The Four Musketeers

You have been asked by the Queen to travel to the Five-legged horse, an inn on the main Paris to Rouen road. There you are to meet a Monsieur Canard who has a message for the Queen from Lord Buckingham.

Figures: Four Musketeers + Planchet

Name
Shoot
Dexterity
Strength
Damage
Wounds

Athos
7
6
8
+1
1 2 RIP

Porthos
7
7
9
+1
1 2 RIP

Aramis
7
8
6
+1
1 2 RIP

D'Artagnan
7
8
7
+2
1 2 RIP

Planchet
5
6
6
-
1 2 RIP

Rochefort and the Cardinals Guard

You are the cardinal's right hand man and have been sent to intercept a message from Lord Buckingham to the Queen. You believe that the man you are looking for is at the Five-legged Horse - an inn on the Paris to Rouen Road.  He may be travelling as Monsieur Canard.

You wish to get the message yourself and do not want Captain de Terre of the Guard to take the glory for himself.

Figures: Rochefort  + 4 Cardinal's Guard

Name
Shoot
Dexterity
Strength
Damage
Wounds

Rochefort
8
8
8
+2
1 2 RIP

Guard #1
6
7
7
+1
1 2 RIP

Guard #2
6
7
7
0
1 2 RIP

Guard #3
6
8
7
0
1 2 RIP

Guard #4
5
6
7
0
1 2 RIP

Captain de Terre and the Cardinals Guard

You are the cardinal's right hand man and have been sent to intercept a message from Lord Buckingham to the Queen. You believe that the man you are looking for is at the Five-legged Horse - an inn on the Paris to Rouen Road.  He may be travelling as Monsieur Canard.

You wish to get the message yourself and do not want that upstart Rochefort to take the glory for himself.

Figures: Captain de Terre + 4 Cardinal's Guard

Name
Shoot
Dexterity
Strength
Damage
Wounds

De Terre
8
8
8
+2
1 2 RIP

Guard #1
6
7
7
+1
1 2 RIP

Guard #2
6
7
7
0
1 2 RIP

Guard #3
9
8
7
0
1 2 RIP

Guard #4
5
6
7
0
1 2 RIP

Lord Buckingham 's Envoy

You are travelling under the name Captain Canard and are to deliver a message to the Musketeers.  You have been waiting in the woods while your messenger entered the inn, but he has not yet returned.

You must retrieve the message and ensure that it reaches the Musketeers.

Figures: Captain Canard + 4 men

Name
Shoot
Dexterity
Strength
Damage
Wounds

Canard
9
8
8
+2
1 2 RIP

Man #1
6
7
6
+1
1 2 RIP

Man #2
6
7
7
0
1 2 RIP

Man #3
6
8
7
0
1 2 RIP

Man #4
6
7
8
0
1 2 RIP

Lord Felton's Exiles

You are a group of English Gentlemen who have tired of the treason perpetrated by Lord Buckingham and his association with the Catholic Queen of France.

You have come to kill Lord Buckingham 

Figures: 4 English Gentlemen

Starting Place:  Town Square

Name
Shoot
Dexterity
Strength
Damage
Wounds

Felton
9
8
8
+1
1 2 RIP

Gentleman #1
6
7
7
0
1 2 RIP

Gentleman #2
9
7
7
0
1 2 RIP

Gentleman #3
6
8
7
0
1 2 RIP

The Palace Guard

You are the Palace guard and are dedicated to protesting the life of the king and Queen.

You are also responsible for keeping the peace and preventing trouble between the Cardinal's Guard and the Musketeers.

The beggars in the Town Square have been causing problems recently, so you need to control them.

Figures: 4 Palace Guard

Starting Place: Cardinal's Palace

Name
Shoot
Dexterity
Strength
Damage
Wounds

Guard Captain
6
8
9
+1
1 2 RIP

Guard #1
6
7
7
0
1 2 RIP

Guard #2
9
7
7
0
1 2 RIP

Guard #3
6
8
7
0
1 2 RIP

Player Sequence

Each player starts the turn by rolling 1D6 and placing it by his lead figure.

The cards 1-6 are then shuffled and drawn in turn. Players matching the card drawn can move their figures.

ACTIONS

Characters can perform one action a turn, this can be:

-Movement (all characters move 2D6 inches)

· Jump

· Fire Gun

· Load Gun (takes 4 turns to load a gun)

· Throw something

· Swing

· Search a body

· Etc

You attack someone by moving into contact with them. This then pins them for that turn and they are unable to move away. All duels are resolved after all movement is complete.

Shooting

Roll under or equal to shoot skill on 2D6, halved if over 12 inches.

Jumping

Roll against Dexterity skill on 2D6 to make a leap, adjusted for difficulty. E.g. +1 to roll if leaping a 6" gap.

Strength

If trying to topple something over, move a table, etc. Then combine the strengths of all pushing against the object and these strengths must be greater to move it.

e.g. Barrel is strength 1, statue is strength 26

Duelling

Each player selects a sequence of 6 duelling actions and puts those cards into a deck.  The valid action sequences are:

X
Rest

LX
Lunge with rest

SXX
Slash with 2 rests

PX
Parry with rest

PRXX
Parry with a  riposte and 2 rests

RLXXX
Running Lunge with 3 rests

R
Retreat

C
Close

The cards are then turned over and matched on the following table:

L or S vs X, R or C
Player Hits

L vs L, S vs S, L vs S
Both players hit

L vs P
Lunge is blocked

S vs P
Both roll D6, higher wins. S rolls damage -2

L vs PR
Lunge blocked,  Risposte hits

S vs PR
Both players roll D6, higher one hits

RL vs X,R,C
Player hits add 2 to die roll

RL vs L, S
Both players hit, RL +2 on die roll

RL vs P
Running lunge blocked

RL vs PR
Running lunge blocked, ripost hits.  -2 on die roll

RL vs RL
Both hit +4 to die rolls

Damage Table (roll 2D6)




 < 2
Embarrassing wave of your sword

2-5
No effect, a mere scratch

6-8
1 wound

9-11
2 wounds

12+
A kill, opponent dies!

Each character dies after receiving 3 wounds.

