INTRODUCTION

KINGMAKER simulales the Wars of the
Roses. the penod of sparadic Civil War in
Ergland hetween 1450 and 1490. Ruled by
a wrak and menlally unstable king, Henry
VI, demoralized by defeal in France al the
end of the Hundred Years War, and
encauraged by the ambiuons ol Richard,
Duke of York, and his sons; the couniry’s
Noble families used their (arge privale
armies in aitempts to gain contral of (he
government Osiensibly a continualion of
the filty year old struggle between the royal
houses of Lancaster ang York (ihe redrose
and the while rose), the Wars were in
aclualily a series of bloody power struggles
between factions of self-intérested Nobles

The game is based on (he premise (hal
\he powerfu! Noble (amilies used the
Lancastrian and Yorkisl princes as pawns
n a greater game ol gainiag contcol of
England. Players conlrol pieces represent-
ing the Noble families as they seek power
by a combination of military, poliucsl and
diplomatic skills.

BRIEF DESCRIPTION OF PLAY

KINGMAKER is played by from 2 10 a
recommeanded maximum of 7 players. The
objecl of the game is 10 control the las( of
the eight rivals of the royal houses of
Lancssler and Yock for the (hrone of
£ngland, To accornplish this, players ma-
neuver Noble counters representing the 23
major fsmilies in England in otder 10
caplure and soppornt their royal heir while
simullaneously eliminating al) other rivals
through combat Each Noble counter has a
corresponding Noble card which the con-
rolling player displays and which he may
strengthen with title, office and other
awards, Al Lhe beginning of each player's
turn, a card from the Event deck is drawn
and a1y instructions thereon are followed
by .I' players. At the end of each player’'s
turn, a card from the Crown deck is drawan
whith may add a new Noble to hus facuon or
may augment Lhe strength and pawer of
one already in play.

COMPONENTS

1. Mapbosard representing England in
\he late 161h Century (see Terrain Key P.
S/tor identification of the varigus features
on the board)

2. Deck of 80 large cards herealler
referred to as Lhe Craown deck {see Crown
Deck Key P.5 for idenufication of the
different types of Crown cards).

3. Deck of 90 small cards hereafter
referred 1o as the Event deck (see Event
Deck Key P.7 lor identlication of the
different types of Event cards).

4 126 csrdboard counters (see Coun-
ter Key P.é foridentification of the different
types of counters).

5. Rules boaklel,
6. Game box and lid

NOTE; Dice are not required for play in the
Basic Game.

{t 1s wmpartant 10 become (amiliarized
with he varous types of cards and the
fealures on the board belore slarling play.
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PREPARE FOR PLAY

1 Al Crown and Even! cards and ali
counters marked with an asterisk in the
upper right corner are removed from play
for the Basic Game.

NOTE: An asterisk indicates equipment
relevanttooptional or advancedgamerules
only.

2. Both the Crown and Event decks are
shuffled thoroughly. The Event deck is
placed face down in its designated location
on the gameboard. A discard pile will be
maintained adjacent to the deck. Assoon as
an Event card has been played, it is placed
here face up. During the game, if the Event
deck becomes depleted, the discard pile is
shuffled and reused as the Event deck.
Cards in the discard pile can never be
reviewed

3. 36 cards are removed from the
Crown deck and aredistributed evenly to all
players. Any remaining cards are returned
to the deck which is ther placed on the
board.

4. Each player must separate the
Crown cards dealt to him according to type
and arrange them in front of him in the
manner described below.

a. All Noble cards are placed face up.

b. Ali titie cards must be allocated
(given), one apiece, to each untit/ed Noble.
Title cards which cannot be allocated are
placed in Chancery.

c. All office cards must be allocated,
one apiece, 10 each titled Noble. Office
cards which cannot be allocated are placed
in Chancery.

NOTE: A Nobte can never have more than
one title and office.

d. Alltown, bishop, mercenary and ship
cards remaining are allocated without
restriction to any Noble(s).

All cards dealt must either be allocated to a
Noble or placed in Chancery and cannot be
retained to be played later

Any player(s) not receiving a Noble card
in the deal draws cards from the Crown
deck until one appears which he plays. The
inverted cards are reshuffled into the deck.
Every player must start the game with at
least one Noble card.

Once a Crown card has been allocated
10 a8 Noble card, it may never be returned to
any player’s hand or transferred to another
noble except as outlined in Transfer (P.4 .

CHANCERY

A separate pile for office and title cards
which cannot be allocated at the start of
play or which belonged to Nobles kitled or
executed during play is maintained face
down. They may be reapportioned during
Parliament (P.4 . Cards in the Chancery
can never be reviewed.

FACT'~N

The arrangement of Crown cards in
front of each player represents his faction.
The basic unitof the faction is the Noble. He
will be represented on the game board by a
corresponding counter The other Crown
cards placed under him are his awards
These cards increase his strength introops,
give himcontrol of certaincities, towns and
castles, allow him to travel by ship, and
award him several other privileges to be
outhined 1n the rules. Each player controls
and maneuvers the Nobles and their
awards in his faction.

Any town, city or castle awarded to a
Noble is considered friendly to all Nobles of
his faction. They may enter these places
freely. A neutral town, city or castle (not
under any faction’s control) may not be
entered by any Nobles of a faction. An
unfriendly town, city or castle (controlied by
another faction) may be entered only by
permission of the player controlling the
faction. Any ship awarded to a Noble may
be used by all Nobles in the faction.

The number of Nobles in a faction will
fluctuate as some are killed or executed and
others added through the draw ol the
Crown deck. A player will be able to add
new Crown cards to his faction. He may not
add a Crown card to a Noble “under siege”
or at sea that would increase his troop
strength. A player who loses afl of his
Nobles is not eliminated from play. He
continues as a new faction.

SETTING OUT COUNTERS

1 The seven royal heir counters are
piaced in the following locations on the
gameboard:

HOUSE OF LANCASTER

Henry VI—in London
Margaret of Anjou—in Fotheringhay
Edward. Prince of Wales—in Coventry

HOUSE OF YORK ,*|

Richard, Duke of York—in York
Edward, Earl of March—in Harlech
George, Duke of Clarence—in Cardigan
Richard, Duke of Gloucester—in Calais

They are placed on the symbol of the
town, city or castle that they occupy. Royal
heirs do not have Crown cards to represent
them.

2. For each Noble card allotted in the
deal, the corresponding Noble counter is
ptaced by the controlling piayer in any one
of the castie(s) on the board that is listed on
his card. Place the counter on the symbol of
the castle that he occupies. These castie(s)
are identified by the coat-of-arms of the
owning Noble.

3. Each ship counter awarded 10 a
Noble by either a ship or office card is
placed on the port listed on her card.

SEQUENCE OF PLAY

KINGMAKER is played in turns. Each
player takes his turn in clockwise order
around the table. When all players have
taken their turn a round of play 1s complet-
ed. The game continues for an unlimited
number of rounds until the requirements

for victory have been fulfitled. Play starts
with the player who controls the Noble
allocated the office of Chancellor of Eng-
land. If no Noble holds this office then play
starts with the player who controls the
Noble who has been allocated the senior
Bishop in this order Canterbury, York,
Durham, Carlisle, Lincoln, Norwich; other-
wise play starts with the player with the
most troops. Each player’'s turn is com-
posed of 6 phases which must be complet-
ed in the exact sequence presented below-

1 Chance Phase—The top card of the
Event deck is drawn and any instructions
printed thereon are acted upon by all
players.

2. Movement Phase—All, some or
none of the player's counters are moved.

3. Combat Phase—Any battles or
sieges are resolved.

4. Parliament Phase-—Parliament may
be summoned by the sole king or the Nobie
awarded Chancellor of England office (if
there is no sole king).

5. Coronation Phase—A royal heir first
in the line of succession in his or her royal
house may be crowned king.

6. Crown Deck Phase—A card is drawn
from the top of the Crown deck. It may be
played immediately or kept hidden and
ptayed at any time. When a Noble card is
played, the corresponding Noble counter is
placed in one of the castle(s} listed on his
card. It may happen that the castle(s) held
by a Noble to be played becomes unfriendly.
In this case, he may be placed on board at
the nearest friendly town, city or castle.
Any other type of Crown card must be
allocated 10 a noble in order to be played.

MOVEMENT
1 Noble Counters

A Noble may move up to 5 squares in
any direction (incliuding diagonally) subject
1o certain terrain restrictions (see Terrain
Key P.5 ). A Noble may move any part of his
allowed 5 squares or he need not move at
all. Thus constitutes his move for the turn
The path of movement over Iand i3 never
blocked.

2 Royal Heir Counters

A royal heir may not move unless
captured or instructed to do so by an Event
card. Once captured a royal heir must have
at least one Noble with him (her) at ali times
and may never be voluntarily left alone. A
royal heir is always aliowed to move with
the accompanying noble(s).

3. Ship Counters

A ship may move up to 5 squares at sea
in any direction (including diagonally). A
ship may move any part of her allowed 5
squares or not at all. This constitutes her
move for the turn. A ship may slay at sea
indefinitely unless forced to port by an
Event card. A ship’s movement may never
be blocked while at sea.

A ship may move unloaded or with
passengers. A ship may never move on land
but may enter a friendly or unfortified port.
A port is counted as a separate square in
movement. A ship may move along .an
estuary to reach a port. A ship may never



enter an unfriendly or neutral port unless
ordered there by an Event card or attempt-
ing to besiege 1t with her passengers. A
ship which occupies or involuntarily enters
a neutral port is free to leave in her turn. A
ship which occupies or involuntarily enters
an unfriendly port may Jeave only by
permission of the player controlling the
port.

SEA TRANSPORTATION

A Nobie may combine land and sea
movement but never in the same move.

To embark (pick up) a Noble counter, a
ship must occupy a friendly or unfortified
port. A ship may embark any Noble
counter(s) which occupy the square in
which the port is iocated at the start of her
move. The ship then immediately moves
out to sea carrying the passengers on
board. The troop strength of the Noble(s)
travelling on a ship at sea can never exceed
the capacity printed on the ship’s counter.
The troop strength of Noble{s) can be split
between 2 or more ships as long as they
travel together.

Todisembark (drop off) Noble counter(s),
a ship must occupy a port. If a ship enters a
friendly or unfortified port, the passengers
may be placed anywhere in the square in
which the port is located. Disembarked
noble(s) may combat any force in the
square.

For a ship to voluntarily enter and
disembark Noble counter{s) in a neutral or
unfriendly port, her passengers must
participate in a siege of the port.

Passengers of a ship which involuntari-
ly enters a neutral or unfriendly port must
attempt to besiege it if able. If unable to
besiege or if unsuccessful in the siege they
end their move in the port square in the
open.

Noble counter(s) cannot stay aboard a
ship in port. They must be disembarked.

A ship may embark Noble counter(s)
only at the start of her move. Disermbarka-
tion of passengers ends her move.

Royal heirs may accompany nobles to
sea.

A ship whose Crown card is returned to
the Crown deck or which changes owner-
ship while carrying passengers remains
under the control of the previous owner
until the ship next touches port.

ROAD MOVEMENT

A Noble beginning his move in a square
containing any part of a road may travel an
unlimited distance along it as long as he
doesn’t pass through a town, city or castle
on the road {symbo! printed over the road)
which he or his faction does not control. In
this case the Noble must stopinthe square.
If the town, city or castle is not controlled by
anyone he must end his move at that point.
If the town, city or castle is controlled by
another player he may request permission
to pass through which, if granted, allows
him to continue road movement, but if
denied causes him to end his move there.

Movement on and off a road cannot be
combined in the same move.

Any number of Noble and royal heir
counters may use road movement.

STACKING
There is no limit to the number of

counters which may occupy a square.
Nobles of the same faction in the same
square need not be together. Those No-
ble(s) which are to be together are stacked
in a single pile and are termed a force.

TOWNS, CITIES AND CASTLES

A Noble(s) may end his turn inside a
friendly town, city or castle in the square
that he occupies. It costs nothing to enter
The counter(s) 1s placed over the symbol. A
player may allow the Nobles of another
faction to enter a town, city or castle he
controls. If a noble occupies a square
containing one or more friendly towns etc.,
the controtling player must indicate his
exact location upon entrance into the
square. There are {imitations as to the
number of troops each town, city or castle
may bold (see Terrain Key P. 5 ).

COMBAT

At the end of his movement phase, a
Noble may combat any unfriendly Noble or
force of Nobles occupying the same square.
He is termed the attacker and the Noble(s)
that he is attacking are termed the defend-
er. A Noble may make only one attack per
round and only in his turn. A defending
Noble may never be attacked more than
once in a turn.

Any number of Nobles inthe same force
may combine their strength for an attack.
All Nobles defending in a force must be
attacked together. Nobles in the same force
cannot attack or be attacked separately.
Combat is never required and is always
voluntary. Ships are never involved in
combat

There are two types of combat: battle
and siege.

Battle:

A battle may be fought only between
Nobles in the open (not in a town, city or
castle). Six steps must be followed to
resolve battie.

1 The attacking player designates
which Noble(s) he is attacking and which
Noble{(s} he is using in the attack.

2. Both players add the total strength in
troops of therr Noble(s}) involved. These
strengths are compared as a ratio (see
Table of Odds P23).

3. The attacking player draws the top
card from the Event deck and refers to the
lower pink half of the card.

da. If the ratio between the two forces
is equal to or greater than that printed on
the card, then the larger force is victorious
and captures atl defeated Noble and royal
heir counters with them.

b. If the ratio between the two forces
isless than thatprinted on the card then the
battle is considered indecisive and there is
no victor

c. lf the result on the card reads "Bad
Weather Delays Attack,” then no attack
occurs and the Nobles remain where they
are.

5. Also printed on the card is a list of
Nobles killed. All Nobles participating in the
battle even if indecisive and named on the
listarekilled. Loss of Nobles incurred in this
manner does not alter the battle or the
results. The Event card is placed on the
discard pile.

Siege:

Each town, city and castle on the
gameboard has its own permanent garri-
son (see Terrain Key P.5 ). For a player to
enter atown, a city or a castle notunder his
control, he must capture it by siege
fexception. Open Towns P.5 ).

Three steps must be followed to procure
and resolve a siege:

1 The attacking player must allocate as
many Nobles in a stack to the siege as
needed to maintain at least an equivalent
{equal) strength to the garrison of the
defending town, city or castle. Any Nobie(s)
inside may add their strength to the
garrison. If more than one player’s noble(s)
are inside, only one faction (defenders’
choice) may add to the defense. If an attack-
ing player cannot collect enough Nobles to
match atleast the defending strength of the
town, city or castle, he may not besiege it.

2. The attacking player draws the top
card from the Eventdeck to determine if any
of the participating Nobles are killed. The
odds ratio is ignored. The Event card is
placed on the discard pile.

3. A siege is always successful and the
town, city or castle plus all Nobles and royal
heirs inside are captured uniess delayed by
"Bad Weather " In this case, the town, city
or castle is termed “‘under siege.”’

Noble and royal counters inside a town,
city or castle “under siege’” may leave only
if able to reduce the besieging force's
strength to less than equivalency. Noble(s)
inside may sally forth and initiate or join a
battle against the besieging Nobles. The
garrison 1s used In defense only.

A faction which desires to besiege,
relieve or enter any town, city or castle
already ""under siege’ must first battie the
original besieger. If successful they may
either assume the place of the original
besieger or enter the town, city or castle if
friendty.

Any victorious Noble may end his turn
inside the captured town, city or castle.

A captured town, city or castle immedi-
ately becomes controlied by and friendly to
the faction of the capturing Noble(s) (see
Transfer P.4 ).

The attacking player may call off combat
anytime prior to drawing for aresult. Once
initated all combat must be resolved. If the
attacking player draws a free move or wril
card, he keeps the card and must draw
again.

NOBLES KILLED

When a Noble has been killed either by
combat or by plague, his counter is
removed from the board and his card plus
all awards are returned to the appropriate
receptacle (either the Crown deck or
Chancery). All towns, cities or castles
formerly under his control become neutral
and any occupants are immediately ex-
pelled.

CAPTURE OF ROYAL COUNTERS

A royal heir is captured by a faction
when one or more noble counters of that
faction occupies the same open area of a
square, town, city or castle as the royal
counter at the end of therr move. If the royal



counter is accompanied by another player’s
Noble(s), they must all be defeated by
combat in order to make the capture. A
captured royal heir may be executed and
removed from play at any time by the
controlling player

A player may not control royal heirs of
both royal houses for more than two
consecutive rounds from point of capture.
He must either execute or transfer 10
another faction all controlled royal heirs of
one royal house.

CAPTURE OF NOBLE COUNTERS

Any Noble(s) captured in successful
combat may be ransomed back to the losing
player for some consideration (see Transler
and Trade and Gifts P.4 ) A ransomed
Noble must be returned with any title and
office cards possessed prior to combat.

Any Noble not ransomed in the turn of
capture must be executed and removed
from play (see Transfer P. 4 ).

PARLIAMENT

A player controlling the sole King, or
Chancelior of England if therearetwoor no
Kings, has the privilege of summaning
Parliament. Six steps must be followed to
summon Parliament.

1. The King or Chancellor must occupy
an unfortified town, town or city (not castle)
excluding Calais or one under siege, which
is to be the location of the Parliament.

2a. A “wril”’ card must be presented 1o
another player’'s Noble summoning him to
Parliament. More Nobles may be sum-
moned using other “"writ' cards (one “writ”
for each Noble to be summoned).

b. In order for the Chancellor to
summon Parliament he must also play a
“"Parliament” Card

3. Each Noble summoned by 3 “writ”
card must immediately move to the Partia-
ment location ignoring movement limita-
tions.

4. Any Noble not summoned may
voluntarily move to Parliament ignoring
movement limitations.

A Noble may not be summoned nor
moved to Parliament if on an 1sland or
Calais unless an empty {friendly or loaned)
ship(s) is available to transport him to the
mainland. The ship(s) must be large enough
to support the Noble's troop strength. A
ship transporting Nobles to Parliament
must end its movement at any friendly or
unfortified port on the mainland.

5. The player summoning Parliament
draws from the Chancery a number of cards
equivalent to the number of Nobles attend-
ing Parfiament.

6. He mustdistribute these cardsto any
Nobles (not necessarily at Parliament)
which have not vet received a title and/c¢r
office card. Any cards which cannot be
distributed are returned to the Crown deck.

The King’'s Peace forbids any combat in
the square in which Parhilamentis held until
the next turn of the player who summoned
the Parliament.

CORONATION

1 Only the senior surviving member of
a royal house can be proclaimed and

crowned King. {see Victory Conditions for
the order of succession P.4 ).

2. The senior royal heir to be crowned
King must occupy a cathedral with one or
more Nobies possessing either an arch-
bishop or two bishops cards.

When the above two conditions have been
fulfilled the controlling player announces
that the royal heir has been crowned King.

VICTORY CONDITIONS

To win, a player must control the last
royal heir in the game and he {she) must be
crowned King.

There may be twoKings simultaneously
in play, one from each royal house. At the
start of play Henry VI is already King.
Richard of York as soon as he has been
captured may also be crowned King. If
either or both should be killed, the next in
line of succession of either or both houses
may be crowned King. Below is the table
indicating the order of succession for both
houses.

Line of
HOUSE OF LANCASTER Succession
King Henry VI 1
Margaret of Anjou 2
(Henry's wife)
Edward, Prince of Wales 3
(their son)

Line of

HQOUSE OF YORK Succession

—

Richard, Duke of York

Edward, Earl of March 2
(Richard's eldest son)
George, 3

Duke of Clarence

(Richard's third son)

Richard, 4
Duke of Gloucester

(Richard’s youngest son)

A royal heir may not be crowned King

until alt above him in the line of succession
have been killed. There can never be more
than two Kings (one from each royal house)
in play at the same time.
NOTE: Margaret may be crowned Queen
Regent after the death of Henry. As Queen
Regent she assumes all the privileges of
King.

Beaufort:

If all Lancastrian royal heirs have been
killed, the Noble, Beaufort, may be crowned
King. In effect he is fourth in line of
succession in the house of Lancaster He
still performs like a Noble in all respects.

If crowned his faction may not control a
royal heir of the other house.

It the last crowned royal heir on the
board is a Lancasltrian, the player control-
ling him is deciared the winner whether
Beaufort is in play or not.

If the last crowned royal heir on the
boardis a Yorkist, the player controlling him
1s declared the winner if Beaufort is not in
play.

TRANSFER

1 Town, ship, bishop and mercenary
cards (hereafter referred to as transfer-
ables) allocated to a Noble or royal heir
counter(s) accompanying a force may be
transferred voluntarily to any other Noble(s)
occupying the same square at any time
provided that the transferred card(s) is not
utilized in the turn of transfer. The Nobles
need not belong to the same faction.

2. Transferables and royal heir coun-
ters are involuntarily transferred to an
unfriendly faction if they were awarded to
or accompanied a Noble captured or
executed by that faction as a result of
combat. The transferrables must be distri-
buted among the victorious Noble(s) imme-
diately upon transfer

3. A town card is involuntarily trans-
ferred to an unfriendly faction if the town
named on the card was captured by that
faction. The transferred card must not be
allocated to a victorious Noble in this case
but placed by itself. This indjcates that the
town is controlled by the faction rather than
a particular Noble.

4. Noble and 1title cards (hereafter
referred to as non-transferables) can never
be transferred either voluntarily or invo-
luntarily. If @ Noble is executed, his card
returns to the Crown deck and any awarded
title card is placed in Chancery.

5. Office cards are semi-transferable.
They can never be involuntarily transferred
but may be voluntarily transferred between
any Nobles attending Parliament with the
permission of the player summoning Par-
hhament.

Any captured town, city or castle may be
transferred voluntarily by the controlling
player to another faction as long as at least
one representative Noble of each faction
occupies the same square. Ships, towns,
cities or castles named on a semi-or non
transferable may afso be voluntarily trans-
ferred {never involuntarily transferred) to
another Noble in the same square. The
parent card cannot accompany the trans-
fer Itis noted towhich Noble the transferis
made. If he should be killed or executed the
control of the transferred town, city, castle
or ship reverts to the Noble allocated the
parent card.

TRADE AND GIFTS

A player may give or trade any ship,
bishop, town, city, mercenary or writ cards
not played {i.e., in his hand). The recipient
may not allocate a traded card to a Noble
who is involved in combat in the turn of the
trade. Cards given or traded need not be
played immediately.

A ship may be loaned to another faction
as long as it is moved in only one turn per
round.

Do not proceed any further You
have finished the Basic Game Rules.



FEATURE

Boundary
of Square

Clear
Square

Forest
Square

Road
Square
River

Estuary

Border

Sea Square
Port

Istand

Calais

Unfortified
Town

Town

Open

Town
Heretord
Cardigan
Kingston

City

Royal
Castle

Castle

Cathedral

Cheviots

SYMBOL

FUNCTION

delineates various size
and shaped figures bere-
after referred to as
squares.

delineates Wales, Scot-
land, Devon-Cornwall,
North of River Tees,
North of River Trent

Noble and royal
counters may embark
onto or disembark from
ship

There are three Isfands:
Douglas, Beaumaris and
Carisbrooke.

Same as Istand, Town
and Square in which
situated defined as
Calais {not part of
Continent)
Parliament may be
summoned. May be a
port and/or cathedral,

Maximum capacity of
400 troops. Parliament
may be held. May be a
port and/or cathedral.

Maximum capacity of
400 troops. Cannot be
controlled. May be a
port. Parliament may
be summoned.

Unlimited capacity.

Parliament may be held.

May be a port or
cathedral.

Maximum capacity of
300 troops. 2 Royal
Castles marked with *
are used in Advanced

Game only. May be a port.

Capacity of 300 troops.
2 Castles marked with *
are used in Advanced
Game only. May be a
port.

Coronations may be
held. Parliament may
be summoned.

4 border squares be-
tween Carlisle and Ber-
wick exclusive.

EFFECT ON COMBAT
No effect

No effect

No effect

No effect

No effect

No effect

No effect

No Combat Allowed

Same as unfortified town, city,
town or castle symbol.

No effect,
Welsh and Conway Troop bonus
extends to Beaumaris

No effect

No effect

Cannot be captured or controlled.
Passengers entering an unfortified

port must battle any unfriendly
force within.

Permanent Garrison of 200 troops.

Capture by siege only.

1f occupied by unfriendly Noblel(s)
capture by siege. Permanent garri-

son of 200 troops.

Permanent garrison of 300 troops.

Capture by siege only.

Permanent garrison of 200 troops.

Capture by siege only.

Permanent garrison of 100 troops.

Capture by siege only.

Same as symbol in which located.

No effect

EFFECT ON MOVEMENT
No effect

No effect

Movement ends upon entering.
Movement into the open is
made normally.

see Road Movement P.3

No effect.

If not stippled it is not a
boundary.

A ship may move along an
estuary to a port. Noble and
royal heir counters may not
cross.

No effect

Only ships may enter.

Ships may enter. Same as
unfortified town, city, town
or castle symbol.

Nobles and royal heirs can
enter and/or leave by ship only.

No effect
Nobles and rovyal heirs can
enter and leave by ship only.

No effect

If on a road, may block road
movement.

If empty, may enter freely. If
occupied by unfriendly forces,
may be entered by successful
siege only.

If on a road may block road
moverment.

If on a road, may block road
movement.

If on a road, may btock road
movement.

Same as symbol in which
located.

No effect

















































DESIGN

THE GENERAL

KINGMAKER RULES EXPLANATIONS
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By Mick Uhl

After @ lwo year exislence in  America,
KINGMAKER siill retains a large popularity and
even “culi™ stalus as evidenced by 1he large
cegistration for the X/NGMAKER tournaments in
the lasi iwo ORIGINS conventions. Being the
chaitman of bolh (ournamenis, as well as the
developer of the game. 1 began Lo discover several
common misconceplions and misinterprelatioas of
the rules. In part, this 15 a result of the “assump-
lions” developed rom the English version, and in
part du¢ to \he compromise nature of the rules,
which tend 1o be shorl for general consumplion, but
carcfully worded (or complelcness. As a resull, there
is 100 much emphasis on wndividual definitions of
key words and phrases. If one person's or club's
definition is incorrect, the eventual interpretation of
the rule is the same. This article hopes o ¢clear up
mosl of these misinterprelations. Omissions in 1he
rules will also be listed.

1. In wo arcas of 1he board. it is difficuit to tell
whether a road is blocked by or bypasses a town.
These two locations are at Shrewsbury and London.
Considecing the effect of “playability” and “play
cnjoyment™, | feel that both Shrewsbury and
London cantrol atl roads running inlo Lheir square
and hence block all movement through the square
along Lhese roads.

2, a. There has been some difficulty determining a
aoble's capabitities in alliance. To clanfy this. it is
extremely ymportant 10 vnderstand the sentence,
“IMPORTANT: No counter (Noble, royal heir or
ship) can cver move or altack in more than one
round in a lurn” on page 9 of the rules. This sentence
means lhal a noble who moves and/oratlacks inhis
turn cannot do esther in anolher playec's luen in the
same round. even if there has beca an alliance
formed in between. A noble can defend n his turn,
then ally and defend again with the allied noble(s) in
another turn of (he same round. though. The
alliance must be made before the attack is
announced in order for the alliance o apply in
deflense. In subsequent rounds, the allied nobles can
move and auack Logether by choosing oae overall
commander for ¢ach group opcraling together. A
commander is nol needed foc allied nobles 1o defend
together. Unfortunalcly, a coantradiclion Lo this rule
appeared in my Development Notes in ihe
GENERAL 3.3, qucstion 13, and should be
disregarded.

b. It is not necessary (0 choose an overall
commander when making analliance 111§ necessary
1o do so. though. i any of the allicd nobles are to
move and altack together {not defend). A com-
mander. once chosen. can only be volunactly
changed 1if all the nobles 10 operale undef Llhe
commander are present in the same square.

3. Toumplement the Optional Victory Conditions.
it (s essenlial to have a majorily of the rotal voic in
Commons. noL just a majorily of Lthe vote in play or
in auendance, Ths s a fixed hgure of 79 votes. This
is oot true 10 the Lords, there il is only necessary to
have a majonty of the vole 1n attendance,

4, Because of the cut of the map. it 1s difficull 1o
dclermine whetber a ship can sail around Penzance
in the southwest up of England. Of course. a shep

cannol sail around Scotland on the nornhernedge of
the board, but a ship can sail around Penzance.
Consider 1he 10wn enclosed in one sea square,

S. There siill seems (0 be difficulty in delermining
from which sea square to cater a port. Coasider cach
coastal sca square as a {our-sided figure of which
one or moce sides are coast. A port Lhat is localed
along that seclion of coasl can only be entered from
Lhat sea square. Therefore the same section of coast
cannol form the side of more than onc coastal sea
square. The problem is in determining within which
section of coasl some porlts are located. The sed
squarc whosc coaslal border is closest to the anchor
symbol of 1he port in question is the correct square.
There are two exceptions. Calais borders the sca
squarc at F-6 and Pevensy bocders the sea square at
G-5. 1t is recommended. as an aid, 1o 1ake a red
marker and color a section of the white coas closest
10 the port Lo indicate ilsexact location. Nole above
the letier “R™ of Rochester (ha( there is a black line
breaking the Thames estuary to London. That
should be (aken as a separation of the sea lane into
two squares. It would therefore lake a complele
move of § squarcs Lo move out of the porl of Caister
into the port of London. L1 is appropriate (o remind
you al this point Ihat the :awn of Presion is 2 port.

6. Some question has also anisen as to whether an
allacking foree is immune to caplure if it attacks.
This is not true. If a force of 50 atiacks a [orce of [00
in battle 2rd a majority, 104,310 20r 210 | result
18 chosen the deflender wins the batlle and caplures
the attacking force.

7. Some peogple have questioned exactly what
areas on Lhe game board are defined as part of
England. All 1s)lands and land masses except Lhe
continenl and Calais, Scotland and Ir¢land are pant
ol England.

8. Another frequently asked question is who cao
be (orcibly summonced to Parliament by a “wnit™.
Any noble on land or al sea as well as on the
mainland can be summoned. Passengers at sca can
only ignore “Raid and Revoll™ and “Embassy”™
cards. A noble “under siege” or on anisland withow
a ship canonol respond 1o a “weil™. A ship can be
loaned, voluntarily or involuntarily, (o bring the
noble (o Patliament only if that ship has not moved
al any lime previously during the round This s 1o
comply with the “one move per cound™ rule as staled
in 22 above. | think an addilional restriction is in
order. A noble in refuge on the Continent or n
Scotland (:ee Optional Event cards (n this ssue)
cannot be summoned by “wrnl” whether a ship s
available or not.

9. Nobles summoncd to a(ortificd city or town {or
Pactiament do nol have 10 be inthe lownaraity (1 ¢
ignore “Plague™ (o attend. Any nobles n the
friendly faction may ¢nler. though.

10. One inal question often arises. What happens
1o a ship(s) carrying passengers which iy (orced 1nto
an unfriendly or ncuiral port, and a sicge cannot e
conducted or is unsuccessful. The passengers end
the turn in the square in the open. bul the shipts)
itsell must cemain in the port unuf the por: becornes

faiendly. @





