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Credits

These rules are based on Fast Play Rules for Students (Medieval History) by Matt Fritz. 

website http://www.juniorgeneral.org/index.html
Scales

On the playing table 1 cm corresponds to approximately 2.5 meters on a real ground; one game turn corresponds to 10 to 20 minutes in real life; an infantry stand represents 80 to 100 dismounted soldiers; a cavalry stand represents 50 to 80 mounted knights. 

Turn sequence

The game is played in turns, the sequence is shown in the playsheet. 

In the Movement Phase, find out which army move first (roll a 1D6 odd=‘A’ army, even=‘B’ army). 

Charge into melee, Melee, Retreat from Melee and Archery Phases are carried out alternatively: one unit/stand from ‘A’ Army acts followed by one unit/stand from ‘B’ Army. Players alternate their actions until both decide to give up or until all eligible units/stands are committed.

Movement

All units/stands movement is optional. If a unit/stand moves it cannot get in contact with an enemy unit/stand, and it must stop no less than 10 cm close to an enemy unit/stand. The only way to get in contact with an enemy unit/stand and start a melee is to charge into melee, which is explained below. Movement distances are on the playsheet.

Archery

There are three Archery phases in each turn, but each archery unit may shoot once in a turn. Players may decide in which archery phase their archery units fire. If archery units/stands fire in the first Archery Phase they cannot move in the following Movement Phase. 

Roll a 1D6 for every single stand and check the result on the playsheet. Each Archery unit may only fire to a single target unit/stand. Whenever a 1 is rolled one of the archer stands should be turned to face backwards. This indicates they are running low on arrows. Once all the stands in a unit have been turned around, each subsequent 1 rolled will replace a stand of archers (they've run out of arrows) with an infantry stand. Stands which have been turned around may still shoot normally until removed. If any part of a unit is in range the entire unit may fire. Units that are engaged in melee may not fire, and may not be targeted. 

Charge into Melee

Both sides may charge into melee. This is the only way to get into hand-to-hand fighting. Units/stands have an extra movement distance but they may only charge if they can reach an enemy unit/stand. Players alternate charges, one unit after the other.  If not already engaged in melee, the target unit may pivot on itself in order to face the charging enemy unit.

Melee

Melee is a combat made up of single, simultaneous, clashes, one stand vs. one stand. (except for cavalry attacking two infantry stands on their flank. See Flank Attack rule below). Roll a die for each engaged stand and check result on the playsheet according to the unit type. A stand may attack once per turn but can be attacked (if isolated) on its sides by four enemy stands. Friend and foe stands can eliminate each other in the same melee, i.e. eliminated stands must resolve their attacks before being removed from the game table. The winner stand can move and occupy the position of the eliminated enemy stand.

Melee example. 


Cavalry units/stands

If charged by infantry, cavalry units/stands may avoid combat and move away when the enemy unit/stand reaches their position. They get an extra move for that, 15 cm, once in a turn.

A cavalry stand may attack two infantry stands on their flank, but attacks only one cavalry stand on its flank. 

When a cavalry unit, two or more stands strong, charges into melee, it has an extra die roll (as if there was an extra stand fighting). That bonus is available only after a charge into melee.

Flank attacks

Flanks attacks usually occur after an enemy stand/unit is engaged on its front. When attacking on the enemy’s flank, add +1 to the attacker’s die roll.


Retreat from melee

Stand/unit engaged in melee may retreat in the Retreat from Melee Phase. Before that they must roll 1D10: 1,2 and a cavalry stand is lost; 1,2,3,4,5 and an infantry stand is lost.  Retreating stands/units have an extra 15 cm movement for all units/stands type.

Commanders
Units/stands fighting a melee or firing missiles (archery or war machines) which have a Commander in base-contact with, get an extra die roll (as if there was an extra stand fighting)

If the unit suffers losses, the commander in base-contact with may be lost. Throw 1D10 and check the playsheet. 

Commander may not be attacked in melee until they are in base contact with a friendly stand. If they fight alone they get +1 in the combat result. Their status is stated in the order of battle of a game (light infantry commander, heavy cavalry commander ecc.)   

Optional rule: if a Supreme Commander is lost, roll 1D6 each turn to determine how many units or single stands may move and charge into melee.





	MELEE

	Att.  \  Def.
	Archery
	Light

Infantry
	Heavy

Infantry
	Light

Cavalry
	Heavy

Cavalry

	Archery
	5-6
	6
	6
	6
	6

	Light Infantry
	4-6
	5-6
	6
	5-6
	6

	Heavy Infantry
	4-6
	5-6
	5-6
	5-6
	5-6

	Light Cavalry
	4-6
	6
	6
	5-6
	6

	Heavy Cavalry
	3-6
	4-6
	6
	5-6
	5-6


	MISSILES

	Att.  \  Def.
	Range
	Archery
	Light  Infantry
	Heavy

Infantry
	Light 

Cavalry
	Heavy

Cavalry

	Archery
	40 cm
	3-6
	5-6
	6
	6
	6

	Ballistae
	70 cm
	1,2,3 N.E.   -    4-5 one stand KO   -   6 two stands KO

	Catapult
	0-40cm
	1,2 N.E.   -   3-5 one stand KO   -   6 two stands KO

	
	40-80cm
	1,2,3 N.E.   -    4-5 one stand KO   -   6 two stands KO

	+1  target in cover
	N.E.   No Effect                     KO   Eliminated


TURN NOW

	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12
	13
	14
	15
	16
	17
	18
	19
	20
	21
	22
	23
	24
	25

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	


Combat modifiers





+1 flank attacks and lone Commanders.





One extra 1D6:


-  Units/Stands with Commanders;


- 2+ cavalry stands (after charge into melee only).





Stands


(2 figures for inf./arch./cav. troops,


1 figure for commanders):


Inf./Arch	  2x3 cm


Cavalry  	  4x3 cm





Units


4/6 stands + 1 Commander





Formations:


3/4 units + 1 Commander





Armies:


2+  formations  + Supreme Commander (with body guards)





Movement and 


Charge into Melee (cm)


Light Inf. /Archery	15


Heavy Inf.		15


Light Cavalry.		25


Heavy Cavalry		20











 








A








C 








B








E








D


























F 





A eliminate B and may move into the latter’s position. Melee continues in the following turn.
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TURN SEQUENCE





Archery 


(No subsequent movement)





Movement 





Archery





Charge into Melee





Melee





Retreat from Melee





Archery








Lost of Commanders


1D10





1,2,3   after losses in melee;





1         after archery attack (as a whole).





An infantry stand charges into melee one inf./cav. stand with +1 to the die roll. 
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F/C 





A cavalry unit charges into melee two infantry stands on the flank. The attacker rolls two dies with +1  (one for each inf. stand).
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Retreat from melee:	1,2              one cavalry stand is lost;


	1D10		1,2,3,4,5     one inf. stand is lost.








