Scenario - Dolphin & Cross - 5

As a Thorn in the Foot

Background

March 13, 1313 — The destruction of the village of Avalon in January outraged the Dauphin Jean. He summons
his feudal lord Guers of Beaumont to destroy finally this Savoyard fort which prevents him from sleeping. Guers is
apprehensive as he knows that the attack might cost many lives. He thus decides to attack at night.
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The game is played in 12 turns.
The Dauphiné player plays first.
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Special Rules

The night: At night, visibility is reduced to a range of 3 hexes. Missile fires can only be shot are targets that are
visible, that is, within a 3-hex range or lighted areas (see below).

Torches (adaptation of the lantern rules from Samurai):

> A torch lights the hex on which it is placed as well as the 6 ones that surround it. The light spread by a torch
gets through a window or a door but not a wall or a stockade. The characters being on lit hexes are visible as in
broad daylight.

> To light or relight a torch, a character has to be on the same hex as the torch at the end of his movement. To
switch it off, the character just need tp cross that hex.

Consequence of fires on night visibility: if a wooden structure is burning, the total visibility is spread to a 2-
hex range of the hex on fire.
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Victory Conditions

If, at the end of the 12 turns:

> The Savoyards are still present within all stockades of the fort, the Savoyard player wins a wide victory: Guers
of Beaumont will no longer be a feudal lord soon;

> No Savoyards are left within the second stockade, the Savoyard player wins a close victory: Guers of
Beaumont will have to defends in front of the Dauphin and he knows that his chances of forgiveness are thin;

> No Savoyards are left within the first and second stockade, the Dauphiné player wins a short victory - Guers
can explain that the fort is no longer a threat for Avalon, even if its position is uncomfortable in case of any
Savoyard counter-attack;

> The Savoyards are only holding the 2 towers, the Dauphiné player wins a large victory - defenders will have to
surrender before the arrival of the reinforcements;

> The Savoyards are all killed, wounded or stun, the Dauphiné player wins a crushing victory - Guers of
Beaumont is going to be able to ask for a promotion as bailiff of the Gresivaudan valley.
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