a point value which is greater than thrice that of the
defending force.

Special Forces & Equipment
The weapons employed by one side or another, as well as the specid skills
and abilities of the force, can make a big difference in the outcome of a battle.

Bonus/Pendty Specification

+10% Attackers have cannon and defenders do not.

+10% Attackers have spell casters and defenders do not.

+05% Attacking force includes undead, highly magicd, or otherwise awve
ingoiring creatures.

+05% Attacking force has flying units and defenders do not.

-05% Defenders have cannon and attackers do not.

-05% Defending force includes undeed, highly magicd, or other awe inspiring
mongters.

-10% Defenders have spdl casting units and attackers do not

Length of Siege

Thetota duration of the Sege has a sgnificant effect on morae, and hence on
the outcome of any particular wave. Consult the table below to determine the
effect of the time spent in this engagement and its associated modifier.

Sege Length Bonus
00 to 20 days Nil

21 to 40 days +5%
41 to 60 days +10%
61 to 80 days +15%
Over 80 days +20%
Supply Conditions

Units which have begun to run short of food and water will begin to seethe
“advantages’ of surrender. Likewise, those who are well supplied will tend to
hold out until things get worse.



Bonus/Pendty Specifications
+10% Defender isout of supplies, and has suffered troop losses due to

attrition.

+05% The defender is out of supplies, but has not yet suffered any losses from
atrition.

-05% Attacker is out of supplies and has been forced to scavenge for food.

-10% Attacker isout of supplies and isin an areawhere scavenging for
suppliesis ether difficult or impossible.

Morale

The base morde vaue for an entire force is the average of the mordesfor al
the units making up that force, adjusted for any modifiers gpplied due to the
SRT. Thefollowing chart gives the SRT modifiers based on the current morale
of the various sides. When gpplying the morale modifier to the SRT roll, add the
bonus for the attacker’ s morale and subtract the bonus for the defender’s
morale.

For example, if the morale of the attackersis “steady” apply a +5% modifier
to therall. If the defender’smordeis “dite’, gpply a10% modifier to theroll.

Note that the values for “unrdiable’ or “unsteady” troops do not follow the
above logic. Modifiers for such units are reversed. Thus, “unsteady” attackers
subtract 10 points from the SRT roll and “unreliable’ defenders add 20 points
toit.

Morale Class Bonus/Pendty
Unreliable (4 or less) 20%
Unsteady (5t0 7) 10%
Average (8 to 10) Nil

Steady (11 to 12) 5%

Elite (13 to 14) 10%
Champion (15 to 16) 15%

Fanatic (17 to 18) 20%

Fearless (19 or higher) 25%
Command

The competence of the individual commanders will have a huge effect on the
outcome of any sege or battle. For this quick resolution system, the leved of the
commander will be the key factor in deciding his or her &bility.

To determine the command modifier, subtract the level of the less experienced
commander from the level of the more experienced one. For every two levels of
difference, apply a 5% modifier in favor of the more experienced commander
(that is, aminusto therall if the defender is more experienced and an addition
toit if the attacker has superiority).

Thus, if an army of orcs headed by an 8th level commander is attacking a
fortress held by a 12th level even king, the elven defenders have a 10% bonus
which is reflected by a-10% to rolls on the SRT.



Phase Initiative

Normadly, the attacker controls the timing of phases. There are two conditions under
which thisis not true, however. If the modified morae of the defending forceis higher
than that of the attacking force by at least 2 points, or if the attacker’s modified morde
drops below 9, the defender decides when phases will beinitiated.

Victory Conditions

In addition to the “Garrison surrenders’ and “ Attackers revolt” results on the combat
results table above, there are other conditions that bring a sege to an end.

If the average morde (modified) of dl surviving defending units dropsto 3 or less, or
is 10 points or more less than the average morde of al attacking units, the garrison
immediately surrenders.

Conversdly, if the average morde of dl attacking units dropsto 6 or less, or is8
points or more less than the average morae of dl defending units, the attackers give up
the Sege.

Findly, if the attacking force is ever reduced to 25% or less of its origind Sze
(determined by points), the attackers abandon the Sege.

Fighting Campaigns

Aelfred Slverhorn sighed as he stared at the map. Running scarred fingers through his
close-cropped hair, he wondered-for the thousandth time--how he’ d come to find himsel f
in this position. He was a warrior, yes. A good warrior, by the gods, in single combat or
leading his mercenary company, the Black Guard. But Commander in Chief?
Commanding--and thus responsible for-not one company but several armies? When had
war turned from something waged strictly for profit, where victory or defeat was less
important than conducting oneself in a professional manner, to something that mattered,
and mattered deeply? To something that might determine the cour se of history for
generations to come?

He shifted his dagger aside, which had been serving to indicate his best guess asto the
enemy’s major axis of movement, for a closer look at the map--more precisely, at one
small village.

Alexia, it was called. Nothing more than a handful of farm houses, really. But massing
around thistiny croft were armies the likes of which hadn’t been seen in this Age.
Certainly, other armies were clashing elsewhere--good men were dying, and Aelfred
Slverhorn could do naught about it--but trained instincts told the aging warrior that it
was here, at Alexia, that matters would be decided.

He grinned, but there was no mirth in it. How would they take it, he wondered, the
spirits of those troops that had died elsewhere--died at his (albeit indirect) command?
How would they take it should he tell them that their efforts and sacrifices were little
mor e than a side-show, a mere bagatelle, compared with the battle that would be joined
on the morrow?

In the names of all the gods, what had happened to war?

In many campaigns, theindividud battles and actud day-to-day events that make up along,
drawn-out conflict aren’t important except as a backdrop against which Player Characters



perform heroic actions. This section describes a system to (relaivey) quickly determine the
outcome of afull-scale war that comprises anumber of battles. Aswith the quick resolution
systemn for sieges, detall and depth have been sacrificed for convenience and speed. It is
strongly recommended that the DM running the campaign use the results generated by this
system as a basis on which to build more textured descriptions of the events.

The system that follows breaks a full-scae war down into individua battles, and then resolves
the outcome of these battles. This has a number of advantages. Firg, it givesthe DM more
materia to work from when describing ongoing events.

For example, after determining the results of a battle, the DM tells his players that “ after some
initial success based on tactical brilliance, Furyondy’ s forces were beaten back by the sheer
numbers of the gnoll army. The human forces fought courageoudy, but were findly overrun, and
daughtered amost to a man. Thus ended the Battle of High Horn.”

Second, it makes it easier for both the DM and the players to figure out how and when the
PCs can get involved in the conflict and how they can make a difference to the outcome.

War in the Medieval Age

Today when we think of war, we probably picture maps of World War | or 11, showing
unbroken friendly and enemy lines with “no-man’sland” in between them. Although the idees of
afront line, defence in depth, breskthroughs, etc. are well ingrained in us thanks to war movies,
these concepts were unknown to combatants in the medieva period.

There were no firm boundaries between countries. Thisistrue in the typicadl AD&D game
worlds aswell. Take alook at the map of the FORGOTTEN REALMS® campaign setting, for
an example. Smilarly, there were no firm friendly or enemy lines. Armies met whenever and
wherever their commanders wished--and could engineer it--and fought there. A war in medieva
times comprised a number of disconnected battles, few rising above the category of skirmishes.
Wars of domination or subjugation were rare indeed. Most campaigns had very limited strategic
gods, and ended when one or other of the combatants was unable to continue or lost interest.
Wars rarely ended with an armistice or peace tregty; instead, they just trailed off, frequently to
brew up again in acouple of years or decades.

M anpower

When acommander in chief wantsto fight awar or defend the country, there' s one
important question that must be answered: where are the troops going to come from?
In feudal Europe, anumber of different sources were tried.

In the early feudd period, powerful people or inditutions, like the crown, nobles and
the church, who owned large amounts of land would “leass” dlotments of thisland to
othersin return for payment or service. This practice was caled “benefice” Initidly,
those granted benefice had to work the land and hand over to the landowner a portion
of anything produced on that land. In 730, however, during the administration of the
Frankish state by Charles Martdl, military service began to be required of benefice
holders in addition to other services and payments.

While accepting a benefice usualy entailed some form of military service, sometimes
the causality was reversed. For example, around 730 A.D., Charles Martel needed
troops, and so began recruiting able warriors. If these warriors would swear absolute
fiddity to him and become his vassal, Charles would grant them a benefice. Thisland



would be held by the warriors and their family so long asthey served Charleswell ina
military capacity. While this seemed like the idedl solution, there was a problem: the
number of troops that could be acquired by this method was limited by the amount of
land available for dispersd.

Other traditions arose that provided the state--in the person of the king or queen--
with troops. For example, each free household in the Frankish state owed the service of
one man with complete arms and equipment. Other countries recognized this as a good
idea, and made it their own. Military obligation became hereditary, providing the crown
with amass levy of free men in time of need. These free men would be obligated to
serve thair lord for tours of duty ranging from Sixty daysto sx months out of ayear,
depending on the country and the period.

There was a problem, of course. Complete arms and equipment, even for an
infantryman, didn’t come cheap. In the case of cavalry, acquiring a horse, lance, sword,
shidld and armor was well beyond the capabilities of a common free landholder. Also,
the skills needed to fight from horseback didn’t come easy, and required more time to
measter than afarmer or craftsman--no matter how dedicated--could devote. If the state
wanted aforce of well-equipped, skilled cavdry, it would have to find some way of
providing them with equipment and removing from them the obligation of working for a
living.

Thus emerged the knights. Knights were quite different from the mass levy. They were
elite warriors, maintained by the kings and great magnates, and they became the nucleus
of the aristocracy in many European lands. In addition to serving in the fidd, they did
duty as castle guards, in time of peace aswell aswar.

The system under which landholders owed the crown military service evolved further
under Charlemagne. Every able-bodied man who possessed twelve mans (arather
vague measure of land) had to own amail shirt and, when called upon for active duty,
must bring rations for three months and clothes for Six.

At least one mgor problem was never satisfactorily solved-the problem of training.
Pressing laborersinto military service and giving them swords didn’'t make them
warriors. They just didn’t have the skills and indtincts that could only be gained through
months or years of experience. Thus these peasant “soldiers’ were frequently little more
than “ cannon-fodder” when faced by tough, cynical, and competent mercenary troops.

It wasn't only kings who could raise armies through the granting of benefice, of
course. During the ninth and tenth centuries in Europe, many wedthy and powerful
lords--both lay and ecclesiastical--raised and maintained their own private armies.
Soon, the armies fielded by kings comprised mainly contingents of vassals commanded
by powerful nobles.

In Anglo-Saxon England, the king used another source of manpower. “Thegns’ made
up the persona entourage of kings, or of powerful landed magnates (who were cdled
“eorls’). These thegns, whether they owned land or not, owed their lords military
sarvice. Thisobligation arose from their pogtion in society, not from ther satus as
landowners, and so was different from the obligations owed due to benefice.

Kings and lords could--and did--also hire mercenaries (in England, these professiona
mercenary warriors were caled * huscarles’). These mercenaries were paid wages, and
were often alowed to supplement thisincome through looting.



By the twelfth century, knights and others who owed military service were looking for
ways to get out of it. Thus arose the practice of “scutage’: paying the liege lord an
amount of money to avoid military service. This payment was theoreticaly enough to
hire amercenary for the length of time the payer would have had to serve. By the reign
of Henry 11, therole of the paid soldier grew more important than that of the feuda
tenant, as more and more people paid scutage.

Knights paid scutage to escape castle duty, as well. These obligations ranged from
thirty to ninety days per year. Castle duty was more inconvenient than dangerous, and
rates of scutage were often accepted that were much lower than the cost of hiring
replacements. Thus many castles-even in militarily sengtive areas—-were |eft with
skeleton garrisons in peacetime.

Differencesin a Fantasy Universe

Of course, there€' s nothing that says countriesin afantasy milieu must use any of the
above techniques for raising troops, enterprising and crestive commanders can, no
doubt, devise other ways of acquiring the troops they need. In campaigns based around
massive warfare and eternal conflicts--orc hordes attacking an elven forest, for
example, or humans wishing to exterminate a colony of gnallsin the nearby hills-there
might be no need to persuade able-bodied warriors to join the fray; they might willingly
volunteer to do s0. The sameistrue in “defense of the relm” Stuations. No matter what
the circumstances, however, the questions that commanders must answer are Smilar:
where do | get the troops, how do | equip them, and how can | train them to work
together?

Warfare in a magic-sparse campaign world populated predominately by humans
would probably resemble historicd feudd warfare. In amagic-rich environment with
many fantadtical creatures, however, things would be quite different. William of
Normandy didn’'t have a squadron of griffon riders under his command, and the Battle
of Hastings would have looked different if he had.

Medievad commanders labored under the “fog of war” much more than did later
generds. Communication was sketchy at the best of times, and totdly unreliable during
acriss, it was aso limited to the speed of aracing dispatch rider. One can imagine a
messenger arriving with an order to cancel the planned advance, just too late to stop the
unit from charging into the jaws of death. Too, medieva generds didn’t dways bother
with reconnaissance or scouts, So their intelligence about enemy strength and position
was often somewhat lacking.

In afantasy campaign, many of these burdens are lifted. Spellcasters can provide
instantaneous communication-either through spdlls like message or by teleporting
directly to the recipient--as can magica items. Scrying spells and devices can give the
generd information about the foe dmaost down to the number of arrowsin each archer’s
quiver. Plus, flying creatures make exceptiona forward observers.

Conversdly, magic can add its own burdens. If you know that your foe has a high-
level illusonist on the payrall, you're less likely to welcome unexpected reinforcements
into your formation without some kind of confirmation first. Also, your advance might be
dowed dightly if you're never sure whether each copse of treesis actudly a unit of
heavy crossbowmen under a massmor ph spell. Hallucinatory terrain adds yet



ancther leve of doubt: isthat rolling meadow over there actudly Darkling Swamp...or
isthe map just wrong? It’'s obvious that magic smply replaces one form of “fog of war”
with another.

Fantastic creatures dso make a big difference. Historica commanders never had to
worry about attacks from the sky or from underground, and never had to face the fire
and terror of arampaging dragon.

Intelligent commanders will congder al these complexities as serious dangers to be
watched out for, but dso as potentid tools to be used in their own campaigns.

War Plans
Why do countries go to war? There are probably as many answers as there are countries, if
not more. Some examples of reasonable “causes’ are mentioned below:

Territorial

A country needs more land, or believes--for one reason or another--that a certain
area of land should be within its boundaries. (For example, a country believesthat is
“divinely destined” to possess a certain territory.)

Cultural/Racial
Thereis antipathy, based on culturd or racia grounds, between two nations. (For
example, orcs might attack a neighboring even homeand “just because.”)

Rdligious

A neighboring land worships a god totaly antithetical to a country’s dominant religion.
(For example, acountry launchesa“holy war” to sweep the “heathens’ from the face of
the earth.)

Just Cause

Thisincludes “wars of liberation” (where aforeign government is believed to be
oppressing its people), dignment-based conflicts (a country that is predominantly
Lawful Good invaedes a neighbor theat is predominately Neutral Evil), or cases of
“evening the score’ (a country atacks another in retribution for some redl or imagined
insult or injury in the past).

Mercenary
A neighboring country is wedthy--perhaps it has many natura resources-and is seen
as “ripefor the picking.”

Preemptive
In fear that a neighbor is preparing to attack, a country attacks first.

Defensive

Someone d<se is attacking the country and forcing the crown to defend itself.

These reasons aren’'t mutuadly exclusive, of course: there s no reason that asoldier on
a“mission from god” can't make some extragold pieces along the way by looting, and



once an invader has been driven out, it ssems only right that the fight should be taken
into the enemy’ s homeand just to teach him alesson. There might be other reasons that
don't fit into these categories, aso. For example, amilitary dictatorship might engineer
occasiond border skirmishes with a neighbor just to toughen up its troops.

It'simportant to know the real cause behind any conflict because it affects the
srategic goas and targets that each combatant goes after. For example, if a country
goesto war because its leader wants to regain a valuable deep-water port that was
captured by the enemy, the attacking army probably won't split its forces by launching a
rad on the enemy’sinland capitd. If, on the other hand, the war is rdligioudy motivated,
destroying the central temple in the enemy’ s capitd city would probably be akey god.
In both cases, the centra strategic goa of the country being attacked would be to repel
the invaders.

Strategic goas might be symmetrical. Take, for example, two countries who have
been vying paliticaly and economicaly for decades. Findly, they both decide to settle
the maiter once and for dl. Armies mass on either Sde of theriver that divides the two
lands, and the war is on. In such a case, each country has as agtrategic god to inflict as
much damage--and hopefully humiliation--on the other as possble.

Setting the Scene

BeforeaDM can start to determine the outcome of awar, he or she must decide
exactly what the war is about, and what the Strategic goas on each Sde are. The DM
must then figure out the number of troops that each side can commit to the struggle, how
quickly they can be mobilized, and what their level of kill and equipment is Thisiswhy
the information above about levies, scutage, mercenaries, eic. is sgnificant. The country
or race involved and the geographica Stuation might necessitate a certain baance of
troops. For example, anation of sylvan elves would probably favor horse archers more
than would a colony of dwarves. Otherwise, the DM must decide on a reasonable
balance of forces.

Recent history, palitical ambitions, relations between the two combatants, and the
cause of the war would have a great effect on the initid digposition of the opposed
forces. For example, if the tenson between two militaristically aggressive countries has
been running high for some time, both states will probably have armies massed near
their frontiers (or a least have made sure that their border towers or castles are well
garrisoned and supplied). On the other hand, one country might be totaly or partialy
unprepared for war, due to its own pacifistic policies or because the aggressor has
managed to avoid giving away itsintentions.

Now the DM must determine the Strategic gods that each sde will pursue. In the
example centered around the “liberation” of the captured deegp-water port, the attacking
country will send at least one army to destroy or rout the enemy troops holding the port,
while other troops are given the mission of cutting lines of communication and supply,
and intercepting reinforcements. In contrast, the country being invaded would so
position its troops as to protect or reinforce the port town’s garrison. A smart defender
might also send asmall force to flank the advancing attackers and play havoc with their
supply lines. In any case, wherever opposing armies meet, there will probably be a
baitle. Remember that smply inflicting damage on the enemy isavalid srategic god, 0



aforce might be dispatched to ambush an opposing force while on route.

Once the DM has determined the generd course of the war, and what each Side's
operationa objectives will be, the next step isto resolve the outcome of each individua
battle.

Battle Resolution

Many people tak of “the ebb and flow of battle.” In fact, of course, thisis't atrue picture.
As Clausawitz explained in On War, a bettle is more like a seady movement away from
equilibrium. In generd, the balance of battle will favor the srongest army, and will dowly move
from equilibrium in favor of the strongest force. This movement can be influenced by Strategic
and tacticd brilliance exhibited by individua commanders, by luck, and by such things as divine
intervention. In generd, however, the larger army will win the battle. Asthe saying goes, “The
battle isn't dways to the srong....but that' s the way to bet.” Thisisreflected in the following
sysem.

Battle Results

This quick resolution system is based on “battle turns.” Like “phases’ in Sege
determination, these are variable units of time; it'simpossible to state categoricaly that
“one battle turn is equa to 90 minutes.” Depending on the course of the battle, a battle
turn might represent anywhere from fifteen minutes to severa hours.

To use this sysem, the DM must roughly determine, usng the BATTLESY STEM
rules, the point vaue of the forces involved (this will depend on the issues discussed in
“ Setting the Scene’). The point value doesn't have to be exact. One forceisthen
labelled as Force A, the other as Force B. Each battle turn, the DM rolls percentile
dice. The result is modified depending on current conditions (see “ Battle Modifiers’),
then the result is referenced on the Battle Results Table (BRT) table below.

This table returns results in the form “Force A 5 points, morae +1; Force B 10
points.” These results refer to the casuatiesinflicted upon each sde. The number of
points specified in the result is subtracted from the tota point value of the corresponding
army. Note that the system doesn’t specify where or how those points are lost. The
forceisviewed smply asa“point vaue pool.” Thisis andlogousto hit pointsin an
AD&D game.

A result dso might specify morde effects. Before the battle, the DM must determine
the base level of morae for each force. Any morale modifiers are added to or

subtracted from the base morde.

Die Rall Result

0- Force A 25 points, morale -2; Force B 0 points, morale +1
01-10 Force A 20 points, morale -1; Force B O points, morale +1
11-20 Force A 15 points; Force B 5 points

21-30 Force A 10 points; Force B 5 points

31-70 Force A 5 points, Force B 5 points

71-80 Force A 5 points; Force B 10 points

81-90 Force A 5 points, Force B 15 points

91-99 Force A 0 points, morale +1; Force B 20 points, morae -1



100+ Force A 0 points, morae +1; Force B 25 points, morde -2

BRT Modifiers

Modifiersfdl into severd categories. Before consulting the BRT, totd up dl the
gpplicable modifiers-—-positive and negative--for both forces and apply them to the die
roll.

Force Size

The rdative Sze of the forcesinvolved in acombat is, by far, the most
important factor in any battle. While having alarger force does not ensure
victory, it dmost dways determines the outcome of the bettle.

Bonus/Pendty Specifications

-20% Force B isa least twice the Size of force A (in point
vaue).

-10% Force B is hdf again the Sze of force A (in point vaue).
+10% Force A is hdf again the Sze of force B (in point vaue).
+20% Force A is at least twice the size of force B (in point
vaue).

Special Forces & Equipment

Jugt asit isin sege warfare, the compostion of aforce is very important in
battle resolution. Modifiers taken from this table for force A are gpplied as
positive modifiers to the dierall, those for force B are negative modifiers.

Bonus/Pendty Specifications

+/-5 Force includes spell cagters of some type.

+/-5 Force includes highly magica or undead creatures.
+/-5 Force has bombardment engines of some type.
+/-5 Force has flying creatures or airborne units of some
type.

Supply Conditions

A unit which doesn't know where its next med is coming from will tend to be
less effective in combat. On the other hand, a force which has a solid base of
supplies on which to draw will bein better condition to fight.

Bonus/Pendty Soedifications

-10 Force A has been cut off from its supply lines.
+10 Force B has been cut off from its supply lines.
Morale

The base morde vaue for an entire force is the average of the mordesfor al
the units making up that force, adjusted for any modifiers gpplied due to the
BRT. Thefollowing chart gives the BRT modifiers based on the current morae



of the various sdes. When goplying the morae modifier to the BRT roll, add the
bonus for force A’s morae and subtract the bonus for force B’s morae.

For example, if the morale of force A is*“steady” apply a+5% modifier to the
roll. If the morae of force B is“dlite’, apply a-10% modifier to theroll.

Note that the vaues for “unrdiable’ or “unsteady” troops do not follow the
above logic. Modifiersfor such units are reversed. Thus, if force A is
“unsteady”, subtract 10 points from the SRT roll.

Morale Class Bonus/Pendty
Unreliable (4 or less) 20%
Ungteady (5t0 7) 10%
Average (8 to 10) Nil

Steady (11 to 12) 5%

Elite (13 to 14) 10%
Champion (15 to 16) 15%

Fanatic (17 to 18) 20%

Fearless (19 or higher) 25%
Command

The competence of the individual commanders will have a huge effect on the
outcome of any siege or battle. For this quick resolution system, the level of the
commander will be the key factor in deciding his or her ability.

To determine the command modifier, subtract the level of the less experienced
commander from the level of the more experienced one. For every two levels of
difference, apply a 5% modifier in favor of the more experienced commander
(thet is, aminusto theroll if force B’'s commander is more experienced and an
addition to
it if the leader of force A has superiority).

Thus, if an army of orcs headed by an 8th level commander (force A) is
atacking alegion of eves under the command of a 12th level even king (force
B), the dven defenders have a 10% bonus which is reflected by a-10% to rolls
on the BRT.

Morale | ssues
Morae pendties applied through combat results can remain in effect for a number of
days. The force' smorae increases by 1 point per day, until it reachesits normd level.
Thus, it can take quite some time for atotaly demordized army to regain itswill to fight.
In contrast, morale bonuses applied through combat results remain in effect for the
day of the battle only. The next morning, the force smoraeisa its normd leve.

Quitting the Fied

When an army is reduced to 40% or less of itsorigind point value, and at the
beginning of each subsequent turn, it must make a check againg its current morale on
1d20. If theroll isequa to or lower than the force' s current morae, the force staysin
the fight. If, however, therall is grester than the force' s current morale, the force triesto



quit thefidld. Also, if a any time aforce’'s morde drops below 7, it tries to quit the field.

The opposing force now has two options. It can let the enemy leave, in which casethe
two armies separate with no further hodtilities. This doesn’t mean thet they can't fight
each other again when they’ ve been reinforced, of course. It could instead pursue the
fleeing force and try to eradicate it once and for dl. A force that is attacked whileit is
trying to quite the field suffers a 35 point modifier to the next die rall on the BRT. If the
quitting Sdeisforce A, thisis anegative modifier, otherwise it is a postive one.

Each turn, the fleeing force makes a check againg its current morae on 1d20. If the
dieroll isequd to or less than its current morae, the entire force rdlies, and the 35 point
pendty islifted; if the dieroll exceedsits current morae,the force continues to suffer
under the 35 point pendlty.

Note that it's possible for both forces to quit the fiedld smultaneoudy. In such acase,
both forces have one single die roll on which to rdly. If neither does so, the battle is at
an end; if one does, it has the choice of pursuing the enemy or not.

A force can quit the fidd voluntarily a any time.

Campaign Victory--Winning the War

During the feuda period, many countries were a war for extended periods of time. They
weren't fighting continuoudy, to be sure, but neither were relations good. For one reason or
anather, one country would launch a campaign againg the other-frequently without any officia
declaration of war. The campaign, often composed of gpparently unrelated battles, would
continue until one side or the other had achieved its Strategic objectives, or no longer had the
stomach--or the resources--for the conflict. Then conditions would settle back to their normal
level of distrust and tenson. This latter Stuation was more common than out-and-out victory.

In game terms, one sSde “winsthe wa” when it has achieved dl or mogt of its Strategic goals.
This, of course, is up to the DM to determine, and depends on what those strategic gods are.
Using a previous example, once the attacker has retaken its captured port town, it has achieved
its strategic objective and has no reason to continue fighting. A sensble commander won't push
his or her luck, and will stand fast, reinforcing the town to prevent its reconquest.

Not many wars proceed to total victory, of course. One side or the other usualy runs out of
resources, or is so badly roughed up that it sues for peace.

Suing for Peace

Dungeon Masters can use adie rall to decide when a particular sde loses the will or

ability to fight on. There are severd conditions that will trigger thisdierall:

* 50% or more of troopsin the field have been diminated.

* Capital or seat of government is surrounded or besieged.

* 10% of civilian populace has been dain.

* Civilian populace is undergoing severe hardship (terror tactics, Starvation, and so
forth).

If the DM decides that one or more of these conditions gpplies, the dierall is made.
Should the country pass the die rall, its forces fight on; the roll is repeated each
subsequent week, however. If the country failstherall, it sues for peace.

Rall 1d100, and modify the roll depending on the current conditions (see “Modifiers’
following). If the modified die roll exceeds 50, the country’ s forces fight on; otherwise,



the country sues for peace.

Modifiers
The following modifiers are gpplied to the die roll whenever a country consders suing
for peace.
Bonug/Pendty Spedifications
+15 More than 50% of the enemy troops in the fild have been
eiminated
+10 Predominant dignment is Lawful
+5 Predominant dignment is Evil
+5 For each mgjor strategic god that has been achieved
-05 Sesat of government is surrounded or under Sege
-10 Predominant aignment is Chaotic
-10  Country isruled by an autocrat, dictator, or other “strong man”, not by popular
government
-20 Country isruled as above, but ruler has been killed during the
combat

When a country sues for peace, it tries to negotiate the best terms possible with the
enemy. Depending on the relative strengths and positions of the two combatants, this
can range from an equitable compromise (“We Il both go back to our origina borders
and cdl the whole thing quits’) to humiliating oppression (* Each able-bodied adult must
work aterm in our mines, you are forbidden a standing army, and your ruler must
receive gpprova from our king before making any mgor policy changes’). The DM
must decide what the outcome will be, depending on the persondlities, politica systems,
and such involved.

Notethat it's possible for both combatants to sue for peace smultaneoudy. In such a
case, an equitable compromise is the most likely outcome.

The above system isincluded for completeness only. Full-scale warfare has too
ggnificant an effect on acampaign for the results to be Ieft totdly up to adieroll. DMs
will probably have some dramatic purpose in mind for the war, or they wouldn't have
darted it (or, more precisely, they wouldn’t have given mgor NPCs the motivation and
opportunity to start it). This dramétic purpose will probably carry over into the eventua
outcome.

For example, if the DM wants to embrail the PCsin an underground resistance
movement, with al the opportunities for heroism and intrigue thet entails, then the PCs
country should lose the war, no matter what the dice may say. A good DM will usethe
sege and battle resolution systems above to help flesh out a story line, not to replaceit.

Character Involvement

Wars, by definition, are conflicts between states and political systems, clashes between
multiple armies involving thousands to millions of troops. How can individuds affect the outcome
of awar?

In many ways. In thered world, an individud precipitated World War | with asingle pistol



shot, by daying Archduke Ferdinand in Sargevo in 1914. A smadl body of disaffected German
generds could possibly have hastened the end of World War 11 if their assassination plot against
Hitler had succeeded. In the same era-admittedly in awork of fiction (The Eagle Has
Landed)--Lieutenant Kurt Steiner could have dtered the course of the war had he succeeded in
his attempt to kidnap or assassinate Winston Churchill.

On agndler scde, acts of individua heroism can have great effects on the fidld of bettle.
Commando raids can sabotage equipment or destroy supply depots. Spies can gather
intelligence that will warn their superiors of the enemy’s plans, or discover wesknessesin the
enemy’ s deployment.

In afantasy world, the options are even wider. A single character can cause great changes by
smply destroying or capturing a powerful magic item. A wel-timed illusion or suggestion
could goad an enemy commander into making arash decision, or a least hesitating before
making a move.

In any battle or campaign, there are certain turning points, the points that are hashed over so
often in the history books. It's a these crucid “what-if” points that individual PCs can have a
sgnificant effect.

Inanindividud battle or sege, these turning points most often come down to timing. (“If the
attack islaunched immediately, the defenders rankswill il be in disarray after repelling that
lagt charge; if the attack is delayed by only afew minutes, the defenders will have timeto
regroup.” “If ahandful of troops can defeat the garrison memberstrying to close that gate, the
army can gain entry to the castle.”) Here PCs can dter the course of the battle, by distracting
the commander--with magic or persona combat--or by performing acts of individua heroism.

Battles also often revolve around individuals and persondities. A Chaotic army held together
soldy by the indomitable will of its commander will hestate and possibly collgpse should that
commander be eiminated. A prideful, arrogant officer might be goaded into doing something
foolish by the jgping of abard. A commander might hesitate overlong before making the fina
chargeif he sees what looks like aloved one among the enemy’slines.

Full-scale wars, too, can revolve around individuals. A charismatic leader might be able to
persuade a country to enter into awar that would otherwise be unpopular (or adictator might
force the populace into it). Decreasing thet leader’ s influence would significantly lessen the
country’swill to fight. This decrease in influence could take many forms, ranging from
assassination or capture to public discredit and humiliation. Alternatively, aleader of conscience
might be persuaded--either by
word or magic--that the whole war isabad idea. A handful of crestive PCswould be the best
force to undertake tasks like these.

Espionage and intrigue offer great opportunities for player involvement. Whether it involvesa
couple of thieves sneaking into an enemy command post a night to “liberate” the battle plans for
the morrow, or a handful of disguised warriors trying to enlist with the bandit horde to overhear
their battle plans, espionage can be tense and exciting.

On the operationd level, too--which is between the scope of battle and war--PCs could have
adggnificant effect. A handful of motivated warriors could destroy important supply depots or
centers of communication, playing havoc with the enemy’ s ability to wage war.

AsDMsplot out the dramatic story line that “drives’ the war, they should dso plot out a
number of sgnificant turning points. These can then beinjected (subtly) into descriptions when
the players want to know how the war is going. Smart players will pick up on these turning



points, and their characters will get involved, perhaps dtering the course of history for decades
to come.



CHAPTER 9: GENERIC CASTLES

In The Campaign Sourcebook and Catacomb Guide, we presented the reader with a number
of generic dungeons. Each of these was presented in a manner that made it easy to take one of
the maps sraight from the book and flesh it out for usein an AD&D game.

In the fallowing section, we will do much the same thing. Each of the generic castles that
follows can serve as an example of castle design techniques for the novice architect or asa
ready-made keep to house an important NPC. Similarly, any of these structures could readily
be converted into a dungeon setting with the gpplication of alittle imagination and some dark
magica spells The information given with each of the generic castle mapsisfairly basic, they are
intended to be customized to fit into your AD&D game campaign.

Cyclops Tower

Cyclops Tower isa*“shell keep.” In the dtrict sense, this term describes a large tower, of
which the outer wal (the shell) is of thick masonry, while the inner wals are of wood or light
masonry. Cyclopsis a stone shell with wooden inner parts. If destroyed by fire, only the “ shell”
of the tower would remain.

One would encounter a building like Cyclops under three different circumstances. Fird, it
could be thefirgt building planned on a ste. Castles were often built in stages, sometimes over
generations (the Tower of London isagood example). Cyclops Tower would then be followed
by the inner bailey with its curtain wal and buildings, and findly the outer baley. A character
with limited funds could thus build on a pay-as-you-go basis. Second, Cyclops could be the
only building built on the site, funds having run out, and the owners making do on a permanent
basis with what' sthere. Third, the larger castle could have been destroyed by assault or fire,
and not immediately rebuilt. Later occupants (awizard, athief, aknight) might restore the shell
keep only, as sufficient for their needs.

This keep would begin as amotte and bailey sort of arrangement, the dirt from the wet moat
being used to raise the mound (motte) around the base of the keep. It is placeable dmost
anywhere. There is only one door to the keep and a bal cony overhead helpsto defend it. Once
through the door, a machicolaion (murder hole) from above, and arrow loops from within,
hinder further progress. The entrance way immediatdly turnsleft and goes up adair built into the
tower wal. Note aso the midden, with its hatch. This cesspit must be cleaned out occasiondly,
and S0 egressis provided. Thisis not mere offengve detall. The castle of Chateau Galllard was
reputed to be untakable. The king of France besieged it, and findly took it by excavating its
middens.

Foundation

1. Cdlar. A spira dtaircase leads to the upper floors and awell here provides water.
The ceiling is composed wooden planks over joists, and is dso the basement floor. A
gtone pillar in the center of the cellar branches out to form four supporting archways.
This areawould be used for storage of the many items the inhabitants of the keep would
need.

Basement
2. Armory. This room provides storage for wegponry, aswell as a place to repair it.



Three arrow loops guard the entryway. A door to the Centrd Well of the keep is here
(see 6, below).

3. Barracks. Five sets of triple-stacked bunks provide deeping space for 15 men-at-
ams. A fireplace provides warmth. A window looks out into the Centra Well.

4. Soldiers Day Room. A generd ditting area, with atable and some chairs, €ic.

5. Undesignated. This area could be made over to provide further living quarters,
more storage, or even aprison. Thereis no fireplace, so heat would come from
braziers. There isawindow to 6, but this could be removed or barred.

6. Centrd Wdl. Thisgloomy areais open to the sky, and lets some light from above
seep down into the keep. Windows surround its walls. The only door isfrom the
Armory. Thefloor isdirt (it'stoo gloomy to grow grass) over the masonry of the centra
pillar of the Cdlar.

Firg Story

7. Hdl. Thisareais the entry from the outsde door. It is a so the place where people
meet and edt. It is heated by two fireplaces. A danted window shaft (barred on the
outer end) provides some light, as do the two windows giving out onto the Centrd Well.
Off to one end is an acove, with amurder hole directly above the doorway. Flanking
the murder hole are (on one side) a portcullis, which can be dropped down through a
Sde opening to bar the entryway, below, and (on the other side) the winch which
operates the portcullis. In case of overcrowding, servants or soldiers would deep in the
hall.

8. Anteroom. Thisroom is a place of waiting (for the hall), and dso atrandt area
between the hdl and the spird gair. Cabinets to hold chinaor linenswould be here, as
well as the odd bookcase or trophy. A side door leads to a garderobe.

9. Kitchen. The kitchen has asingle large fireplace for cooking, and a barred doping
window sheft for light.

10. Bacony. Aswell as being a pleasant place to sit on a sunny day, this bacony aids
in the defense of the outer door.

11. Women's Solar. A nursery, sewing, or spinning room. An acove alows access
by ladder to atrgp door in the calling.

12. Bedroom. Possibly the master bedroom, a canopy bed would be here for the
Master and Mistress, with children and servants deeping on trundle beds (beds stored
during the day under the big bed) or mattressesin the same room.

13. Men's Solar. An office, study, or the like. A window segt is here, aswell as dairs
down and a garderobe.

14. Second Bedroom. Thisroom isvery much like 12, above, but is not as well
furnished.

15. Roof. A trap door gives access to the roof. Sate covers the masonry, while the
wooden inner building is covered with a circular doping roof of thatch. Crendated
battlements circle the roof.

Bremberthwaite Manor
Bremberthwaite isasmdl fortified house. As such, it has only room for one family, if we think
in terms of amodern family’s use of space.



However, medieva people lived under much more crowded conditions. This manor house
would shelter the family of aknight or minor lord, severa house servants, and aretinue of
maybe half a dozen men a arms, who could aso help out on the estate when not engaged in
warfare.

As such, the Master of Bremberthwaite would be seen as at the bottom of the pyramid of
subinfeudation. This was the process of greater lords granting smaller estates to lesser lords out
of thar lands, in exchange for military service when caled upon.

The Houseitsdf isnot dl thereisto the manor. There would be fields associated with the
house, and perhaps a village. Various wooden farm buildings (in some of which serfs dept with
the animals they tended) would be around the etate. There would certainly be awell or spring
for water very nearby. A diligent owner would encircle the Manor House with awal: awooden
palisade, perhaps, or even astone hedge; thus a smdl castle would come into being with the
enclosure of the bailey.

On the other hand, we could aso see Bremberthwaite as a house taken over by anon-
warrior. Asasmall estate left by itslord (who has gone on to greater things) the keep could be
left in the charge of asteward or even sold. Likely new owners might be a Master Thief looking
to move up the socia scale, a mage looking for a secure home that does’t require a huge steff,
or even a priest--the manor house could be made over into a house of worship or small
monagtery with little effort, a least until better things were affordable.

For its Sze, Bremberthwaite is a secure little keep. The one door is well secured, and the
roofs of the hdl, tower, and Sair turret are battlemented. In a pinch, amuch larger population
(i.e, that of the whole estate) could withdraw into the house for protection.

The great window of the hall and the first story window-segts pose problems, as they are very
near the ground. The great window could be broken; the window-seats could be climbed into.
However, dl the window-seats can be shuttered and barred. One could design shutters for the
great window, but thisis unnecessary trouble. Positioning the window-end of the House by a
dope makesit harder to enter through a broken window (although missiles could il enter that
way).

Built into the walls are a midden (basement level) and a cigern (2nd story). The middenisa
medieva cesxpit, into which the two garderobes (medieva privies) empty.

It is entered by an exterior hatch, and must be cleaned out every couple of years, a minimum.
The cistern isawater tank collecting rain water through a screened drain on the tower roof. In
case of emergency, thisisthe tower’ sonly interior water supply. Figuring itssize a roughly 3
wide, 12" long, and 9 high, itsvolumeis 324 cubic feet, or about 2,424 galons. In the case of
sudden attack and sSiege, assume that there are (1d12+12) x 100 gallons on hand. On strict
rationing, each person will use 1 gdlon of water per day for dl purposes.

The door has asmall portcullis hindering access to the wooden door, which can be barred.
The basement tower windows are smdl, high up openings, with permanent metd grills set in the
masonry. They are a the top of doping window shafts that bring light into the tower.

Map Key

1. Lower Hdl. As one enters the hal, there is a candle sconce by the door on one's
left, next to awooden wall. Pegs for hanging clothing are dong that wal, and amirror
(metd or glass) hangs by the open doorway at the end of the wall.

Opposite the doorway is a hanging tapestry, attempting to cut down on the draftiness



of dl medievd buildings. Immediady to the right of the doorway is an inglenook: an
enclosed bench, with rugs and cushions within, designed to catch the warmth from the
fireplace, and keep it from being diss pated.

There are two large fireplaces flanking the hall. Also facing the fireplace on the door-
ward Sdeisalarge amchair. Behind it on the outsde wall is a cabinet (hutch) holding
various codly things (such asthe lord' s drinking horn). In front of the other fireplaceisa
long table with benches dong the sides, and two wooden upright chairs at either end.
For further details see room 7. It would not be unusud for the men at aamsto degp in
the Hdll.

2. Kitchen. A large fireplace isin the end wall, flanked by shelvesfor cooking gear. A
round table and couple of chairsisin the center of the room (here the cook holds
court). A work table stands opposite. Built into the tower wall by the door isa stone
snk, with piping coming down from the cistern above. A vave turns the water on and
off. If left open, the entire cistern would drain into the kitchen (quite amess). A three-
legged stoal Sts by the hearth. Various drying herbs and vegetables hang from the
rafters, which support a ceiling about 15 above the floor. In a pinch, kitchen servants
would deep in the kitchen, leaving room 4 (see below) available for more important
folks.

3. Storage. The basement of the tower has afireplace, and could be used for many
things. However, someplace hasto be set aside to put everything: crates, boxes, kegs,
sacks. The spird dtair begins here. A secret door is built into the hal going to the dair,
leading back into a small passageway. A locked door there closes off aroom labelled
“V”, for Vaullt.

4. Servants. Thefirg story tower room is a pleasant, well lit room. There are two
window sedts, afireplace, and a garderobe; a curtain hangs before the hdl to the air.
A couple of three-legged stools and a wooden couch are by thefire.

Clothes presses are by the opposite wall. Four beds (deeping up to 8 servants
without being considered crowded) are here, with night tables between them. A small
round table with a couple of chairs completes the furniture.

5. Bacony. Thisisthe sitting room of the manor house. Thereisawindow seat here,
aswell as afireplace with two chairs and a bearskin rug in front of it. A desk and chair
face the outsde wall, next to a hanging tapestry on the tower wall. A candle sconceis
by the door. A table and chairs are in the center.

One can stand by the bacony rail, and look down into the hall.

6. Winch. This small bacony leads to the winch, which operates the portcullis.

7. Upper Hall. The hdl istwo gstories high, and this arealis open ar, showing what
hangs above the heads of those standing in 1, below.

Two large chanddiers give light to the area. An ek head is displayed over one
fireplace, shidld and banners over the other. A 15 diameter round window pierces the
end wadl a thislevd. Thisisthe only glasswindow in the house, and it is quite a
showpiece, made of stained glass.

8. Bedroom. Thisis the master bedroom of the house. A canopy bed for the master
and migress is here, with dotted lines showing that benegath the bed could be alarge
chest for treasure, or atrundle bed for children. The walls are hung with tapestries.
There is a garderobe, two window-seets, and afireplace. A largerug isin the center of



the room. Two chairs, asmall table, and afootstool stand before the fireplace. Two
clothes presses and a desk and chair set complete the furnishings.

9. Roof. A pitched timber roof coversthe hall. A battlemented walk surrounds the
edge, with corner bastions built out upon corbels.

10. Tower Roof. A conical timber roof covers the tower. A battlemented walk
surrounds the edge. Note that opposite the chimneypot on one side is the collector-pipe
for the cistern on the other sde.

11. Turret. The spira staircase endsin aturret. As designed, thereisno door. Ina
norma medieva building, there would be no need. However, in afantasy setting, where
flight is possible, thisisawesk point in the defenses. The battlements are built out upon
corbels.

12. Turret Roof. This conica roof covers the Staircase top.

Kinniver Cagtle

Thelargest and most complex of the castles presented in this book, Kinniver looms over the
gpproachesto agreet city: aroya capital, perhagps. Certainly only the greatest of lords could
afford to build and maintain the place. Asit is, Kinniver isthe sort of castle which would be the
prime sest of some mighty government. Other government buildings would exigt in the city,
including military ingalations. However, Kinniver would be the home of the royd family and the
base for the king' s elite guards.

Most probably, it would take many years for Kinniver to reach its present state of completion.
A firgt donjon and pdisade would be erected on the highest point of the idand when the capita
was young, and further works would be added as the city (and the royal power) grew.

Aswefind it now, Kinniver sorawls over most of alarge idand situated dightly off-center in a
large river. The main channd of the river isfarly shalow, and has some dangerous rocks,
meaking the deeper, narrower side channel the better bet for navigetion. That Sde channd is
spanned by afortified bridge, which arches over the center of the flow, alowing smal shipsto
pass undernesth. The city is surrounded by awal, though the population (especidly adong the
riversde) is spreading out beyond the wall’ s protection.

The basic design is of three baileys, arranged in line. In addition, the dope of theidand alows
each st of fortifications to guard and reinforce those below it.

The Wharf area gits outside the castle proper. The Lower Balley isthe main entry point from
the city. The Middle Bailey provides another gate for making sorties, aswell as afurther saging
areain the event the Lower Bailey istaken. The Upper Bailey aidsin the defense of both Lower
and Middle Baileys. The Citadd is amoated keep at the highest point of the idand. The
Watergate is afortified postern.

It should be noted that usng adesign this complex in actud gaming is difficult. One cannot
show dl the rooms of the cadtle, only the buildings. In addition, because of the hilliness, not dl
floors are on the samelevel. To help with reading the map, a generdized devation, showing
certain main buildings, together with water line and ground leve, is given.

Castle Layout

1. Wharf. These are the government docks. Mot trade on the river ties up at the city
docks across the river, but policing the traffic is the function of the locd authorities. The
wall between 3 & 23 isone gory tal (15 to the wal wak plus battlements).



2. Jetties. These two jetties function as breskwaters, to shelter the wharf. They are
stone pathways with low parapets. 2ais reached viathe Breskwater Tower (9); 2bis
reached via steps surrounding the Downstream Tower (3).

3. Downstream Tower. A 2-story tower (Basement, First Story, and Conica Roof
with battlements). Ladders and trap doors alow movement up and down.

4. Tavern. A typicd grog shop, if somewhat smal. A place for merchants and
boatmen waiting on the customs officids and guardsmen off-duty to loiter.

5. Dock Authorities. A tollhouse. The Harbormaster (for both sides of the river)
would have his offices here.

6. Lower Balley. Thisareais generaly duttered with Sege machinery, wagons,
livestock, and what-have-you. Most locas never get further in, so they conduct their
business here. Most equipment used in warfare is needed beyond the castle, so thereis
no point in taking it higher up theidand. The walls are one gory high, as per the wharf.
Behind buildings 12 & 13 isaline, which represents ground too steep to build upon.
Similar lines show in other areas of the cadtle, and stand for the same thing. Using
contour lines (as on atopographica map) was congdered, but makes the find cagtle
design too cluttered.

7. Bridge Gatehouse. A formidable obstacle. 7aand b are the two U-shaped towers,
with 7c the passageway between them (note that there are aso two portcullises, two
gates, and two murder holes). 7d is the drawbridge connecting the gatehouse to the
bridge across the channdl, 7e. The passageway through the gatehouse dopes up. Trap
doors lead down into adank cellar. The basement is a bridge level. Thereisafirs
gtory over that, and a battlemented roof with long, pitched timber roofs.

8. Wharf Gatehouse. Similar to 7, but smadler. Thereisno cdlar.

9. Breskwater Tower. Similar to 3, above.

10. Stable. One and a hdf stories high. Horses and a coach are kept on the ground
floor (basement); a half loft above stores fodder and deeps odtlers.

11. Lavabo. A one-gtory stone building, with sinks to wash in and a cluster of
garderobes.

12. Barn. A two-story barn. The upper level isfor storing sacks of food, hay, etc.

13. Barracks. About 80 soldiers could be accommodated here, plus their cook, etc.
Thereisacdlar undernesath the building, where the company mess and storage would
be; the basement and firgt story are living quarters.

14. Workshops. Simple one-story wooden buildings, these are for the master
craftamen of the castle like the smith, armorer, mason, and carpenter.

15. Upstream Tower. As 3.

16. Postern Tower. As 3.

17. Pogtern Door. Thistight door alows egress from the cadtle, but istoo smal for
assault. It isaso placed in avery narrow, high place.

18. Watergate Peth. This narrow path winds down to the Watergate, where aboat is
usudly kept.

19. Middle Bailey. Note that walls of the Middle Balley are higher than the lower
walls. These are two gtories high (30" to the wall walk, plus battlements). The middle of
the bailey is kept clear for exercise for both man and beast. A tilting path could be put
here. Military drill isheld here. A parade ground could aso be made of it.



20. Gate. A smple gate, but flanked by strong towers. Please note that 42 cannot be
entered from the Middle Bailey. Control of the gete is therefore the duty of troopsin 21.
Thereisawal wak on the first sory, above the gate.

21. Middlegate Tower. Given over mostly to storage and guarding the gate, this tower
has a celar, a basement (gate level), afirg story, a second story, and aconica timber
roof with battlements.

22. Barracks. Smilar to 13, except that in addition to cdlar, basement, and first story,
this building has aflat roof, which can be used for exercise and swordplay.

23. Guardhouse Tower. This tower would congtitute the headquarters for the guards,
and dso the prison for offenders among the soldiery. It has cellar (lockup), basement
(office), first & second stories (HQ), and conical roof with battlements.

24. Living Quarters. Thistwo story building has a basement and firgt floor (but no
cdlar) and providesliving quarters for many of the castl€' s residents.

25. Downstream Gatehouse. As 8, but with 3 stories (a basement plusfirst and
second stories) and roof.

26. Storage. One story building for keeping supplies and tools.

27. Bastion. A U-shaped Bastion and non-enclosed U-shaped tower. Ground level is
two stories high. Wall walk level is covered with afloor. A catapult is mounted here, to
command the downstream approaches.

28. Living Quarters. As 24,

29. Whitewater Tower. So cdled for its view of the rocky main channel. This tower
has a cdllar, basement, first story, second story, and roof.

30. Storehouse. A one and a hdf story building, with stuff stacked al the way up the
gdes and inthe middle.

31. Upper Bailey. Wdlstwo gtories high, asin the Middle Bailey. The grassis tended
well here, flowers border the walks. Thisisthe State House part of the castle.

32. Upper Gatehouse. Largest of the gatehouses, but smilar to them al. This structure
contains a cdlar, basement (gate leve), first story, second story, and roof.

33. Wdll. This area serves as awater supply if accessto the river is cut off.

34. State Apartments. Living quarters for the royd family and state guests. This
building has a cdllar, basement, first story, and second story. The roof is pitched and
made of date.

35. Annex. Living quarters for servants, kitchen help, and such. Asarule, as many as
34 persons might be dept here. Thereis a cellar, basement, and first story.

36. Chapd. A large U-shaped tower, typical of medievd times. The cdlar isthe
Crypt, where the roya tombs are. The basement leve is the Chapel proper, while the
first story has a balcony in back, with galleries above the aides. The second story has a
smal bacony in the rear, with a clerestory walk aong the sides (a narrow walk aong
the tall glass windows). The clerestory alows access to the bailey wall. Theroof isa
long, pitched timber affair, with rounded ends, surrounded by battlements It can be
reached by the spird staircase running from crypt to roof.

37. Warden's Tower. The chief upstream-looking tower, this aso governsthe
Watergate approach. It is set very deep in the earth. The lowest floor, known as the Pit,
isadungeon, and above that is the sub-cellar (guard room). Further up isthe cdlar,
then the basement (at ground level), and first & second stories. The roof isflat, and



hogts artillery to command the upstream approaches.

38. Forebuilding. This building allows access to one of the drawbridges which leads
to the citadd. It contains sairs and small offices for roya clerks. A cdlar,basement, and
first story (bridge level) make up this structure which is topped off by a pitched roof
surrounded by battlements.

39. Lavabo. This washroom and garderobe area has two stories, abasement and a
first floor, plus aflat roof, alowing access between 38 and 40 on dl levels. Middens are
carved into the rock, below, and accessis from the Lower Bailey for cleaning.

40. Greet Hdll. The cdlar beow thisareaiis for food storage. The basement leve has
the main dining area; court is aso held here (note the dais here). Dashed lines represent
the firg story, a bacony, with gdlery running al around the hal. The roof is pitched,
with battlements. Access to the roof battlementsis from Baley Wall.

41. Entry. Thisisaone-sory high entry hall.

42. Kitchen Tower. Thisareais used for food storage, brewing, living quarters, etc. It
has a sub-cdllar, cdlar, basement, first story, second story, and a conical roof with
battlements.

43. Kitchen. Thisarea has only two leves, a cdlar and abasement. The roof dopes
down from the wall.

44. Kitchen Annex. The cdllar is used for storage, the basement is both an office and
living quarters for the master cook. The roof dopes down from the wall.

45, Citadd. This structure isthe chief stronghold for any attempt at alast-gasp
defense. State prisoners are sometimes kept here instead of in the Warden's Tower.
Thereisan armory, and severd state gpartments. A pier between 45 and 38 supports
the ends of two drawbridges, which aone supply accessto the tower. The building
congsts of asub-cdlar (with an auxiliary well), cdlar, basement, as well asfirst, second,
and third stories. The building is covered by a conica roof with battlements (reached by
ladder viaatrap door). Stairs are interna with no supplementary tower. Note that the
Citadd has the mogt floors above ground; it dso Sits on the highest leve of the idand.

46. Watergate Pogtern. The basement level isthe gate. Thefirst story isaflat,
battlemented roof for defense.

47. Ramp. Thisisalong and battlemented walk.

48. Watergate Tower. This square tower isthe only means of direct accessto 47.

49. Watergate Pool. This small dock serves as alanding areafor one or two boats.
Fast messenger boats or royal pleasure craft are kept here. This also provides a means
of hustling dangerous prisoners into custody: persons who must be transported without
ruckus can be brought into the castle this way without landing, or going through crowds.

50. Secret Passages. Benesath the crypt is an undercrypt which has been roughly hewn
from the rock. It isabout 15 in diameter. Access to the undercrypt is through afase
tomb. Four passages lead away from the undercrypt. The first goes to the cdllar of the
dtate gpartments (34), entering through an unused fireplace. The second goes to the
sub-cellar of the Warden's Tower (37), viaa secret door. The third goesto the sub-
cedlar of the citadd, viathe wdll (about 5 down the wel shaft), which has handholds for
climbing out of it. The fourth goes down to the Watergate Pool (49), and endsin asmall
chamber with adiving well. Diving down about 9', swimming forward about 9', and
then up about 9', brings one to the surface of the pooal at itsinner end.
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