From Macbeth to Medici

Feudal Wargame Rules 1000-1500 AD

INTRODUCTION

These rules cover the period which saw the rise and fall of the mounted knight as the primary combat arm, and as such are all about charging about the place in a disorganised manner, haranguing your allies and subordinates. Well, sometimes.

MTM stems from a collaboration between Dan Cunliffe and myself (Martin Clark) many years ago, with “constructive input” since then from Jim Graham, Mike Huston and Iain Law (and you thought it was just idle bickering). None of the others should be held accountable for my final efforts!

The salient features of these rules are;

· Element based structure – why buck a trend?

· Combat skill specialisation - units are not necessarily good at anything.

· Acting with initiative - this is going to hurt you more than it hurts me.

· Accelerated movement - more gets done when the general is watching.

· Troop scale - 1 element = 120 foot, 50 cavalry or 4 gunnes seems to work OK, but it doesn’t really matter as long as both sides are of historical proportions.

· Ground scale - probably about 1 inch = 25 yards, but it doesn’t really matter. 

· Time scale - not applicable.

· Everything in inches as I’m an unreconstructed Imperialist.

UNITS

During this period units were generally grouped into between 2-4 operational formations or “battles”; variously two wings, left-centre-right, plus reserve. Occasionally small detachments would be deployed as an outflanking and/or ambush force. 

Unit Organisation

Troops are assumed to fight as individuals, in small groups or as a unit, corresponding to a representation in Open, Loose or Close order. This is largely a depiction of their tactical deployment and does not necessarily relate to the overall unit density. As this is an element-based system then ideally all figures should be on stands of a similar size. An element should contain enough figures to clearly represent the “order” being used (akin to the old WRG 2-3-4 progression).

Unit Origin

All units are classed as being Feudal, Regular or Tribal.

Feudal includes the “standard” European regime of privilege and responsibility plus those broadly similar systems used by the Byzantines, Arabs and Turks.

Regular – or perhaps more accurately “maintained” – troops, include permanently employed mercenaries, nascent “national” units and civic militias. The important factor is their status as being permanently under arms and thus (theoretically) subject to higher standards of drill and internal discipline.

Tribal or clan based troops are those from areas lacking the rigid hierarchical control imposed by Feudal relationships.

In all calculations and tests (unless otherwise specified), the majority of units use normal dice (d6). Most Regulars and units with a historical reputation for battlefield discipline use “average” dice (d5).

Relative Importance

	Class
	Feudal
	Regular
	Tribal

	A
	Knights
	Household
	Nobles

	B
	Retinue
	Men-at-arms
	Warriors

	C
	Levy
	Militia
	Dregs

	D
	Worthless Scum


All mercenaries and foreign allies are counted as being one class lower by “native” troops and officers. 

All Tribal units count other Tribal units as being one class lower during morale tests.

Unit Experience

All units are classed as Green, Seasoned or Veteran. 

Where the term Experience Bonus is referred to this is a value of 2, 3 or 4 corresponding to the above.

Unit Moral

The progression of morale states used is Steady, Erratic, Impetuous and Broken.  In this instance the term “erratic” is used to indicate that internal command and control is breaking down (or never existed in the first place) and that the unit is poised between “fight or flight”. 

All units will normally begin as “Steady” although certain troop types may vary from the norm (erratic Knights perhaps). 

Unit Types

The following categories of troops are used, based on their primary armament.

	Heavy lancers
	Later period Western European horseman with “bargepole”

	Light lancers
	Early Knights, Eastern horse and sergeants, pricklers, scourers, etc.

	Archers
	Longbow, bow or composite bow

	Skirmishers
	All other missile weapons, whether used on foot or horseback

	Billmen
	Including two-handed swords, specialised swordsmen, etc.

	Spearmen
	Long or short thrusting spears used one-handed

	Pikemen
	Pike or long spear held in both hands

	Rabble
	The usual mix of trash with improvised weapons

	Gunnes
	Gunpowder artillery, usually Regulars (military specialists)


Note that these are merely functional descriptions used to determine the likely actions and reactions of units during the game, NOT a strict element definition with explicit fighting qualities.

The definition of “skirmishers” may seem a bit harsh but slings, javelins, handguns, crossbows – even heavy crossbows – were either used by “proper” skirmishers or had such a slow reload time fire as to have more of a galling effect than actually kill in large numbers.

True firing is thus limited to units equipped with bows, including duel-armed troops. Units with mixed weaponry (differently armed ranks) count as having “supporting fire” in combat but may only fire independently as skirmishers. 

Duel-armed troops who shoot will be penalised in close combat. They may choose not to use their bows and count as having “supporting fire” instead.

Mixed formations – typically bow and bill – function as both types as the situation dictates.  

Expected Behaviour

	
	Charge
	Counter-charge
	Stand 
	Evade

	Heavy Lancers
	Yes
	Yes
	Test
	No

	Light Lancers
	Yes
	Yes
	Test
	Test

	Archers
	Test
	No
	Yes
	Yes

	Skirmishers
	No
	No
	Test
	Yes

	Billmen
	Yes
	No
	Yes
	Test

	Spearmen
	Test
	No
	Yes
	Test

	Pikemen
	Test
	No
	Yes
	No

	Rabble
	No
	No
	Test
	Yes

	Gunnes
	No
	No
	Test
	Yes


“A” class cavalry may not evade.

Skirmishers, Rabble and Gunnes may only stand if they have the advantage of ground, defences, etc.

Rabble and Skirmishers will only charge if Impetuous.

Unit Endurance

Fatigue, combat losses and the effects of generally having a bad day are all expressed as “hits”. A unit can carry a number of hits equal to its Experience Bonus with no ill-effect, and players can attempt to remove them each turn, depending upon circumstances. If a Steady unit is carrying more hits than its safe limit it becomes Erratic. If an Erratic unit fails a Control test then it either becomes Impetuous or Broken. You have been warned.

Unit Armour

The following broad categories are used to indicate the relative degree of protection afforded.

	Unarmoured
	Exactly what it says on the tin

	Light
	Covering for the torso only

	Heavy
	Torso plus upper arms and thighs

	Full
	Complete head-to-toe


Light armour is the usual minimum – just about everyone will have something – but account is being made of “raggedy-arsed barbarians” who sometimes feature in certain armies.

Light armour offers no protection against bow or skirmish fire. 

Heavy armour gives some degree of protection against missiles.

Full armour is invulnerable to all but heavy crossbows, longbows using armour-piercing arrows and handguns which count it as Heavy. Full mail, as opposed to plate, is not considered superior to Heavy armour in hand-to-hand combat.

Cavalry count as one level of protection lower if riding unarmoured horses.

No armour offers any degree of protection against artillery.

Shields (as opposed to bucklers) raise the degree of protection by 1 level, where possible, when fired on from the front or left flank.

Only close order troops may count as shielded while moving.    

Wooden palisades, plashing of wood edges and pavises are the equivalent of Full armour. A pavise can only be used at the halt.

OFFICERS – Mad, bad & dangerous to know

In game terms each “battle” will have a senior officer, one of whom will also be the Commander-in-chief (at least in his own eyes). Each should be represented by a separate stand and standard.  
Officer Temperament

This represents his underlying character or level of aggression and is classified on a sliding scale of Rash, Bold and Cautious. Two special states of Enraged and Shaken may occur during the game as the result of bad things happening. 

As it in notoriously difficult to get players to “play in character” they should simply choose the one best suited to their general tabletop behaviour. However, for non-player positions (and masochistic role-players) the following is suggested; roll 2d6 for all origin types.

	Die Score
	Character

	2 or 12
	Enraged!

	9-11
	Rash

	6-8
	Bold

	3-5
	Cautious


An officer who begins the game in an Enraged state has a personal grudge against his enemy opposite number and his entire battleplan will be to slay him. An officer who becomes Enraged during the course of the battle may turn against his own side due to imagined (or actual) betrayal.

Leadership & Command Ratings

To determine these roll 3 dice and discount the lowest value, allocating 1 die score to Leadership, the other to Command, as you see fit. Officers will usually use the type of dice appropriate to the majority of their units (d5 or d6).

During unit Control tests and Combat random factor calculation an officer may substitute his Leadership value for 1 of the dice scores, if leading that unit in person.  

The Command rating is the maximum number of units he may move in a co-ordinated fashion (see Movement) provided they are in sight and within his “Command Radius”. This is taken to be the total of his Leadership and Command ratings, in inches. Regular officers count twice their Command rating when calculating the Command Radius.

Battlefield Behaviour

The following are guidelines only, and generally more applicable to non-player officers.

An Enraged officer will order all units forward to attack, regardless of tactical circumstances, leading one in person if not already doing so.

A Rash officer will press forward unless constrained by orders AND he currently has the advantage of ground (behind a stream, stakes, etc.).

A Bold officer will press forward unless constrained by orders OR he currently has the advantage of ground. 

A Cautious officer will not advance unless ordered to do so. He will withdraw to a more advantageous position if possible, unless ordered to stand his ground.

A Shaken officer will withdraw, leading his men from the field at the double. Should any of his units be routed or destroyed during this “redeployment” he will abandon the remainder and flee like the craven dog he is, issuing no further orders. 

In all tabletop situations it is hoped that common sense will prevail!

OFFICER MORAL TEST

A morale test is only triggered by the rout or destruction of a “significant” unit within his own command, or the loss of the C-in-C. All such losses must be in sight. 

	Character
	Limitations & Effects
	Passes Test On

	Enraged
	Ignores all losses
	n/a

	Rash
	Counts “A” class only
	7

	Bold
	Counts “B” class as 1 unit, “A” class as 2 units
	6-8

	Cautious
	Counts “C” class as 1 unit, “B” class as 2 units, “A” class as 3
	5-9

	Shaken
	Breaks if any unit lost
	n/a


“A” class units always count as lost once noticed (i.e. they would force a test each turn), others only on the turn it happens. All mercenaries and foreign allies are counted as one class lower by “native” officers, thus you can safely sacrifice “C” class foreign scum.

The basic test is 2 dice with no modifiers. The Leadership rating may be substituted for 1 die score.

If the score is above the pass range the count of lost units is increased AND a Rash officer becomes Enraged. 

If the score is within the pass range there is no effect.

If the score is below the pass range the count of lost units is increased.

HOWEVER, if the number of units lost already exceeds his Command rating then failing a test causes the officer to “snap”, becoming Enraged or Shaken (failing above or below), regardless of his current level of aggression.

If an officer becomes Enraged he will order all remaining units forwards to attack, regardless of tactical circumstances, leading one in person if not already doing so.

HOWEVER, if this Enraged state was due to a “snap” (see above) AND no other friendly command has had any units routed/destroyed, then there is a 40-60-80% chance (Regular, Feudal, Tribal) he will feel betrayed; abandoning his troops and moving at charge speed to the nearest friendly officer. At contact both roll 1 dice, the loser being killed, if a draw then both are slain or otherwise incapacitated. The victor of this personal combat, if any, becomes Shaken.  

MOVEMENT

Possible movement types are Mounted, Dismounted and Foot. Dismounted are equipped with horses for increased mobility on the battlefield but fight on foot. 

Troops may march, move normally or double (mounted walk, trot or canter). Marching represents a slower rate aimed at improving unit cohesion and greater overall control, and as such it is normally the preserve of close-order units.

	Movement (Inches)
	Foot
	Mounted

	Marching
	4
	6

	Normal Move
	6
	9

	Doubling or Evading
	8
	12

	Routing
	12
	18


Movement is potentially split into an Initiative and Reaction phase. A formation led by an officer adds his Leadership rating to its Initiative calculation (see below).

A charging, counter-charging or evading unit adds its Experience Bonus (in inches) to its Reaction movement (see below), counting this doubled if the troops are moving mounted. Non-cavalry (i.e. the “Dismounted” movement type) only count the doubling effect while evading.

Officers and messengers moving individually do so at the “routing” rate.

Terrain Effects

Passable terrain falls into 3 categories.

	Class
	Definition
	Deduction in inches

	1
	Minor features such as low wall, gentle slope, or shallow stream
	Difference in 2d5

	2
	Major features such as steep or muddy slope, belt of trees or ford
	The lower of  2d5

	3
	Areas of bad going, such as marsh, woods or buildings
	The higher of 2d5


All deductions are doubled for mounted troops.

Deductions do not apply to officers, messengers, skirmishers or routing troops. 

Deductions do not apply to the movement of charging or counter-charging troops, but are applied as a  modifier during combat and fatigue tests. Units fighting in areas of bad going are treated in a similar fashion.

Co-ordinated Movement

Units may align themselves on an officers standard and thus move as a co-ordinated body. The maximum number of units that may be “brigaded” together in this way is equal to the Command rating of the officer concerned, and all such units must be within his Command Radius (the sum of his Leadership and Command ratings, in inches). The formation tests as a single body for terrain effects on its movement, using the worst circumstances, and all units must move at the speed of the slowest.  

Tribal units may not be brigaded together in this way.

Manoeuvring & Changing Formation

Only Regulars and Veteran Feudal troops have any notion of ordered movement, and may expand or contract their unit frontage each turn by a number of elements equal to their Experience Bonus (column into line and vice versa), deducting 1 inch per element from movement.

Only “A” and “B” class Regulars may turn to flank by element (line into column and vice versa), deducting 1 die in inches from movement.

All troops types may wheel and about face. Wheeling must be done at “march” speed. Turning about deducts 1 dice x the number of ranks, in inches.

All other changes of formation and/or combination of movement rates causes the unit to become disordered; essentially troops move into the new formation and reform in situ. 

To reform in a new position and/or facing divide the number of elements by the unit Experience Bonus, rounding up. This is the time required in 1/3’s of a turn.

While reforming a unit cannot fire, skirmish or fight. If contacted by an enemy charge it will break.

Unit Interpenetration

This was never a good idea on the medieval battlefield as only well-trained troops could attempt it without some degree of resulting disorganisation.

Only Steady close-order troops can refuse a forced Interpenetration by routers.

Mounted roll 2 dice, other troops 1.

Add 1 die if marching.

Add 2 dice if moving normally.

Add 3 dice if moving faster still (charging, counter-charging, doubling, evading).

Multiple dice on each side negate each other where possible.

The attacking/faster moving unit takes the highest single score from its dice. The defending/slower moving unit takes the single lowest score from its dice. 

On a double the passage of troops goes off without a hitch. Yeah, right.

Otherwise both sides become unformed and take a hit if the difference in dice exceeds their Experience Bonus, 2 hits if more than twice. 

Interpenetrated Feudal and Tribal troops will be swept away by routers of the same or higher class.

CHARGES & RESPONCES

A Control test is used to determine whether a given unit will react even remotely as desired. Several troop types have automatic behaviour in certain circumstances reflecting what they are actually trained to do (see Expected Behaviour).

Control Test Procedure 

The test is 2 dice with no modifiers. An officer if present may substitute his Leadership rating for one of the dice scores.

	Unit Experience
	Passes Test on

	Green
	7

	Seasoned
	6-8

	Veteran
	5-9


A unit may thus fail the test if the score is above or below the required range – referred to as “rolling up” and “rolling down”, respectively.

A unit can carry a number of hits equal to its Experience Bonus with no ill-effect. If a Steady unit is carrying more hits than its safe limit it becomes Erratic. If an Erratic unit fails a Control test then it either becomes Impetuous or Broken.

Charging

Notwithstanding automatic behaviour, all units are subject to a Control test if led by an Enraged officer and/or the enemy unit breaks in response to being charged. 

Troops who fail a charge test by “rolling up” will charge but become unformed. Troops who fail this test by “rolling down” stand, becoming unformed.

Standing

Troops who fail this test by “rolling up” will stand but become unformed. Troops who fail this test by “rolling down” either evade or stand unformed and lose 1 die of elements.

Evading & Feigned Retreat

Evading is not simply running away from the enemy. It is (theoretically) an uncontrolled withdrawal but with the aim of reforming in good order. Troops who fail this test by “rolling up” will stand instead. Troops who fail this test by “rolling down” evade but lose 1 die of elements.

A feigned retreat is perhaps the hardest manoeuvre to perform on the battlefield but it can be highly successful in provoking a headlong pursuit, thus luring enemy units into an ambush. The unit makes a Control test and if successful acts as broken but may function normally in subsequent turns automatically, without having to rally. Troops who fail this test by “rolling up” actually break. Troops who fail this test by “rolling down” not only break but also disperse beyond recall and are removed. The ability to attempt a feigned retreat should be strictly limited to its historical practitioners.

Impetuous & Broken

Impetuous units remove elements equal to the number of hits currently carried and charge, regardless of tactical circumstances, except that foot will not attempt to charge mounted unless led by an Enraged officer. An Impetuous unit will disperse in pursuit of a routing enemy which disintegrates.

Broken units remove elements equal to the number of hits currently carried and flee directly away from the nearest enemy towards the most logical location – cover, own baseline, etc. They will burst through (interpenetrate) any friendly units in their path if pursued, otherwise swerving to flow through gaps.

Units can be completely removed in this manner, counting as lost.

INITIATIVE & REACTION

The initiative value of a given unit is determined by combining its ratings in three categories as shown below.

	Rating
	Experience
	Order
	Mobility

	2
	Green
	Close
	Foot

	3
	Seasoned
	Loose
	Dismounted

	4
	Veteran
	Open
	Mounted


Thus, for example, a unit of seasoned, open-order foot would have a rating of  9 (3+4+2).

A unit led by an officer adds his Leadership rating. In the case of a multi-unit formation the worst (net slowest) result applies.

Where two units “square off” against each other, or are already locked in combat, the difference in Initiative scores is the distance in inches the higher rated may move (or break-off) before the other reacts (doubled if mounted).  

Initiative movement is deducted from the total available to that unit for that turn.

Where a unit is contacted in this manner it may not fire, skirmish, counter-charge, evade, change facing or formation. 

Reaction movement takes place after all firing and skirmishing, and may be reduced by its effects. It may also be involuntarily increased where a unit is goaded into charging by becoming Impetuous.

COMBAT

The general principal is that ability and tactical circumstances will determine who wins, and the relative numbers involved will then determine casualties inflicted. A large unit of poor quality (or disadvantaged) troops will not have the same combat value as a small unit of superior (or better managed) troops. 

The sequence of combat in a given turn is; Firing, Skirmishing, Impact and Melee.

Firing is the preserve of Archers only.

Skirmishing represents both true “sniping” and massed missile weapons with a low rate of fire.

Firing and Skirmishing take place after Initiative movement but before Reaction movement.

Impact combat is restricted to charging/counter-charging lancers and pikemen.

Melee combat covers all hand-to-hand tussles.

Success at one stage in the combat sequence may “short circuit” that turn; e.g. bow fire may prevent a planned charge, or impact troops may burst through an enemy without stopping to trade blows hand-to-hand.

Firing – Gunnes

Although gunpowder artillery was still in its infancy it played an increasingly important role on the medieval battlefield, given the right tactical circumstances. In terms of these rules two broad categories of weapons are considered;

Multi-barrelled battery guns. They provide “support fire” for a number of other elements equal to their Experience Bonus but are not used independently.

Immobile bombards, increasingly supplemented/replaced by light guns as the period drew to a close.

Bombards have a range of 24 inches and are treated as single-element units.

Bombards fire before archers.

The firing value is based on 2d6, counting one die as plus, the other as minus. 

On a double dice score the target takes 1 hit.

On a positive score the target unit takes an immediate Control test counting this value as a number of hits in addition to any currently carried. These “phantom” hits are not permanently added. 

If a negative score exceeds the Experience Bonus the battery suffers a catastrophic explosion, inflicting 1 hit on all units within 1d6 inches and killing any attached officers (who were bound to be watching).

Bombards may only test to stand if protected by field defences. They fight hand-to-hand as Rabble.

Firing - Archery

This is limited to units equipped with bows, including duel-armed troops. Units with mixed weaponry (differently armed ranks) count as having “supporting fire” in combat and may only fire independently as skirmishers. In all other circumstances the unit is treated as using skirmish or harassing fire (see below).

Unlike the experience of modern warfare, a stand-up “firefight” between archers did not seem to result in one (or both) sides being “suppressed”. Accounts indicate that two willing participants would shoot each other to pieces, and thus the effect of firing is taken to be simultaneous – in effect two “one sided” calculations.

The general principle is that unit effectiveness (combat factor) determines success or failure, and that the relative numbers actually firing determine casualties. 

The effective range of longbows is 18 inches, 12 if using heavy (armour-piercing) arrows.

Other foot bows have a range of 12 inches.

All mounted bows have a range of 6 inches.

The base firing value is 4, 6 or 8 depending on volume of fire as inferred by open, loose or close order.

The random factor is based on 2 dice, counting one as plus, the other as minus. 

Green troops throw 2 minus dice and take the highest value. Veterans throw 2 plus dice and take the highest value.

If firing at troops classed as armoured then roll an extra minus die (or deduct an extra plus die).

The maximum random factor is determined by the length of time available for firing.

	Initiative
	Range

	Firing with initiative
	+/- 5

	Drawn
	+/- 3

	Firing without initiative
	+/-1


A unit contacted by an enemy using Initiative movement may not fire.

The defence value of a given unit is determined by combining its ratings in two categories as shown below.

	Rating
	Experience
	Action

	2
	Green
	Falling back

	3
	Seasoned
	Standing

	4
	Veteran
	Advancing


Note that there is no modifier for target “density” as the depiction in open-loose-close order is taken to be representative of their tactical deployment not actual numbers.

 If the firing value exceeds the defence value the target unit takes 1 hit. If it is more than twice the defence value, 2 hits (etc.). The target unit must take an immediate Control test if it takes any hits.

Multiply the number of elements firing by the number of hits inflicted and divide by the number of elements in the target unit, rounding down. Where no hits were inflicted count only half the number of firing elements. The net figure is the number of target elements removed. Note that it is possible to kill elements without inflicting hits. 

Skirmish Fire

Skirmishing, harassment and general fannying about is normally the preserve of open order troops, taken to represent a unit consisting of supports feeding into a forward belt of individuals doing the actual fighting. In these rules it also includes units of handgunners and crossbowmen who have such a slow reload time fire as to have more of a galling effect than actually kill the enemy in large numbers.

Skirmishing is taken to occur at a fairly short range, regardless of the weapon used, and the maximum effective distance is a function of its mobility - half its normal move.

Open-order skirmishers always attempt to fall back before an advancing enemy and do not impede movement should they be charged through.

Impetuous troops will attack rather than skirmish. 

Skirmishing takes place after all archery and its effects have been calculated and applied.

Only one rank of elements fire, which may be the first or second given the presence of pavisers, etc. 

The base skirmish value is 2, 3 or 4 depending on volume of fire as inferred by open, loose or close order. There is no random factor.

Add 1 if the firing unit is currently Steady. 

Add 1 if the firing unit has a supporting rank of similarly armed elements.

Add 1 for each element overlapping the enemy frontage, maximum of 2.

Deduct 1 for each overlapping enemy element. If subject to enfilade fire calculate the equivalent number of facing elements based on base size. 

Deduct 1 if the target is in Heavy armour, unless using handguns or heavy crossbows.

Deduct 1 if the target counts as shielded, unless using handguns or heavy crossbows.

Deduct the number of hits currently carried by the firing unit – this indicates the increasing unwillingness of individuals to get within effective range and/or expose themselves to enemy fire.

The net result is the number of skirmish hits inflicted. If this figure is greater than zero the target unit takes an immediate Control test counting the skirmish hits in addition to any currently carried. Note that these “phantom” losses and are not added to the total of true hits.

The target unit has its Reaction movement reduced by the number of skirmish hits, in inches, doubled if mounted.  

Impact Combat 

This is the preserve of charging or counter-charging lancers and any move to contact with/by formed close-order troops.

The base value is 2, 3 or 4 depending on unit cohesion as inferred by open, loose or close order.

The random factor is based on 2 dice, counting one as plus, the other as minus. 

Green troops throw 2 minus dice and take the highest value. Veterans throw 2 plus dice and take the highest value.

	Additional “Plus” Die For Each Cause
	Additional “Minus” Die For Each Cause

	Steady pike facing mounted
	Enemy has supporting fire

	Steady pike facing Impetuous mounted
	Non-Impetuous charge on pike

	
	In lighter armour

	
	If unformed

	
	Fired this turn without Initiative


Multiple plus and minus dice negate each other where possible.

The maximum random factor is limited by the weapon used.

	Weapon Type
	Range

	Heavy lance
	+/- 5

	Light lance
	+/- 3

	Other weapons
	+/- 1


The side with the highest score wins, inflicting 1 hit and forcing the loser to take a Control test.

 In the event of a draw both sides inflict hits equal to their Experience Bonus and Melee combat is compulsory.

Where cavalry beat foot they penetrate a number of ranks equal to the difference in scores, inflicting 1 additional hit for each rank. The foot become unformed. Should this carry the cavalry through and out then they may either turn and melee (counting as striking at rear), halt (if not Impetuous) or continue on into a fresh enemy within reach of their remaining movement (compulsory if Impetuous troops). 

Where foot beat cavalry the cavalry recoil a distance equal to twice the difference in scores, in inches. The cavalry become unformed and may take additional hits due to terrain crossed.

Where foot beat foot the loser recoils a distance equal to the difference in scores, in inches. If the difference exceeds the number of ranks they take any excess as additional hits. They become unformed if driven back more than their Experience Bonus, in inches. A unit which charged or counter-charged must follow up but melee combat is optional, at their discretion.

Gunnes are destroyed if they lose.

Units recoiling, forced back or following up take additional hits equal to the total of terrain classes crossed, which do not otherwise slow them down (see Movement).  

Melee Combat

The base value is 2, 3 or 4 depending on unit cohesion as inferred by open, loose or close order.

The random factor is based on 2 dice, counting one as plus, the other as minus. 

Green troops throw 2 minus dice and take the highest value. Veterans throw 2 plus dice and take the highest value.

	Additional “Plus” Die For Each Cause
	Additional “Minus” Die For Each Cause

	Charging, counter-charging or following up
	Enemy has supporting fire

	If Impetuous
	In lighter armour

	Mounted versus foot
	If unformed

	Fighting unformed enemy
	Fired this turn without Initiative

	Fighting shieldless enemy
	Under artillery fire this turn

	Attacking flank or rear
	Attacked in flank


Multiple plus and minus dice negate each other where possible.

The maximum random factor is limited by the individuality of the weapon used, and the broad classifications of weapon types used each have a natural frontage requirement.

	Weapon Type
	Order
	Range

	Pike, mounted sword, improvised
	Close
	+/- 1

	Sword, spear, light lance, etc.
	Loose
	+/- 3

	Swordsman, halberd, etc.
	Open
	+/- 5


Where a weapon class is used in a tighter formation than indicated by the above its random combat factor is restricted to that of the new density. E.g. using a halberd in a loose formation restricts its random factor to +/- 3. However, weapons do not improve when used in looser formations.

The side with the highest net combat score wins. In the event of a draw then both are considered to have lost.

The loser suffers a number of hits equal to the difference in scores and must take a Control test. 

The victor takes hits equal to the number inflicted (above) less his Experience Bonus. 

The maximum number of friendly elements which count as fighting is limited to Experience Bonus times the total number of enemy elements. 

The victor divides the LOWEST number of elements engaged (either side) by his combat score, rounding down, and removes that number of elements.

The loser divides the HIGHEST number of elements engaged (either side) by his combat score, rounding up, and removes that number of elements.

RALLYING & REORGANISATION

A Control test is used as a means of “rallying” a unit through the removal of hits.

Control Test Procedure 

The test is 2 dice with no modifiers. An officer if present may substitute his Leadership rating for one of the dice scores.

	Unit Experience
	Passes Test on

	Green
	7

	Seasoned
	6-8

	Veteran
	5-9


A unit may thus fail above and below the required range – referred to it the rules as “rolling up” and “rolling down”, respectively.

Rallying

The number of voluntary Control tests available for rallying attempts is limited by the activity of the unit that turn.

	Movement
	Tests

	Standing
	4

	March
	3

	Normal move
	2


A unit may not voluntarily test while unformed (unless led by an officer) or still in contact with the enemy. In addition, any compulsory tests taken earlier in the turn (charging, firing, combat, etc.) count against the voluntary limit, where possible.  

For each successful voluntary test 1 hit is removed. 

If the unit “rolls up”, the hit is removed but an element is lost.

If the unit “rolls down” the hit remains but an element is lost.

Reorganisation

Rather than attempt to rally dispirited troops “to the standard”, a unit may choose to cut its losses and “trade in” one or more elements, each removing hits equal to its Experience Bonus. This represents a unit closing up, filling in gaps and sending its wounded to the rear.

FATIGUE

Fatigue determination takes place after all Control tests used to rally troops (removing hits) and any reorganisation (ditto).

The base value for each test is zero for foot, 1 for dismounted and cavalry.

	Charged, counter-charged, doubled or evaded
	+1

	Fired this turn
	+1

	Each Impact combat this turn
	+1

	Each Melee combat this turn
	+1

	Heavy armour
	+1

	Full armour
	+2

	Slowed by terrain
	+?


The terrain effect is the total of all classes affecting movement.

The pass level for a unit is 2, 3 or 4 as determined by its order (open, loose or close). If the fatigue score exceeds this value the unit takes 1 hit. If the fatigue score is double this value it takes 2 hits (etc).

TURN SEQUENCE

· Move all individual officers and messengers. Indicate whether officers are leading units in person.

· Receive messages and laugh.

· Determine Initiative.

· Declare charges and responses. Test for response where required. Test for charges where required.

· Initiative movement.

· Artillery fire and resulting Control tests. 

· Archery fire and resulting Control tests. 

· Skirmish fire and resulting Control tests.

· Reaction movement.

· Impact combat and resulting Control tests.

· Melee combat and resulting Control tests.

· Rallying and reforming.

· Fatigue tests.

· Throw useless dice in bin and borrow others…

NOTES

These rules are generally about taking the cavalry and getting stuck in first before the other side has time to execute its cunning and well thought out battle plan. Aggression and big lances will usually carry the day, until you meet the Swiss. Or the Turks, or the Byzantines with their front line of disposable chaff, or…well, I’m sure you get the general idea!

Martin Clark

magpie26@iname.com 

