Latvian Lances - A Meeting of Chivalry and Warfare

Welcome to Latvian Lances - A Meeting of Chivalry and Warfare.  I really hope you enjoy this game that I have designed.  Many hours have been spent on this project, but I’m sure that it may still be improved.  If you have any questions or concerns, then please contact me on negrabunget@gmail.com and I will be more than happy to help.

The entire game is included here, so you will need a good printer.   The only items I cannot offer you are rolling dice.  In order for this game to flow you will need at least two dice.  

I have also included a design for a game box that can be easily adapted from a Cereal Box, which can be bought in most food stores. This way all the time and dedication gone into making this game at home will be safe in one place instead of lost. 
The most important rule for all players is respect the Game.  Somebody has taken time to cut, stick, glue and or tape all this together.  Careless behavior means that it will have to be done again if you are to use this board game more than once.

Please make sure that you have printed out the entire Inventory, the game does not work with any of these pieces missing.  Here is a list so you can check: -
- Game Board

- Weapon Deck

- Roster Deck

- Taunt Deck

- Chivalry and Warfare Deck

- Character sheets

- Character counters

- Lots of gold

- Rules and instructions.

Object of Latvian Lances

Be the first player to reach 20 points on either the Chivalry/Warfare counter.

Beginning/Set up of Game

Make sure that all items have been printed and are in an acceptable condition for game play.

Roll the dice at the beginning to choose which player heads the first round.  The head of each other round will be played in anti clockwise fashion.  The head of each round will be in charge of making sure each phase of the round is played out correctly and with no mistakes.

After the head of the first round has been picked they then have choice of colour.  Each colour is equal and will not add abilities.  All other players must then select colours fairly.

Each player must start with 2 Chivalry/Warfare cards drawn randomly, their own coloured counter on the game board placed in an empty black hexagonal space(used during the Joust phase), their own coloured counter placed on the "1" of their own character sheet(used has a measure of knowing when a player has 20 points), one of each different coloured counters of other players placed on the "Taunt Counter"(used during the Taunt Phase) and ten Gold each.

Income, Upkeep and Card Phase

From the second round and for each income/upkeep and Card Phase of the rest of the game, each player collects 10 gold and 2 Chivalry/Warfare cards.  There is only a 2 card handling limit.  Players are not to have more than this amount of Chivalry\Warfare cards.
If a player wants to pay for up keep on a weapon then this must paid at this moment.  Otherwise all unpainted weapons are placed back in the Weapons Deck.  Another player can steal an item by paying a higher upkeep on another players weapon. They must announce this during this phase only. If two players bid the same amount during stealing then both bids are unsuccessful and the item does not change hands.

Buying Phase

During this phase players purchase Lances, Weapons and Shields by bidding process.  The highest bidder has favour with armourer, unless otherwise stated.  Other players must roll a dice to choose in which order to buy.   A Lance can only be used once in a tournament, after use it must be assumed to be broken and returned to the Weapons Deck.  There are only three of each Lance and Shield level, thus meaning that some items on a players shopping maybe "Sold Out".  In addition to Lances and Shields, there are also Fight of Honour Weapons.  These Weapons can only be used during the Fight of Honour stage of a Joust.  They cannot be used instead of a Lance, although a Shield can be used for both Jousting and the Fight of Honour.  The Weapons that can be used on a Fight of Honour are, Swords, Battle Axe, War Dagger, Pike and Mace.

Level 1 Lance/Shield - 5 Gold

Level 2 Lance/Shield - 6 Gold

Level 3 Lance/Shield - 7 Gold

Level 4 Lance/Shield - 8 Gold

Level 5 Lance/Shield - 9 Gold

Level 6 Lance/Shield - 10 Gold

Level 4 Sword/BatAxe/Dagger - 8 Gold

Level 5 Sword/BatAxe/Pike - 9 Gold

Level 6 Sword/BatAxe/Mace - 10 Gold

Training Phase

A player can choose to train instead of participating in the tournament.  The advantage being that it will increase skill level by two.  But will lose two Chivalry/Warfare points in exchange.  Any player that has chosen Training must not participate in the rest of this round.

Taunting Phase

A card is to be drawn from the Taunt Deck by the head of the round. They are to reveal this to the other players.  Each player then places the token from their Taunt Counters of whom they would like to Taunt.  The player with the most Taunts must face the punishment.

All Taunts are to be played straight away, unless stated when to play.

Roster Phase

A card is to be drawn from the Roster Deck by the head of the round.  This card will determine how many Players will participate in the Joust and if there will be a Fight of Honour.
Jousting Phase

Players are placed on the tournament board.  They both roll a dice and move forward. Who ever reaches their opponent first gets first hit and becomes the attacker. If both players roll the same numbers then more dice must be rolled to determine who is the attacker and who is the defender.  The total of the attacker is worked out by adding Lance strength, plus skill strength, plus one die roll, plus any Chivalry/Warfare card advantage or Value, minus any Taunt disadvantage. The same should be done with the defender, but replacing Lance or Weapon with Shield.

If the attacker wins by more than three, then they are the victor of the joust.  If the difference is less than three then it is a draw and the players must joust again.  If the defender wins then both knights have missed and must joust again.  If a Joust does not find a winner after three rounds and is not a Fight of Honour then it is a draw and nobody wins.  No winnings are to be claimed.

In the case of the Roster Card drawn displaying Fight of Honour, then both players enter a duel after a single round of Jousting.  If the Joust allows the attacker to win then the Fight of Honour will not be played.

When dueling, if a player on the round of the Joust had a higher score they may attack first.  If the attacker and defender had the same total then a die is to be rolled to determine who will attack first.  

The total of the attackers Weapon strength, skill strength, Chivalry/Warfare advantage or value and One die roll is compared to the defenders total of the same.

If no winner is found after two rounds from the Fight of Honour then it is a draw and none of the players take the winnings.

The winner of a Joust or Fight of Honour is awarded 20 Gold and Two Chivalry/Warfare points.

Phase Index

1-Income, Upkeep and Card Phase

2-Buying Phase

3-Training Phase

4-Taunting Phase

5-Roster Phase

6-Jousting Phase

