	ERRATA, DIVINE RIGHT -- BASIC GAME�PRIVATE ��





	Prepared by Glenn Rahman








Page 1, SAMPLE UNITS.





CORRECTION:  The picture of the "Army Marker" is wrong.  An Army Marker is correctly shown on page 2.


  





Page 3, PERSONALITY CARDS.





CLARIFICATION:  Personality Card #14.  More simply stated, if a monarch has this card and his "kingdom of origin" is friendly to the ambassador, add +1 to the Diplomacy die roll.  If the "kingdom of origin" is unfriendly to the ambassador, subtract 1 from the Diplomacy die roll.  If the "kingdom of origin" is neutral, the roll is not modified.








Page 4.  RANDOM EVENTS TABLE.





CORRECTION:  Result #12 should read:





"Help from Afar:  One non-allied, non-player monarch becomes the phasing player's ally immediately.  Determine the identity of the new ally randomly.  Its forces may make the special "mobilization move" which is described in ACTIVATING (ALLYING) A NON-PLAYER KINGDOM, below."








Page 4, ACTIVATING (ALLYING) A NON-PLAYER KINGDOM.





CORRECTION:  The third paragraph is wrong.  Replace it with this paragraph:





"The new ally's forces and monarch unit are set up on the playing map immediately, according to the deployment locations specified on the unit counters.  The units may make a special "mobilization move" in the following Movement Phase.  This is normal movement, except that the units may only move within their home kingdom, into sea spaces, and into unclaimed "wasteland" spaces.  They may not fight combat in their subsequent Combat Phase, except that they may attack enemy units inside their own kingdom.  "





CLARIFICATION:  The purpose of this rule is to acknowledge the slow response and loose organization of medieval-type armies.  It also serves to alert an enemy player that he may have to redeploy to meet a threat from a new quarter.








Page 4, ACTIVATING A VIOLATED KINGDOM.





CLARIFICATION:  The deployment of units whose deployment space is enemy-occupied refers to non-castle spaces (e.g. Gorpin) or to castles previously plundered.  See BESIEGING NEUTRAL CASTLES (page 7, 8) for the manner of deploying neutral units in friendly besieged castles.





Page 5, DEACTIVATING A NON-PLAYER KINGDOM.





CLARIFICATION:  In the second paragraph the first reference to "monarch" in parenthesis is in error.  The word should be "ambassador."





CLARIFICATION:  In the second paragraph, the manner of indicating the target of diplomacy (at the monarch's position, at the royal castle, or just by pointing) is a matter of etiquette that should be decided upon by players before beginning.  If no one objects, it is also possible to be quite informal and use more than one method in a single game (but not in a single game turn).





CLARIFICATION:  Re the fifth paragraph.  If one sees that a kingdom's castle is under siege by oneself or another player, there is no point in making the deactivation attempt, as it cannot come into effect.





This rule is introduced into the 3rd Edition to eliminate a frequently observed ploy.  No longer may enemy players frustrate the attempts of a besieger to gain points simply by deactivating the kingdom which he is besieging.








Page 5,  DEATH OF AN AMBASSADOR.





The line "Any Diplomatic penalties incurred by one ambassador are passed on to all successors," should appear in the section entitled, "ASSASSINATION OF A NON-PLAYER MONARCH."








Page 5, DIPLOMATIC PENALTY.





The first sentence in paragraph three should read:  "The Diplomatic Penalty is never imposed for entering friendly allied kingdoms, nor for entering a kingdom with which the player is already at war."





	* * * * *


Page 6.





SUBSTITUTION:





[Designer's Note:  The siege rules in the 3rd Edition of DIVINE RIGHT differ in two major ways from earlier editions.   First, it is no longer necessary to have a besieging fleet to lay siege to a castle-port.   





Secondly, the manner of conducting sieges has been altered in a major way.   Each castle space is now considered 2 spaces-in-one (i.e., a space "inside" the castle, and a space "outside" the castle).   During sieges it is permissible for stacks which are enemy to one another to occupy the "inside" and "outside" of the castle spaces.   





For players familiar with the earlier editions of DIVINE RIGHT, it is important to remember that the "zone of siege" procedure previously used has been replaced by the new system given below.   Read the following rules carefully.  Although the official rules mention a "zone of siege" and even show diagrams, they were included in error.  Ignore them.]














	SIEGE PHASE





The Siege Phase is the time to resolve siege situations that already exist.  No new siege situations can be created in the Siege Phase.  New sieges are created in the Movement Phase or in the Combat Phase (by means of advance after combat).





Enemy combat units until cannot enter (inside) a castle/castle�port until after it has been besieged and plundered.








DECLARING A SIEGE





To declare a siege of a castle, a player must occupy the space of an enemy castle.  For him to be able to this,  





	A) No defending units inside the castle space may be "outside" the castle.  (See "INSIDE" AND "OUTSIDE" CASTLES, below.)





	B) The attacker's units must be equal to, or exceed, the total defending strength of combat units inside the castle, plus the intrinsic defense strength of the castle.





Each combat unit, whether besieging or besieged, is worth 1 point.





The instant that the conditions above are met and a player moves his stack into the enemy castle space (either by movement or advance after combat), he must declare that a castle is "under siege."  Enemy combat units cannot enter an unplundered castle space (whether it contains enemy combat units or not) unless they are able to declare a valid siege.





In the Movement Phase, if there are no enemy units occupying the castle space "outside" the castle, the would-be besieging force may simply move into the castle space and declare the beginning of a siege.





It is not possible for a stack to Retreat into an enemy castle space and then declare a siege.





Heroes may always enter an enemy castle, even if it is currently occupied by enemy units (but see Hero Fate Roll).








"INSIDE AND "OUTSIDE" CASTLES





Only one player can besiege a single castle at a time.  To besiege a castle, the castle space must be occupied by besieging units.  It is possible that enemy combat units may be already within the enemy castle space; these units must be eliminated, driven "inside" the castle, or driven out of the castle space entirely before the friendly units may advance after combat to begin a siege.  But remember, advance in this case is possible only if the advancing stack still has strength (after engaging in combat) that is great enough to meet the requirements necessary to declare a siege.





Enemy units defending the castle from "outside" are treated as ordinary land units (i.e. the presence of the castle has no effect).  If the defending units are declared to be "inside" a castle's walls, they do not prevent enemy entry into the space.  Such defending units should be inverted to show they're "inside the castle's walls."





There is no additional movement cost for moving into or out of a siege situation, but such a status change can only be made during the owning player's Movement Phase, or through a Retreat, Advance After Combat, or Displacement.








INTRINSIC DEFENSE STRENGTH





All castles have a number printed on the space (e.g. 2, 3, 5) called the Intrinsic Defense.  The intrinsic defense strength of a castle is only useful in defense against sieges.  It may not be used to make an attack nor added to the strength of friendly units defending the space "outside" the castle.





CORRECTION:  Some of the Castles on the map do not show an intrinsic defense strength.  Here is the official correction:





Parros – 3


Zefnar -- 3


Aws Alzak – 4


The Keep -- 2











EFFECTS OF A SIEGE





Replacements and reinforcements may not enter or re�enter the game in a castle deployment space under siege.  Combat units under siege may not move from the space unless they have made a breakout attack.





The siege continues until the besieging force becomes too weak to maintain a valid siege (whereupon it is displaced at the end of the game turn), it voluntarily moves away from the space, or it voluntarily displaces from a besieged castle space, or it retreats from combat from the space, or it is eliminated, or the besieger plunders the castle.








RESOLVING A SIEGE (SIEGE ATTACK)





Just prior to making the siege attack die roll, the player may displace (one space) any combat units or heroes that he does not want to be part of the attack (or, hence, part of the besieging force).  All combat units that remain in a besieging stack must join in the attack.  To make a siege attack, 1 die is rolled.








Roll Result





1	The attack has failed.  1 besieging combat unit is eliminated.  Further, besieging heroes must take a Hero Fate Roll.  Captured heroes are placed inside the castle's walls with the defenders.  However, if the same siege attack causes the castle to be plundered, any of the effects of a besieging hero's capture are ignored.





2�5       Nothing happens.  The siege may continue as long as the besieging forces are able to maintain the conditions of a siege.





6	 Castle is taken and plundered automatically.  All combat units within the plundered castle are eliminated.  All heroes in the castle must take a Hero Fate Roll.  A Plundered marker is placed on the castle and the plunderer scores victory points.  (This process represents taking a castle by its craven surrender, by a clever stratagem, or through treachery from within the enemy garrison.)  Remember, units that have made a siege attack (successful or not) cannot move or attack during the same game turn.  





Prior to resolving any siege attacks, the besieging player points out all the Castles which shall be attacked before any attack is made.  If the player has any units (or heroes) stacked with besiegers that the player does not want to be part of the attack, they must be immediately displaced from the space before the Siege Roll is made.  (CAUTION: the player must not remove so many units that a 1 to 1 ratio of strength ceases to be maintained.)  It is also possible to end the siege at this point by displacing one’s entire besieging units from the castle space.





Displaced units are then regarded as unused units and are able to be moved in the Movement Phase of the same turn.  However, any combat units that have taken part in a siege attack may not be moved in the Movement Phase.





The Siege Roll is NOT required.  In fact, it is sometimes strategically wise for a besieger not to make such a roll, thus preserving the stack's options to engage in movement and/or combat in later phases.  If no siege attack is made, the siege condition simply continues as before, except that the besieger has given up the possibility of plundering the castle in that particular Siege Phase.








MODIFYING THE SIEGE ROLL





The greater the attacking force, the better the attacker's chance of success.  Divide the total number of attacking combat units inside the castle space by the total strength of all defending units plus the intrinsic defense strength of the castle.  Drop any fractions and subtract one.  The number remaining is added to the attacker's Siege Roll.  Remember, a natural roll of 1 is a failed attack.





EXAMPLE 1: 15 combat units besiege a castle with intrinsic defense strength of 4.The castle has 3 combat units inside, giving it a total strength of 7.   (15/7 = 2.14).  Dropping the fraction to 2 and subtracting 1, leaves 1.  Therefore, 1 is added to the attacker's Siege Roll.  Hence, a roll of 5 or 6 would plunder the castle.





EXAMPLE 2: This time, the castle with an intrinsic defense of 4 has 4 combat units inside, giving it a total strength of 8, while the besieger again attacks with 15.  (15/8 = 1.88).  Dropping the fraction to 1 and subtracting 1 leaves zero.  There is no addition to the roll.





EXAMPLE 3: If only 1 combat unit was inside the castle (with an intrinsic defense strength of 4) defending against 15, 2 would be added to the attacker’s Siege Roll (15/5 = 3; 3� 1 = 2).








SIEGE VICTORY





Siege continues until the besieging force:





A) Becomes too weak to maintain a valid siege situation





B) Voluntarily moves (or displaces) away from the space





C) Retreats from combat from the space





D) Is eliminated





E) Plunders the castle





Once a castle is plundered, it remains plundered for the rest of the game and its intrinsic defense strength is lost.  Occupying a plundered enemy castle with a combat unit makes the castle friendly for purposes of entering mercenaries.  If a Royal Castle is plundered, it may continue as the location for conducting diplomacy provided it is not enemy�occupied.





A non�garrisoned plundered castle is treated as though it were nonexistent for purposes of siege or combat.  It does, however, retain its function as a deployment space for the owning player's regular units and mercenaries.








BREAKOUTS





Combat units attempting to leave a besieged castle must first make a breakout attempt by attacking all of the besieging enemy combat units in the castle space.





Both the attacker and defender total their army and fleet strength together for this attack/defense.  Breakout combat is resolved in the same manner as normal combat, except that it takes place during the siege�resolution portion of the besieged player's turn.





Win or lose, any surviving besieged units can then move out of the castle in the subsequent Movement Phase.  It is not required for the player to move all his units from the besieged castle.  However, if enemy combat units and/or impassable terrain occupy all the spaces around the castle, the besieged units cannot exit the castle space.  If they are unwilling or unable to exit the castle, they lose the right to do so until they have made another breakout attempt in a later turn.





Besieged units that attack their besiegers in their Siege Phase cannot attack during the Combat Phase of the same player turn.








BESIEGER DISPLACEMENT





A besieger may voluntarily displace units from his besieging stack just before the siege attack is made (thereby freeing those units for movement or attack later in the player turn).  He may also displace the entire stack from the castle space, thereby ending the siege.  Displacing at this point allows the besieger to steal one space on the march which he may intend to make in the subsequent Movement Phase.  





Also, should losses, or the entry of a relieving force into a castle, reduce the ratio of besiegers to besieged combat units (plus intrinsic defense strength) to less than 1 to 1, the besieger must displace their forces from the space at the end of the current game turn.  Despite the reduction of forces, the siege condition continues to persist until the end of the game turn, except that a Siege Roll may not be taken.





Sometimes enemy units in one or more adjacent non�castle spaces will bar the displacement described above.  In such cases, the displacing stack would displace the enemy units that are blocking its route.  Each player determines the route of their own units' displacement, but the stack of displaced besiegers must lose a number of friendly combat units equal to the number of enemy combat units that it is displacing.  (This represents losses taken by fleeing besiegers fighting their way out of encirclement.)





If the enemy units barring the stack's displacement are equal or greater in number than the stack of displaced besiegers, or if the displaced besiegers have no unobstructed route of displacement due to terrain or some other factor, they are not displaced but are instead eliminated.  Any hero located in a totally eliminated stack must take a Hero Fate Roll.





A land unit may displace into a sea or lake space only if an empty friendly fleet is available to carry it.  Displacing fleets may ignore combat units in the space it displaces into.  It is allowable for enemy land units and friendly fleet units to occupy the same coastal space after displacement.  This should be corrected the next time that the player controlling the fleet moves.








MIXED-UNIT SIEGE COMBAT





In the Basic Game, fleets and land units may fight combat together only if they jointly occupy an unplundered castle space in the course of a siege.  That is, all combat units stacked in a castle space during the Siege Phase are treated as undistinguished strength points.  Combat between land units and fleets is not allowed in the Combat Phase, at which time different unit types are required to ignore one another.








FLEETS AT SIEGES





Fleets are not required in the besieging of a castle-port, but they may contribute their strength to both the defense and attack against a castle-port.





Land units aboard fleets that are reinforcing a siege must debark into the besieged castle space to be considered as part of the besieging force.  A besieged player's fleets can freely enter and exit besieged castle�ports and transport units into and out of besieged castle�ports, unless the besieger has at least 1 fleet combat unit in their stack.





The freedom of fleets in sieges is only a factor of movement.  A fleet cannot be deployed as a replacement or reinforcement in besieged castle�port even if is besieged only by land units.








MIXED-UNIT COMBAT DURING RELIEF





Because relief combat is fought in the Combat Phase, army and fleet units may not attack one another in the course of relief combat.  Relieving land forces may attack only besieging land units, while relieving fleets may attack only besieging fleet units, unless the attack is amphibious.   





EXAMPLE: A castle�port is besieged by 2 enemy fleets and 6 land combat units.  A relieving force consisting of 4 fleets and 2 transported land units attack.  The attacker chooses to fight with only 4 fleets vs the 2 enemy fleets (in this case both the land units on the fleets and the enemy land unit are discounted).  The combat is fought at odds of 2 to 1.  After the attack, the 2 besieging fleets survive, as do 3 of the relieving fleets, and these 3 fleets now enter the besieged castle�port (along with the 2 transported land units).  Although the 2 arriving land units have not yet fought, they may not initiate any further attacks during this game turn because the time for announcing new attacks has passed.





Instead of launching an ordinary combat as given above, it is possible that the player may opt for the riskier Amphibious Attack.  The procedure for carrying out both Relief attempts and Amphioxus Attacks is given in the section "COMBAT PHASE."








BESIEGING NEUTRAL CASTLES





If a player declares a siege against a neutral non�player castle, the kingdom in which the castle is located immediately becomes the ally of a randomly�determined enemy player.  Deploy the kingdom's units immediately.  This will usually mean that some units will be deployed in the very castle that is under siege, which is allowable.  If the besieger has maintained a ratio of at least 1:1 in respect of the strength of the castle even after any increase in its garrison strength, the siege continues.  If, however, the resultant ratio falls below 1:1, the siege condition becomes invalid and the besieging units are displaced from the castle at the end of the current game turn.








NON-SIEGE ATTACKS BY BESIEGERS





Units occupying a stack of friendly besiegers may attack adjacent enemy units outside the castle space while still being considered part of the besieging stack.   However, if the besieging stack has already participated in a siege attack, it may not attack in the Combat Phase.   (Remember, a player may deliberately refrain from attacking in the Siege Phase.)





	* * * * *








Page 8, MOVEMENT AND TERRAIN.





CORRECTION:  In paragraph 3, delete the comment, "and the unit would have to stop moving."  





CLARIFICATION:  In the 3rd edition, units are not forced to stop arbitrarily in a mountain space.  Instead, the movement point cost of the mountain has been raised to 4 movement points.  (It was formerly 3).  If a unit can continue moving after spending 4 movement points, more power to them!








Page 8, SPECIAL TERRAIN BONUS.





CORRECTION:  In the last paragraph, the reference to "mountains" is wrong.  The word should be "hills." 





CLARIFICATION:  Mountains are never treated as clear terrain.  A unit with a "mountain terrain bonus" spends 3 movement points.








Page 8, TERRAIN EFFECTS CHART.





CORRECTION:  The "Mountain terrain" description should read so:  "Mountain  4 points.  This type of terrain is more easily entered with special terrain bonuses.  Units defending in a mountain space may add 1 to the friendly combat die roll."  The reference to forced stopping in a mountain is deleted.





CLARIFICATION:  On the map it is not always clear where the sea ends and a river begins.  This is the official situation:





Both spaces south of Addat are sea spaces.  The river begins east of Addat.





The Boom is a sea space; the Floodwater River begins east of it.





Both spaces south of Castle Lapspell are sea spaces.  The river begins east of them.





The Wanderer River begins 2 spaces NE of Adeese.





CLARIFICATION:  The picture shows an ordinary Castle.  Castle-ports are denoted by a non-black portion at the bottom of their space.  Pennol, therefore, is not a port, but Adeese is.





CORRECTION:  The "Scenic Space" picture should have shown not a blank space with a dot, but a silhouette. (For example, the scenic space "Trading Post.")  





CLARIFICATION:   The dot in the Scenic Space shown does not define a scenic spaces.  It is present in some scenic spaces and not in others.  It signifies that in the Intermediate and Advanced games the space is the entry space for a Special Mercenary unit.





CORRECTION:  The illustration for Navigable river is incorrect. (It’s really just a repeat of the ordinary river space given above.)  A navigable river can be identified at a glance because an all-water row of space sides runs through the middle of the stream.  Only the Deep River is navigable.  Treat the castle of Parros not as a navigable river, but an island surrounded by coastal spaces.  Specific rules for Parros are given in "SPECIAL RULES FOR SELECT KINGDOMS."








Page 9, MOVEMENT RESTRICTIONS.





CLARIFICATION:  The no-stopping rule is overstated.  See FLEET MOVEMENT, below, for the correct rule.





CLARIFICATION:  The player will notice a reference to "non-flying units."  There are no flying units in the Basic Game.  This is a reference to the Intermediate Game.








Page 9, CASTLE-PORTS.  





CLARIFICATION:  A better heading would have been "CASTLES AND CASTLE-PORTS."








CLARIFICATION:  The occupation rule refers to the means for making an enemy's plundered castle friendly.  An unoccupied plundered castle is always friendly to the player who controls the kingdom where it is located.








Page 9, RIVERS.





The second sentence of the first paragraph is deleted.  Only the Deep River is navigable and the stated condition does not appear there.





* * * * *





Page 9





SUBSTITUTION:








	FLEETS AND NAVIGABLE RIVERS (FERRYING)





Fleets move along navigable rivers like coastal spaces (space to space) and control all water-containing spaces adjacent to the space it occupies.  Control means that any water-traveling combat unit that enters the controlled space must stop.  A lone hero unit does not have to stop, but must take a Hero Fate Roll for crossing an all-water space side between two navigable river spaces control by an enemy fleet (or more than one enemy fleet).





A fleet may act as a ferry across a navigable river.  To do so, a fleet stands in place, in that way negating the existence of the river for friendly land units.  A fleet acting as a ferry allows these units to cross an obstructing all-water space side lying before them as if two “coastal hexes” controlled by the ferry had become two land spaces for movement purposes.  This is, they need not stop before crossing the navigable river to the other side.  Any number of heroes may cross freely by fleet-ferry, but a stationary fleet located on a navigable river may only ferry a number of combat units equal to its movement allowance.





EXAMPLE:  A fleet with a movement allowance of 8 can negate the existence of the river for up to 8 combat units crossing the river over the top of the fleet, but not more.





If a fleet has had to move to reach the desired ferry-position, it may only ferry a number of combat units equal to the unspent movement allowance remaining to it. 





For the purpose of ferrying land units, it does not matter which side of the river bank the fleet is physically located.  If approaching the river from the fleet side, they land units move over the fleet and to the opposite bank.  If approaching from the other direction, they move from the bank into the fleet space on the other side.





	* * *





Page 9





SUBSTITUTION:








	NAVIGABLE RIVERS





Only the River Deep (along with the one hex at the Waning River's mouth) is a navigable river.  Land units may not fight land combat across a navigable river, nor can a land unit cross a navigable river unless, (A) a friendly fleet is present for ferrying or, (B) the units have begun their Movement Phase adjacent to the exact same space side to be crossed.  (It is assumed that they have taken time to prepare a ferrying operation).





Fleets move along navigable rivers just like coastal spaces and control all water spaces that they touch upon after ceasing movement.  Moving fleets upriver (against the current) requires more effort and thus costs 2 movement points, while moving downriver (and with the current) requires less effort and only 1 movement point.





Land combat units can move by land through a part-land, part-river space containing an enemy fleet and vice versa.  If land combat units stop in the space, the fleet unit must move out of the occupied space during its next Movement Phase.  Land combat units may not cross a navigable river through a space whose water portion is controlled by an enemy fleet (that is, the river at that point is blockaded).  A hero unit may attempt to cross such a space, but must take a Hero Fate Roll upon making the attempt.  If two contiguous spaces are involved, he still makes only one Hero Fate Roll.





A fleet traveling by river cannot force a Hero Fate Roll upon a hero on land, i.e. on the bank of the river.





Lake Carth does not come under the rules of a navigable river.  Treat it as a small sea.





For the effect of navigable rivers on combat, see EFFECTS OF TERRAIN ON COMBAT, below.








Page 10, MODIFYING THE COMBAT DIE ROLL (ODDS).





CORRECTION:  The last sentence of the second paragraph should read:  "If the attacker's force is smaller than the defenders and his total does not divide evenly into the defender's total, an additional 1 is subtracted from the attacker's die.  This is part of the necessary process of rounding in favor of the defender. 





CLARIFICATION:  If 6 units attacked 12, the odds would be 1 to 2.  In this case, because the attacker's total divides evenly, they are not additionally penalized.  But if 5 units attacked 12, the odds would be 1-2 still, but the attacker's total does not divide evenly.  Because we always round fractions in favor of the defender, the additional modifier of -1 is applied.





CORRECTION:  EXAMPLE 3 is wrong.  It should read:  "8 units attack 9.  Dividing the attacker's total into the defender's, we have 8/9 = 0.89.  The attacker is only slightly smaller in this case, but we again round in favor of the defender, giving the attacker a -1 penalty.








PAGE 10, WHICH UNITS MAY ATTACK?





ADDITION:  Make this paragraph the new third paragraph:  "Newly-activated units, after performing their mobilization movement, may only attack enemy units inside their own kingdom."





CORRECTION:  EXAMPLE 2.  Situation (4) should read:





"4) Attack all three adjacent enemy-occupied spaces as a combined defending total.”





 (In this example it would be a 1 to 3 attack).








Page 10, MIXED TYPE COMBAT.





CLARIFICATION:  Mixed units can occupy the same space until the fleet's Movement Phase, at which point it is incumbent upon the fleet to move.








Page 10, RETREAT BEFORE COMBAT.





CORRECTION:  The last paragraph on the page should read:





Hero units do not retreat unless at least one of the friendly combat units in their stack successfully retreats.  Heroes simply ride a combat unit away during its retreat.





CLARIFICATION:  Page 10.  EXAMPLE 2.  In the example, it is also possible for the Dwarves to stay behind with the humans and let the Elves retreat, or vice versa.  It is not allowed for some Dwarves and Elves to remain behind while other Dwarves and Elves retreat.  Same types must stay together in retreat (or waver in of retreat). 








Page 11, AMPHIBIOUS ATTACKS.





CLARIFICATION:  Second paragraph.  Simply stated, all combat units defending against Amphibious Attack are combined in defense.  All combat units, both fleet and land units, are combined for the attack.





ADDITION:  If units friendly to the Amphibious attacker are besieged in the port, they may support the attack with either land units or fleets located "inside" the castle.  They cannot combine land units and fleet units for this supporting attack because it is the Combat Phase and besieged units cannot themselves make Amphibious attacks.





CLARIFICATION:  Third paragraph.  If an attack fails, round the losses of the attack down.  (E.g., if 5 units survive, only 2 are eliminated in retreat.)








Page 11, RELIVING FORCES.





CLARIFICATION:  If the besieger has both land units and fleets, and the relieving force has both land units and fleets (not necessarily in a single stack), they may fight both a land and a fleet battle.  If the relieving player chooses not to fight a land battle, his land units may not advance into the Castle after combat.  Likewise, fleets that are opposed by a besieger’s fleets may not advance into the castle unless they conduct and survive a fleet battle.  If the relieving player’s fleets win the right to enter the castle, they may take with them any land units which they have been transporting all along.





ADDITION:  Friendly besieged units inside the Castle (if they have not made a breakout attempt that turn) may attack and add their strength to the total strength of the relieving force.








Page 11, HERO MOVEMENT BONUS.





CLARIFICATION, Third paragraph.  If, for example, the monarch of Immer and the monarch of Neuth are in the same stack, each monarch can only move its own units.  If they remain as a stack that makes an attack that turn, either monarch may be chosen as the leader for the attack.  (If neither of the leaders is able to affect combat, this last detail may be ignored).








Page 11, HERO TERRAIN BONUS.





CLARIFICATION:  First paragraph.  Remember, a monarch is only able to lead other heroes, his own regulars, and mercenaries (unless Personality Card #14 is a factor).








Page 12, HERO FATE ROLL.





ADDITION:  Add this to the list of 1-9:





10)  Hero attempts to cross the space side between two navigable river spaces, each controlled by enemy fleets.
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