Siege Scenario – Once More Unto the Breach!
After weeks of siege and pounding the castle with cannon and artillery, the besieging army have managed to break down a section of the walls. As the defenders desperately rush to defend the breach the attacking general rallies his troops with a heroic speech and prepares to storm the defences in what might prove to be the decisive moment of the siege.
Prepare your forces
Decide which player will be the attacker and which will be the defender. The defender choses an army with two thirds the points limit as the attacker (for example, if the attacker spends 1500 points the defender would spend 1000)
Place Terrain
Place a castle wall across the table in a line 12” from the centre line. In the middle of the castle wall there should be a 12” gap representing the breach. The gap is considered difficult terrain (representing the rubble and shattered masonry where the wall once stood). The wall may have up to four towers along its length.
Then, place other terrain in a mutually agreeable manner. 
Set Up
The attacker places their entire army first, no closer than 24” to the castle wall. The defender then places their entire army, either on or behind the walls (see special rules for walls and towers below). The attacker gets the first turn.
Objective
[bookmark: _GoBack]The attacker must try and get as many units inside the castle as possible. The defender must keep them out. At the end of the game, add up the total number of points for units on wall and towers and inside the castle. The winner is the player with the highest total.
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Special Rules 
Walls
Walls are considered impassable terrain from the outside of the castle in this scenario. The attackers are assumed not to be carrying specialist equipment like ladders and grappling hooks as they are focussing in storming the breach. Walls cannot be damaged or destroyed during the course of the battle.
Infrantry Troops (10) and Large Infantry Regiments (3) may be placed on the walls (other formations are too large to occupy the restricted space). Units on walls will receive a -1 to hit from shooting from outside the walls, but receive no such protection from shooting from inside the castle. 
Units move along the walls using the ‘sidestep’ movement order only, and may use ‘change facing’ to turn and face the inside of the castle.
Units may leave the castle walls by using an ‘advance’ or ‘charge’ order, assuming they are facing the inside of the castle. Units may climb up onto the walls from the inside of the castle using an ‘advance’ order.
Units inside the castle may charge units on top of the walls. If they do so, it will count as a hindered charge.

Towers 
A single war engine or hero may be placed on top of each tower. Placing a unit on top of a tower confers cover, but the only movement order they can be given is ‘change facing’. Units on top of towers may only be attacked with shooting or by flying units.
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