Rules for Seige Engine Weapons (Athron’s Reinterpretation):

1. Siege Weapons

a. Definition of Siege Weapons:

i. A Dagorhir siege weapon is any rigid structure designed to launch, throw, or propel Dagorhir-legal projectiles.

b. General Rules of Siege Weapons:

i. A Dagorhir siege weapon must be operated by at least one person.

ii. Any person operating the siege weapon at any time must be able to demonstrate safe usage of the siege weapon beforehand during weapons check.

iii. It must be demonstrated that a projectile from a siege weapon can safely strike a combatant from 20 feet away.

1. Rule 1.b.iii. can be met by having a clearly-marked draw point that allows the siege weapon operators to properly calibrate their shots.
2. Rule 1.b.iii. can be met if the design of the siege weapon makes it impossible for the projectile to strike a combatant only 20 feet away.

iv. Siege Weapons are devices that can not be moved while being used in battle, but they may be pivoted on their axis for targeting purposes.

v. The herald has full discretion of whether a particular siege weapon will be allowed to be used during a battle, where it will be placed on the field, and has final say on any other issues regarding the use of the siege weapon.
vi. For each siege weapon, a herald designated specifically to observe the actions of the siege weapon must be present.

vii. A distinct, clearly marked, unbroken line (like paint or rope) will be marked at least 20 feet away from any point of the siege weapon.  This line must go around the entire siege weapon.  If the siege weapon has a swinging arm or anything that extends as it launches projectiles, the marked line must still be at least 20 feet away from any extended arms.

1. No combatant is allowed to enter this line.

2. No combatant may intentionally launch projectiles into this area.

3. No siege weapon operators are allowed to exit this line.
4. If the siege weapon is placed at least 20 feet outside of a pre-established and clearly marked “edge of the world” line for the battle, rule 1.b.vi. does not have to be followed.

viii. A siege weapon and its operators cannot be destroyed or killed by any means.

1. A clearly marked flag that resides on the line discussed in rule 1.b.vi. can be used to symbolize an ‘active’ or ‘inactive’ siege weapon.  The head herald will determine on a scenario-by-scenario basis what constitutes making the siege weapon active or inactive.

2. Siege Weapon Operators

a. Siege weapon operators may not carry or use any weapon that is not intended for the explicit use of the siege weapon they are operating.  For the length of the entire battle, a siege weapon operator is effectively a non-combatant 
b. Siege weapon operators must carry a distinguishing mark that identifies their qualifications to operate a siege weapon.

c. Siege weapon operators may not leave the area marked by the line discussed in Rule 1.b.vi.
3. Siege Weapon Projectiles

a. Yellow and White Damage Projectiles:

i. A siege weapon may be designed to launch Yellow or White-class projectiles (javelins, arrows, or rocks).  It must be demonstrated that the siege weapon can safely launch these projectiles, as well as demonstrating that launching a Yellow or White projectile does not cause excessive wear and tear on the projectile.
ii. Damage from Yellow or White projectiles launched from a siege weapon is treated the same way as though it was thrown (or shot) by a combatant.

b. Siege Weapon-specific Projectiles

i. Siege Weapon-specific projectiles are large boulders that must meet the following specifications:

1. Must be entirely constructed out of foam, a RED cloth covering, and as little tape as possible.

2. The diameter of the boulder must be >12” and <24”

3. May not weigh >24 ounces

ii. Damage:

1. Siege weapon boulders no longer cause damage once they hit the ground

2. Siege weapon boulders pass through ALL armor, even helmets.

3. Any combatant that has ANY part of their body, shield, weapon, or armor struck by a Siege Weapon boulder is dead.

4. Combatants may move ‘dead’ siege weapon projectiles only to move them out of the way of battle, to return them to a nearby herald, or to return them to an appropriate siege weapon.  They may not be used as offensive or defensive weapons by combatants.
