Seige

Set Up

A standard 6’ x 4’ table is used. The centre of a Village is set up in the centre of the table. The Village is 12” long and 8” across at it’s widest and oval in shape.
Defender/attacker is decided as per normal conventions of the rules. Only scenery provided by Bath Wargames Club is to be used, i.e. only what the map shows. Neither army uses baggage.
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Attacker’s Edge

Defender.

The defender deploys one command selected from his army at the game start. His other commands are off table. Any elements that don’t fit on the Village because of lack of space must be in contact with the Village. The other commands are off table. Each turn the defender rolls a D6; on a total of six, he rolls die for the remaining commands and allocates the die as per rules. The commands march onto the table as per a pre drawn map, drawn prior to the attacker’s deployment. The commands march onto the table using pips allocated from the die rolled after scoring the six. 
From Turn 2, add 1 to the dice role for entry; turn 3 add 2 to dice role for entry; turn 4 add 3 to dice role for entry; turn 5 add 4 to dice role entry and turn 6 bring on the remaining commands if not already on table. 
The defender’s command that deploys on the Village roles its own command die, until the rest of the army comes on table, and then normal rules apply. Any allied commands take their reliability role when that command is first rolling a tactical dice. 
Special Rule’s
If any command on the Village breaks and its elements cannot flee, they are taken off table as surrendered units. This command’s fleeing elements always make for the centre of the village. 
The village counts as clear ground for all movement and combat and has a visibility of 50 paces. It gives the defending command only a +1 tactical bonus to all close combat, only if the whole element is inside the village.
Impetuous troops only count so to enemy they can see. I.E. within 50 paces. This should help commands with impetuous troops to defend rather than go a killing.

Attacker.

Can deploy all his commands anywhere on table so that the front edge of his command is 10” away from the Village. All elements must face the Village on deployment.  Therefore a command must deploy as a block with its front 10” away from the village.
Scoring

Game ends after 30 turns or three and half hours, whichever comes first.

Procession of the Village scores 10 points at game end modified by command losses. (Procession is defined as having 2 * point value of elements of your opponent on the Village)
Score 5 points if the Village is shared at the end of the game modified by command losses. (The Village is shared if both side has an element(s) on the Village, but neither side has 2 * points value of the opposition on the Village.)
For an army with 4 commands loose 2 points for a demoralised CinC’s command, otherwise loose 3 points. Loose 1 point for each demoralised sub/ally general’s command.

No side can carry more than 10 points into the next round, or a negative score.
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