By the Edge of the Sword!

Muret 1213, Bouvines 1214, Lac Peïpous 1242 and Benevento 1266

The 13th century was the Golden age of military chivalry, and especially that of the Kingdom de France. Vae Victis now presents four of the most exciting battles of the period, recreating and demonstrating the development of that era. The rules are based on Poitiers and Formigny (Vae Victis n°26). This new version of the rules can be used with the six battles of the series now available.

The clarifications and changes are shown by a *.

Rules by Frédéric Bey, translation by Boso de Vasey (jongleur)

Translator’s Note: The use of « fire » for the shooting before the era of gunpowder can ruffle feathers, fortunately the early artillery pieces cover my embarrassment in these rules.

Scenarios by Philippe Germain (Muret 1213), Frédéric Bey (Bouvines 1214), Denis Sauvage (Lac Peïpous 1242), Frédéric Bey and Nicolas Stratigos (Benevento 1266).

I. Rules

0 - GENERAL RULES
* The game is designed for two players, each controlling one of the two opposing armies. It is possible to play solitaire or with several others (share out the banners).


0.1 - Abbreviations
For simplicity the abbreviation “hex” is used in these rules for hexagon, PF for strength point, PM for movement point, and LdV for line of sight.
The game requires the use of two six sided dice (noted as d6) and of one 10 sided dice (noted as d10). In the case of the latter 0 is zero and not 10.
The 10 sided dice is used to resolve firing, melees and for making rally tests.

The 6 sided dice is used to determine initiative.

0.2 - Game Scale
A game turn represents half an hour of real time. A hexagon on the map corresponds to about 200 metres. A strength point represents about 100 men.
1 - LEADERS AND ARMY LEADERS
A base colour (nationality) and their armorial bearings identify the leaders, which permits identification of their units by the banners on the counters.
Army Leaders have the same characteristics (blason for the banner of which they are leaders) and have a specific colour background. 

Each leader possesses a bonus (a dice modifier), a rating (command ability), a range of command and a movement capacity. These characteristics are shown on the counter schema.

A leader may command only the units on its own banner, which are those with the same blazon. The army leaders may command not only the units of their own banner but also all units of their nationality which are situated within their range of command.
A leader must always be stacked with a combat unit. 
2 - COMBAT UNITS
2.1 - Nationality command and status
The combat units are each identified by a base colour (nationality) and a blason (banner) which permits the identification of the leader who commands them.
Each unit has a type (class of arms) a combat factor stated in PF (number of men) a quality rating (the warlike capacity of the men composing the unit) and a movement capacity noted in PM. Several units also have a symbol indicating their capacity to fire (the ranges of firing are noted on the fire table). These characteristics are shown on the counter schema.

Following movement, combat or firing units may become fatigued. In this case one uses the reverse side of the counter to indicate this status. Following combats or firing units may also become discouraged or rout these statuses are indicated by the use of markers.

A unit may thus be (for the purposes of fatigue)
· Fresh (front of counter)

· Fatigued (back of counter).

They may also be, whether fresh or fatigued, in one of three statuses with reference to disorganisation

· Valiant (no marker)

· Discouraged (decourage marker)

· In rout (deroute marker).
2.2 - Types Of Units
* Each unit’s type affects the effectiveness of its use (see melees table).

There are 5 types of units (not all are necessarily present at each battle):
· Knights (Ch)

· Men at Arms or sergeants (Ha)
· Light Cavalry (Cl) ;

· Militias (Mi) ;

· archers (Ar) ;

· Crossbowmen (Ab) ;

· Artillery (At).

* Note: the Ar, Ab and At units are the only ones capable of firing, subject to any exception given in the scenarios.

The illustrations on the counter shows whether the unit is on foot or on horse in the scenario. The first of these are called infantry units the others cavalry units (artillery belong to neither). Markers are provided which show the change of status (the remount marker for example is used by units on foot that they 1 decided to mount their horses). The precise details of these changes are given in Rule 8.4.
3 - FACING



All units must follow the facing rules for both movement and combat. Unit must face to 1 of their 6 hex edges.

Infantry and cavalry
The units have 3 front hexes and 3 rear hexes.
Artillery 

The units have a front of hex and 5 rear hexes. 

Leaders and army leaders
Facing makes no difference to these units.
4 - ZONES OF CONTROL
There is no concept of a Zone of control in this game.

* It is always possible, during movement or as the result of a melee, to enter or retreat into the front hex of an enemy unit (as well as leaving the front hex of an enemy unit). An extra cosy in PM is taken into account (see 8.3).

5 - STACKING
Stacking in a hexagon is limited to 1 unit plus any number of leaders.
Stacking is checked only at the end of the movement phase. It is thus possible to move through a friendly unit during movement.
Exception: an artillery counter may always stack with an infantry counter.

*When artillery is stacked with infantry, its combat factor is added to that of the infantry for the resolution of melees (but only on defence). To calculate the dice modifier and the quality of the units, use the best quality of the two stacked units (in defence) and that of the infantry (in attack).

*Special case: One can stack two Milices counters per hex in Bouvines (see scenario notes).
6 - GAME SEQUENCE
The battles in By the Edge of the Sword are played over the number of turns given in each scenario; each game turn contains several phases.

*Each scenario describes which side is the « attacker » and which side is « defender », this concept is important only in the activation of the archers (Phase B.). At Poitiers and Formigny, the French player is the attacker. For the four new battles, the attacking player is noted in the scenarios.

A. Checking command
The 2 players check that the units of each banner are in the range of command of their leaders. Units that are not within command range have the relevant marker placed on them for the remainder of the game turn. All other units are under command.

Each Player places the “au repos” markers only on units that he wishes to rest.
Note: When checking command the army leader is considered merely a banner leader. He decides only the state has a unit of his own banner (blason) 

B. Artillery and archers fire
Each of the players who have units of archers or artillery may fire them (instead of moving) in the course of this phase, if and only if they are not adjacent to enemy units. 

*The following order applies, depending on the units present from the two armies:

· the attacking player makes his artillery fire and immediately applies the results;

· the defending  player makes his artillery fire and immediately applies the results;

· the defending  player fires his archers and immediately applies the results;

· the attacking player fires his archers and immediately applies the results.

Attention, crossbows are not able to fire in this phase.

C. Initiative and activation of leaders
As a general rule the leaders of the 2 sides are activated alternately in the order of their ratings. If several leaders of the same army have the same rating, the player who controls them chooses the order of activation. If a number of leaders of both of the armies have the same rating one begins to activate them with the army leader with the smaller bonus, then alternating any activations, between the 2 sides, for as long as there are leaders of the same rating to activate (see example).
This order of activation may be modified by the concept of initiative. Each player throws 2d6 and adds the bonus of his army leader. They then compare the results:

· 1. If the results are equal: neither of the players has the initiative. The leaders of the two armies are activating normally in ascending order of their rating;

· 2. If difference between the two results is between 1 and 3: the player with the highest result obtains the initiative and may immediately activate one of his leaders of his choice. One then returns to activation in the ascending order of ratings. The leader who was activated is not activated a second time);  

· 3. If the difference is between 4 and 7: the player with the highest results obtained the initiative and may activate one of his leaders of his choice. Then he designates an enemy leader (which may include the army leader) of his choice who is obliged to activate immediately. One then returns to activation in the ascending order of the ratings.  (The activated leaders may not activate a second time on the same turn):;

· 4. If the difference is an 8 or more: the Player with the highest result obtained the initiative and activates one of his leaders of his choice. Then he may choose an enemy leader (including the leader of their army) of his choice who must activate and one other enemy leader (including the army leader) that may not activate at all (place an inactive marker on this leader). One then returns to activation in the ascending ratings order (leaders activated at the beginning of the turn of may not be activated a second time).
D. Movement and combat

The players proceed to activate their leaders in the order determined in section C. An active leader may move and fight units which he commands. When all leaders had been activated the movement or combat phase is completed. For each active leader the owning player is called the active player (his opponent is then the passive Player) proceeds in the following manner:

· movement of the leader and his commanded units up to the limit of their movement capacity;

· fire by units of the active player which have fire capacity and which are not adjacent to an enemy unit;

· combat declaration against adjacent enemy units;

· resolution of combat in the order wished for by the active player and, for each combat, in the following stages: 
1. defensive fire by the units under attack which have a fire capacity,
2. offensive fire by any attacking units which have the capacity for fire,
3. melee
The effects of each of these 3 stages are applied immediately.

· Movement by non-commanded units up to limit on half of their movement capacity rounded up in the direction of their leader. They may not engage in combat (see Rule 7.4).

* Clarification : Shooting (before the declaration of the combats) is only possible if the unit is not adjacent to an enemy unit. Offensive shooting is reserved for units that are not engaging in melee, or not stacked with a unit engaging in melee, and defensive shooting to the units which are targets of an enemy attack.   

Note than, an artillery unit, which cannot itself engage in melee, can use offensive fire if it is stacked with an infantry unit that will engage in melee.

Example for phase C. and D. : Bouvines, Turn 1. the command check has already been made in phase A., Neither army has artillery, The archery fire from Othon IV (defender) occurs in phase B. (there are no French archers– attackers - at Bouvines and the crossbows do not fire in Phase B.). Play now proceeds to the initiative dice roll. The French player throws 2d6 and scores a 12 to which is added a bonus of + 3 for Philippe Auguste (15 in total), the enemy player throws 2d6 and scores 5 to which is added + 2 for the bonus of  Othon IV, giving a total of 7. The difference between the two scores is 8 which as is noted in Case C.4 gives the French Player the initiative.

The French player may then immediately activate one of his leaders of his own discretion. He chooses Frère Guérin who then moves and fights with all units of his banner. The French Player then designates Otton IV to be the leader which the enemy Player must activate first and Ferrand to be the leader who cannot be activated this turn (he places the "chef inactif" marker upon on Ferrand). The Imperial player then activates Otton IV who moves and fights with all units of his army (whether of his banner or not), which are in his command range of 5 hexes, because he is army leader.  

One now returns to the normal order of activation based on the ratings of leaders. There remain only two leaders with a 1 quality, Robert de Dreux and Hugues de Boves, because Frère Guérin has already activated and Ferrand is « paralysed ». The Imperial Player must start with Hugues de Boves, because Otton IV has a lower bonus than Philippe Auguste. After the activation of Robert de Dreux, we move to the 2 quality leaders: there are three, Renaud Dammartin, Guillaume Longue-Epée and Pierre de Courtenay. The Imperial Player must start with Hugues de Boves, because Otton IV has a lower bonus than Philippe Auguste. The Imperial player has to choose between his two leaders and decides to activate Guillaume. Play then passes to the French (alternate between leaders of equal quality, see B.). The French player activates Pierre de Courtenay, and the Imperial player then activates Renaud. It is then the turn of the 3 quality leaders. There is only one, Eudes de Bourgogne, since Otton IV has already been forced to play. Eudes is thus activated. Finally, the French Player activates Philippe Auguste, the only 4 quality leader in the game, who completes Turn 1 with his activation: he moves and fights with all units of his army (whether of his banner or not), which are in his command range of 4 hexes, because he is army leader. 
E. Rally phase
Fatigued units that have not moved, have not been in combat and not been the target of fire may be turned over to their front side. These units should be indicated by markers placed at the beginning of the turn and which have not be removed due to any prohibited event occurring (see Rule 11.2).

Discouraged and routed units may then take rally tests.

Routed units back did not succeed in their rally make a rout movement.

The turn is then completed on the turn marker is then advanced one box.
7 - LEADERSHIP
7.1 - General Rule
A leader counter must always be stacked with a combat unit.
A leader may only move when he is activated. The leader, must end his movement by being stacked with a unit of his banner (or of his army if an army leader).

Exception : when an army leader activates a unit which does not belong to his banner and which is stacked with a leader, then that leader may move with the unit in question. A leader may thus move twice in the turn. 

7.2 - Unit Command
A combat unit is in command if it is placed within a radius of command of the leader of its banner (that is with the same blason). A radius of 5 hexes means that there cannot be more than 4 hexes between the unit and its leader (do not count the hexes in which the leader is placed). This radius has never affected by the presence of enemy units or of terrain.

In all other cases of combat unit is said to be out of command..

· When leaders activate (see Rule 6.C) all units of their banner may activate. They may do so in different fashions depending on whether they are in the command or not (see Rule 7.2 and 7.3).
· When army leader is activated all units of his banner and those of his army that are within his command radius may activate. They may do so in different fashions depending on whether they are in the command or not (see Rule 7.2 and 7.3).
Note : 

· it is thus possible for combat units to activate twice in a turn, once during the activation of their leader and once during that of their army leader.

· A unit which is out of command (that is to say outside the radius of command of its banner leader) is not considered commanded and may not activate as normal even if it is within the radius of command of the army leader. It may however perform twice those actions permitted to out of command units (see Rule 7.4).
* Clarification : During his activation, an army leader may activate all the units within his range of command, before his own movement.

7.3 - Units In Command
During the activation of its leader (or its army leader where the unit is in the radius of command of that leader), an in-command combat unit may in the course of the movement in combat phase (Rule 6.d), perform the following in the given order:

· Move within the limits of its movement capability

· Fire if it has the capacity and is not adjacent to an enemy unit

· Launch offensive fire and cause a melee if it is adjacent to an enemy unit
*The units entering play as reinforcements are always in command, for their first activation.

7.4 - Units Out Of Command
During the activation of its leader an out of command unit may:

· Move up to the limit of half of its movement points (rounding up to the nearest round number) towards it banner leader (not its army leader, unless the unit belongs to the army leader’s banner). The unit must end its turn closer to its leader then it was at the beginning.

· Not move at all.

A unit that is out of command may not fire or engage in melee. It may however make a defensive fire if it is attacked.
7.5 - Capture Wounding And Death Of Leaders
Following a fire or a melee a leader may be captured, wounded, or killed (see results on the fire table and melee table).

Effects of these are as follows:

Capture: a captured leader is stacked under the enemy unit that captured him. He may not leave the unit. The leader can only be freed when that enemy unit is eliminated by a friendly attack.

Wounding: place a wounded leader marker on the counter. The adjustments on that marker affect the leader capabilities immediately. A further wound will cause the death of the leader in question.
Death: of the counter is immediately removed from the game.

· If the unit with which a leader is stacked is destroyed in a melee the leader is immediately captured by the enemy unit which cause the elimination.

· If the unit with which a leader is stacked is destroyed following missile fire the leader is immediately placed with the nearest unit of his banner. If there is no unit of his banner available, he is immediately stacked with the army leader, and will have no further influence on the game. He may however be killed wounded or captured.

· If the unit with which a leader is stacked routs the leader follows it in its rout movement. He may only leave the unit in his following activation.
* Clarification : When a unit with which a leader is stacks routs off the map (it is eliminated), the leader in question is placed on the nearest unit of his banner (or on the nearest unit of his side, if his banner is entirely destroyed). The same procedure is applied to a leader stacked with a unit  that is eliminated following a prohibited move or retreat.

7.6 – Leader and Army leader replacement
Replacement of leaders is immediate. One proceeds as follows:

· When a leader is wounded one places a “leader wounded” marker on his counter. 

· When a leader is killed one uses the reverse side of the counter as a replacement for the leader. The replacement it is immediately placed on any unit of the banner. If all units of the banner are eliminated the replacement leader does not enter the game.
· When a leader is captured one uses a generic leader replacement marker (the original captured leader is placed with the enemy unit that took him prisoner), that is immediately placed on any unit of their banner.
· Where a replacement leader is wounded killed or captured an identical counter (one counts the victory points and leaves the counter in place) replaces him.
· Where an army leader is killed or captured one takes as his replacement the friendly leader with the highest rating who becomes the army leader (use the replacement army leader marker). The new army leader benefits from all the capacity of another army leader in terms of commanding combat units.

* Clarification :  When a leader is replaced, following wounding, death or capture by a leader, his ratings may be different. He must activate immediately after the current leader’s activation is completed (except  where the leader he replaced has already activated).

8 - MOVEMENT
8.1 General Rule

An active leader and the combat units that he commands may move all or part of their movement allowance. Entering a hex costs a number of movement points to the unit moving. The costs of terrain are given on the terrain table. Movement points on not transferable from one turn to another. Movement of one unit must be completed before starting that of another unit. Movement may only be made out of a front hex that is one for artillery, three for other units. 

Exception : but no limitation to leader counters.
The stacking rules must be applied at the end of all movement. A movement of one hex, without changing facing, is always possible whatever the cost of the terrain and subject to compliance with the stacking rules.
8.2 - Change Of Facing
The unit may change its facing at the beginning of, in the course of, or at the end of movement at the cost of 1 movement point per hexagon face. A change in facing is considered movement under these rules (notably the fire rules).

Changing facing in the front hex of an enemy combat unit costs two movement points per hex face.

Changing facing by leaders has no cost.

8.3 - Disengagement And Retreat
A unit in the front hex of an enemy unit must spend an extra one movement point to leave the hex (in addition to any facing costs). 

The unit may always, whether adjacent to an enemy unit or not, retreat 1 hex while retaining its original facing disregarding the cost of terrain and subject to compliance with the stacking rules. This movement costs the entire movement allowance for that unit.

* Clarification : A retreat of one hex., is always possible, it must be made into a rear hex (without changing facing).

8.4 - Mounting And Dismounting
It is possible before movement to transform infantry into cavalry (remounting) and cavalry into infantry (dismounting) by using any markers provided. In each battle the players have a fixed limit of markers which condition mounting and dismounting. After completing this operation units now on foot may spend two movement points (1 movement point if fatigued). Units now on horseback may spend 4 movement points (3 movement point if fatigued).
Discouraged units may mount and dismount, but those in rout may not.. 

* Clarification : Dismounting and remounting by a unit is not possible if it is adjacent to an enemy unit.

9. Fire

9.1 – General Rule
Fire is never obligatory.

Only those units with a fire capacity may fire out of their front hexes. Fire occurs in phase A for artillery and archers and in phase D. As a result of that some units may fire several times in a turn.
*Mounted archers or crossbowmen may fire. They will suffer a fire malus (see the Fire Table). If the scenario permits them to dismount, they no longer suffer the fire malus, once dismounted.

9.2 – Line of sight
Firing requires the existence of a line of sight between firer and target. The line of sight is checked from the centre of the hex to the centre of the other hex. It may be blocked by some terrain (see a terrain table) or by other units (friendly or enemy). The edge of a hex containing blocking terrain or a unit does not itself block a line of sight. It is always possible to fire into a hex of blocking terrain that not through such a hex.

Archers may fire over other units (friends or enemies). For archers, and for archers only, blocking terrain alone can prevent a line of sight.
9.3 – Fire Procedure
Fire, in whatever game phase, is done as follows:

· Selection of target unit;

· Selection of units firing at that target (it is possible to add together units activated at the same time use the longest range of any of these units);

· Check the line of sight;

· throw 1d10 and resolve the fire using the fire tables applying the modifiers indicated for all units if more than one is firing at the same time.

· The Player applies the results to the target unit.

The range limitations to fire are shown on the fire table.

Note: an artillery unit only suffers losses from enemy fire if it is alone in a hex. Otherwise it is the unit with which the artillery is stacked which suffers the losses.
10 - MELEES
10.1 - General Rule
A melee may occur where opposing units are in contact with each other. Melee is never obligatory. Only routed units and artillery units are unable to initiate melee (they may however defend).
10.2 – Determination Of Melee
During each of activation of the leader the active player, after defensive and offensive fire, decides whether he will engage in melee. The active player is called the attacker the passive Player is called the defender. Attacking units may only engage in melee through one of its three front hexes. It must, if it chooses to engage in a melee, attack all enemy units situated in its front hexes, with the exception of those already attacked by a friendly unit in the same activation phase.
Several units may attack a single enemy unit the reverse also applies.
The attacker must declare all melees before resolving them:

· He places a melee marker on each enemy unit that he is going to attack in the current activation at his discretion..

· Once declared all melees must be resolved. It is not possible to cancel a melee as the result of other combats in the same activation. It is however possible to modify the allocation of attacking units at any time on condition that all the defenders marked with a melee marker have been attacked in the current activation phase. 

* Clarification : After its obligatory retreat of two hexes, a unit going into rout must be faced towards the listed map edge, for each scenario, as the direction of rout (this facing, like the 2 hex movement is done automatically, without paying PM).

10.3 - Resolution
Each melee’s results are applied in the order desired by the attacker. He removes the melee marker from the defence units after each combat.

To resolve a melee the following stages must be completed
· Determine the attacking and defending units;

· Determine the terrain modifiers (see terrain table) applying to the hex containing the defender (takes the most advantage hex where there are several defenders);

· Determine the odds modifier rounding up in favour of the defender (see melee table)

· Determine the dice modifier combat types of units engage in melee (see melee table);

· Determine the dice modifiers based on the quality of units engage in a melee (see melee table);

· Determine any other modifiers to the dice (see the list in the melee table);

10.4 – Charges

A charge is a specific kind of melee performed by mounted units of the types Ch and Ha (see Rule 13.5) which are not currently routed.
Note : Knights and men at arms on foot may never charge, nor can mounted Ab!

The charging unit is obliged to move 1 hex and may not move more than 4 movement points before the charge (if unit has already in contact with the enemy then it may not charge by may still engage in a melee).
A unit may only charge an enemy situated in its front central hex. In the case of charge as a unit is not obliged to attack other enemy units situated in its other front hexes.
Charges are resolve individually and it is not possible to participate with another attacking unit unless the other unit is charging the same defender.
Charges provide a dice modifier in melee (see melee table).

The unit of cavalry that does not charge may still fight normally (but without a charge modifier).
10.5 - Counter Charge

A cavalry unit, of type Ch or Ha, which is the target the charge may attempt, before the resolution of combat, to make a counter charge. To do this the player throws a d10. If the score is less to or equal the quality of the unit then may counter charge succeeds and all the dice modifiers for charging are disregarded when resolving combat. The attacker may not halt his charge because a counter charge succeeds.
10.6 – Results

These are described in detail on the melee table.

The results immediately apply after each melee. They are obtained from using a d10 to which is added the modifiers noted on the table. The results are applied immediately after each combat and in the order indicated in the melee table.

10.7 - Retreat After Combat

The result of a melee may oblige the defenders to retreat. The retreat of one hex is obligatory. When this is not possible (and stacking limits for example) the defender may remain in place and substitute the retreat for an additional level of organisation. For example, if the unit is valiant it will become discouraged, if it is discouraged it will rout. If it is already in rout it will be eliminated.

During retreat a unit may change its facing by 1 hex edge
10.8 - Advance After Combat

Advance by the attacker is obligatory after a melee that causes the defender to retreat. The defender who wins a combat may only advance if the melee table indicates he may and this advance is not obligatory. If several units are participating in attack the active player chooses which will advance (advance at the melee must obey the stacking rules).

A unit that advances after melee may freely alter its facing.

Exception: a cavalry unit which charges may only change its facing while 1 hex edge if it advances after melee.
11 - FATIGUE

Following a combat a unit may change its status from fresh (front of the counter) to fatigued (back of the counter). The counter is turned over to indicate this change in status. A fatigued unit which suffers a further result remains fatigued (there is no further effect).
11.1 – Effect Of Fatigue

The effects of fatigue are shown by the factors on the back of the counter..

11.2 – Resting Units

In order for a unit to regain its fresh status, it is necessary that the unit rest for an entire game turn. To do this at the beginning of the turn, phase A, an “au repos” marker is placed on the unit. The unit cannot be adjacent to an enemy unit. If during the turn the unit is not a target for fire or melee and it is not moved the marker is removed and the counter turned over in phase E (rally). It then has its for capabilities in the next turn. 

However if during the turn it is the target for fire or a melee or if it moves then the “au repos” marker is immediately removed and in phase E the counter remains on its fatigued side.

One may seek to rest as many units as one wishes in a turn. 

One may rest discouraged units but not routed units (they must first rally).

The return to fresh status by a discouraged unit does not affect its being discouraged..

12 - DISCOURAGEMENT AND ROUT

The state of fatigue of a unit (fresh or fatigued) does not influence the level of disorganisation (valiant, discouraged or in rout).). 

12.1 - Discouragement

The unit becomes discouraged as the result of a fire or of a melee. Place a discouraged marker on the unit.

· A unit which is already discouraged but fresh and which receives a further discouragement remains discouraged but becomes fatigued.

· A unit which has already discouraged and fatigued and which receives a new discouragement will rout.

· A discouraged unit which routs continues to rout and is not eliminated whether it is fatigued or not.

· A discouraged unit is penalised when firing or in combat (see tables). It can never advance after a victorious melee.
12.2 - Rout

A unit may rout as the result of a fire or of a melee. Place a rout marker on the unit and it must immediately flee two hexes in the most direct route towards the map edge indicated in the scenario. If it must pass through an friendly unit throw a 1d10 only compare the result to the quality of the unit being passed through. If the result is higher than that unit’s quality it will also immediately rout.

· If the unit which routs cannot find an empty hex after the 2 hexes of obligatory retreat (subject to the rules of stacking) it is eliminated.

· A unit in rout fresh or fatigued that suffers a discouragement result must take an immediate 2 hex retreat and remain in rout.

· A unit in rout receiving a further rout is eliminated

· A unit in rout may not attack and may only move in a rally phase. This movement must be all its movement allowance heading towards a map edge indicated in the scenario as the direction of rout. This movement must be by the most direct route, the only exceptions are where it is necessary to avoid elimination or contacting an enemy unit.

· A unit that leaves the map in rout is eliminated.
12.3 – Rally

Rally occurs in phase E after all after the “at rest” of markers are removed and just before rout movement.

Rally is only possible if the unit is not adjacent to an enemy unit.

Rally is undertaken by throwing a 1d10 dice for each unit that is trying to rally.

The rally will succeed if the modified score is less than or equal to the quality of the unit, otherwise it fails.
Modifiers:

· The unit is fatigued + 1;

· The unit is in rout: +1;

· The unit is stacked with or adjacent to its banner leader: - the leader bonus;

· The unit is stacked with or adjacent to its army leader: - the leader bonus;

Note: if a unit could benefit from the bonus of both its banner leader and its army leader only the most favourable is used, they are not cumulative.
· A discouraged unit which rallies returns as valiant and may be freely faced (remove the marker).

· A unit in rout which rallies returns as discouraged and may be freely faced (remove the marker).

A failed test of rally has no other affect down to move require rout movement from those units in rout (discouraged units stay where they are).
My thanks : …to France’s History. I find the attitude of some of the national and international press misinformed, when, hiding behind our recent electoral adventures they seek to paint France as fundamentally reprehensible based on her History. I believe the opposite, namely that the positive lessons of France’s History have not been celebrated objectively enough: for they are those of an incredibly open, democratic and humanistic society. We can be legitimately proud of our past, of our Kings and of our Revolution, just as of  our present, despite the tragicomic misfortunes of recent months. Which country in the world has given such proof of its constancy across the centuries to the complimentary principles of Liberty, Equality and Fraternity ? Vae Victis, can be proud of demonstrating the value of this exceptional inheritance and must continue to pursue this noble task. Our present error, I believe, is a failure to debate, on a historical basis, the globalisation model and its ideological component, advocated by the English-speaking world. Without wishing to aggravate them, our history has no need of being « globalised », its values are already universal ! 

Frédéric Bey (freely translated. CV)
II. Scenarios

A. Muret, 12 September 1213 (by Philippe Germain)
A.1. Set-up
The units are listed by banner. Where several hexes are listed, for several units, the player is free to decide the allocation of units in the hexes (except for any stated limitations). The counters are faced freely (except for any stated limitations). The Southern Player sets up first. 

Army of the Southerners, Pierre II d’Aragon - defenders

Arrive on the West edge of the map. A unit of the besiegers may appear on the east of the map, to the north of the line 07xx.

1st Body : 0607, 0706; 0807, 0906

Raymond-Roger de Foix, Ha 3-5-6 (1 counter), Ha Aragon 5-5-6 (1 counter), Ch Aragon (2 counters)

Raymond-Roger de Foix must be stacked with his knights in 0607 or 0906 at his choice.

2nd Body : 0606, 0705; 0806, 0905

Pierre II d'Aragon, Ch Aragon (1 counter), Ha Aragon (3 counters, of which 2 on foot)

Pierre II d'Aragon must be stacked with his knights in 0705 or 0806.

3rd Body (1) : 0502, 0503; 0603, 0604, 0702, 0703

Bernard IV de Comminges, Ha mounted (1 counter), Ha (1 counter), Mi (2 counters), Ab (1 counter)

Bernard IV de Comminges must be stacked with his knights.

3rd Body (2) : 0802, 0803; 0902, 0903, 1003, 1004

Raymond VI de Toulouse, Ha mounted (1 counter), Ha (1 counter), Mi (2 counters) and Ab (1 counter)
Raymond VI de Toulouse must be stacked with his knights.

Besiegers (Militia from Toulouse) : 0209, 0308, 0409, 0410, 0411

Consuls, Mi (5 counters)

The Militia counters must be faced towards Muret : the front central hex must be a Muret hex.

No « remonte »  or « démonte » markers are available.
Crusaders, Simon de Montfort – attackers

Arrive in hexes 0111 (if outside Muret, via hexes 0412, 0311 and 0310 or 0409, 0309 and 0310 or 0109, 0210 and 0310). One unit may halt its  march in Muret (to not move if already in Muret).

1st Battle : 0709 and 0810

Guillaume des Barres, Ch (2 counters)

2nd Battle :
0710 and 0811

Bouchard de Marly, Ch (2 counters)

3rd Battle : 0612 and 0712

Simon de Monfort, Ch (2 counters)

Muret Garrison: 0210, 0309, 0310, 0311

Chef Muret, Ab (1 counter) and Ha (2 counters)

No « remonte »  or « démonte » markers are available.
A.2 Reinforcements 

No reinforcements in this Battle

A.3 Duration and Victory Conditions

The Battle lasts 6 turns.

Victory point breakdown

The crusader player scores :

· 3 points per unit de Ch or Ha eliminated ;

· 2 points per enemy unit of Ab eliminated ;

· 1 point per enemy unit of Mi eliminated or per enemy unit (whatever type) in rout on the map .

· 3 points per enemy leader killed.

· 5 points per enemy leader captured.

The southern player scores:

· 8 points per unit de Ch eliminated ;

· 4 points per enemy unit of Ha or Ab eliminated ;

· 2 points per enemy unit (of whatever type) in rout on the map .

· 5 points per enemy leader killed or captured (except  Simon de Monfort).

· 10 points for the death of Simon de Monfort.

· 20 points for the capture de Simon de Monfort.

Add the points scored by each side and compare them.

Automatic Victory

If during the Battle, one of the two players score 30 victory points more than his opponent, the game ends immediately in his victory.

Victory at the end of the game

The player who scores 10 points more than the other has won.

If neither side scores 10 points more than the other, the Battle ends in a draw.

A.4 Special rules

Specific Terrain

- Muret Hexes: Treat these as village hexes. 

- Wall : It is not possible to melee across a wall of a gate.  A unit may only enter Muret into an unoccupied hex using a gate. 

- Treat the camp hexes as woods. Treat the hexes containing a siege-engine as Farm/Mill/Abbey hexes.

Charge of the Crusaders

A unit of Ch receives a bonus of +1 on its first charge.

Movements of the Southerners

- The Southerners cannot make a reaction charge.

- The First Body cannot move (*) before the 2nd turn, unless one of its units is attacked in  melee.

- The Second Body cannot move (*) before the 3rd turn, unless one of its units is attacked in  melee.

- The Third Body cannot move (*) before the 4th turn, unless one of its units is attacked in  melee.

- The besiegers cannot move (*)before the 4th turn (except  to enter Muret) unless one of its units is attacked in  melee.

(*) : changing facing is considered to be movement.

Pierre II d’Aragon

The Southerners immediately suffer a (cumulative) malus if :

- Pierre II moves (voluntarily) towards the western edge : -1 in melee (attack only) each time that the distance to the west edge of the board diminishes.

- Pierre II is wounded, killed or captured : -1 in melee (attack) +1 in melee (defence); -1 in quality.

- Additionally when Pierre II is wounded, killed or captured, make the following test for Bernard IV, Raymond VI and the Consuls : throw a dice, if the result is less than or equal to the command rating: No Result; if it is greater, all the units of that leader suffer a discouragement; and will rout if the dice score is 5 or more.

B. Bouvines, 27 July 1214 (by Frédéric Bey)

Notes for the map : The same map is used for Bouvines and Benevento. For the Battle of Bouvines, ignore the hill (Level 1 clear terrain hexes) and treat all the hexes as being level 0. All the other types of terrain (marsh, stream, abbey, village and road), and the blue text, are treated normally.

B.1 Set-up

The units are listed by banner. Where several hexes are listed for several units of the same type (for example Ha), the player may place them as he wishes in these. The counters are faced freely by each player, starting with the French player.

Army of the King of France Philippe II – attackers

Philippe II,1212

Ch (2 counters),1012 and 1212 (1 counter in each hex)

Mi (6 counters), 1011, 1110, and 1211 (2 counters in each hex)

Pierre de Courtenay, comte d’Auxerre, 0812

Ch (1 counter), 0812

Mi (5 counters), 0710 (2 counters), 0811 (1 counter), 0910 (2 counters)
Eudes, duc de Bourgogne, 1412 

Ch (1 counter),1412

Mi (5 counters),1310 (2 counters), 1411 (1 counter) and 1510 (2 counters)
Frère Guérin,1911

Ch (1 counter),1911

Ab (2 counters),1810 and 2010

Ha (3 counters), 1710, 1910 and 2110

Robert de Dreux, comte de Beauvais, 0411

Ch (1 counter), 0411

Ha (2 counters), 0310 and 0510 (1 counter in each hex)

Ab (2 counters), 0311 and 0511 (1 counter in each hex)

No « remonte »  or « démonte » markers are available.
Army of the Holy Roman Emperor, Otton IV - defenders
Otton IV, 1405

Ch (2 counters),1404 and 1405 (1 counter in each hex)

Ha (2 counters),1205 and 1605 (1 counter in each hex)

Mi allemandes (12 counters),1606, 1505, 1406, 1305, 1206 and 1105 (2 counters in each hex)

Guillaume Longue-Epée, comte de Salisbury, 0304
Ch (1 counter), 0304

Ha (2 counters), 0406 and 0206

Ar (2 counters), 0505 and 0305

Ferrand de Portugal, comte des Flandres,1904

Ch (2 counters),1904 and 1804 (1 counter in each hex)

Ha (1 counter), 2104

Mi de Gand, de Bruges and des Flandres (3 counters), 2105, 2006 and 1806 (1 counter in each hex)

Ar (1 counter),1905

Renaud de Dammartin, comte de Boulogne, 0705

Ch (1 counter), 0705

Mi d’Audenarde (2 counters), 0806 and 0606

Hugues de Boves, 0905

Ha brabançons (2 counters), 0904 and 0905

No « remonte »  or « démonte » markers are available.
B.2 Reinforcements

No reinforcements during the Battle.

B.3 Duration and Victory Conditions

The Battle lasts 8 turns.

Victory point breakdown

Automatic Victory
If the King of France Philippe II or the emperor Otton IV are killed or captured, the enemy player wins the Battle, which halts immediately.

If during the Battle (check at the end of each turn), one of the two players has scored 30 victory points more than his opponent, the game ends immediately in his victory.

Victory at the end of the game
The players score:

· 5 points per enemy unit of Ch eliminated ;

· 4 points per enemy unit of Ha eliminated ;

· 3 points per enemy unit of Ab eliminated ;

· 2 points per enemy unit of Ar eliminated ;

· 1 points per enemy unit of Mi eliminated ;

· 1 point per enemy unit (of whatever type, except Mi) in rout on the map at the end of the game;

· 3 points per enemy leader killed (except  Philippe II and Otton IV, see Automatic Victory) ;

· 5 points per enemy leader captured (except  Philippe II and Otton IV, see Automatic Victory and except  for Hugues de Boves, who lacks any « market value ») ;

Add up the points scored by each side and compare them:

· The player who scores at least 7 points more (7 or more) that his opponent has won ;

· If neither side scores 7 points more than the other, the Battle ends as a draw ;

· If Philippe II and Otton IV are killed or captured simultaneously in the course of the same combat, the Battle finishes as a draw.
B.4 Special rules

Commune militias. To represent the very deep and close formation adopted militia units at Bouvines, it is possible to stack two Mi counters of the same banner per hex. The stacked militias total their PF for combat and use the poorest quality of the two units. Whenever they are stacked, two units of militia are treated as a single counter for the effects of combat, attempts at  reorganisation etc. In the case of retreat or advance after combat two stack militia units must advance or retreat together (except where there are limits on stacking in the case of retreat. For example, you can retreat only one of the two militia into a hex already occupied by another militia unit and leave the remaining militia unit in place to suffer an extra level of  disorganisation). For movement, the unit may stack with another unit of militia or one unit may leave the stack but must pay 1 extra PM to do so. Once stacked, two militia units move together without extra cost, as a single counter, but only as long as they do move together (same start hexes, same route, same destination hexes).

Archers. All the Ar units used in Bouvines suffers a modifier of –1 to the fire dice, cumulative with all other modifiers. Their bow was not as efficient as the longbow of the Hundred Years War. 

Rout
During the Rally Phase, the obligatory rout movement is limited to half (rounding up) of the units’ Movement Allowance (rather than the total, as in Rule 12.2) 

B.5 Optional Rules

Struggle to the death. La Battle goes through to Turn 10, if at the end of Turn 8, the result is a draw. Use of this rule must be agreed by both players before the start of the game..
Free deployment. What would have happened if the two leader had chosen another deployment? Due to the totally flat terrain, a deployment that the enemy could not observe would not be conceivable. As a result, The two players throw a 1d10. The one with the lower score (if scores are equal, the Imperial Player), sets-up on the map one banner and its leader. The other player does the same with one of his banners and they alternate until all banners have been placed on the map. The only limits are the following: the French Player can only set-up his units and leaders in the hex ranges XX10 to XX14. The Imperial Player can only set up his units and leaders in the hex ranges XX01 to XX06. The victory conditions are unchanged.

C. Lac Peïpous, 5 April 1242 (by Denis Sauvage)
C.1 Set-up

The units are listed by banner (blason). The counters are faced freely by each player, starting with the Russian player.

Russian Army of Alexandre Nevski - attackers
Arriving on the edge of the map.

Alexandre Nevski, 0807

Ha, 0807

Mi (5PF), 0806 and 0705

Mi (4PF), 0605

Kerbet, 0609

Mi, 0408, 0508, 0609, 0708

Andrey Nevski, 0406

Ha, 0406

Ar, 0305 and 0205

No « remonte »  or « démonte » markers are available.
Crusader Army of Hermann Von  Buxhoeved - defenders

Arriving on the west edge of the map

Buxhoeved, 0612

Ch, 0612

Ha, 0512

Mi, 0413 and 0513

Kassel, 0511

Ch, 0511

Danois (chef), 0411

Ch, 0411

Ha, 0412

No « remonte »  or « démonte » markers are available.
C.2 Reinforcements

No reinforcements during the Battle.

C.3 Duration and Victory Conditions

The Battle lasts 5 turns. It starts at 9h and ends at 11h30.

Victory at the end of the game :

· 4 points per enemy unit of Ch eliminated ; 

· 3 points per enemy unit of Ha or Ar eliminated ; 

· 1 point per enemy unit of Mi eliminated ; 

· 1 point per enemy unit in rout (of whatever type) on the map ; 

· 3 points per enemy leader captured or dead.

In addition, if Alexandre Nevski is killed, the Crusader Player scores 20 points. However, if Alexandre Nevski is still on the map at the end of the game, the Russian Player scores an additional 5 points.

Add up the points scored by each side and compare them. The player who has scored at least 5 points more (5 or more) than his opponent has won. If neither side score 5 points more than the other does, the Battle is a draw.

C.4 Special rules

Terrain. Frozen lake and plain are treated as clear terrain. An attack only from the lake to the  shore gives a malus of 1 to attacker and vice versa (difference of level).

Broken ice. If a unit of Knights moves on a Frozen Lake hex adjacent to the plain, the ice is broken. At the moment a unit leaves this hex (as the result of a melee, rout movement or movement), place a Glace Brisée marker on the hex which become prohibited terrain for all kinds of unit (even for an obligatory advance after melee).

Crusader militias. If one the Crusader player’s militia units suffers any form of negative result (retreat, fatigue, discouraged, routed), the two units automatically enter rout, even if the second did not participate in the combat.

Russian militias. The Russian Militia units have a fire capability as follows: They fire at two hexes as a maximum, just as Ab, and with the following values : 1 hex (8), 2 hexes (9). The result of their fire will never cause rout.

Russian horse archers. The Russian horse archers units, with a fire factor, have the following characteristics: they fire two hexes maximum, like an Ar and with the ratings following : 1 hex (6/8), 2 hexes (7/9). They may fire while mounted.

Alexandre Nevski. If the Alexandre Nevski counter is not adjacent to a Crusader unit, all the Russian units suffer a malus of 1 in quality at any stage of the game. Alexandre Nevski can never be captured. If he is captured, treat him as dead.

C.5 Optional Rules

These rules allow the simulation of some possibilities from the Battle.

The Crusader Army has not decided that the death of  Alexandre Nevski is it main objective for the Battle :

The Crusaders are no longer obliged to rush forward to attack the Russian forces. To simulate this eventuality, do not count the 4 victory points at the end of the game for the Russian Player if Alexandre Nevski is alive. Also do not use the 20 victory points for the Crusader Player if he is killed.

Alexandre Nevski is treated as just another leader. His capture or death scores 3 victory points for the Crusader Player. This overrules the Alexandre Nevski Special Rule  above.

D. Benevento, 26 February 1266 (by Frédéric Bey and Nicolas Stratigos)

Notes on map : The same map is used for Bouvines and Benevento. For the Battle of Benevento, ignore the following terrain types : marsh, stream, abbey and village. These should be treated as clear hexes. The only types to be considered are the hill (Clear terrain hexes of level one) and the road, as well as the green text.

D.1 Set-up

The units are listed by banner. Where several hexes are listed for several units of the same type (for example Ha), the player may place them as he wishes in these. The counters are faced freely by each player, starting with the French player.

French Army of Charles d’Anjou - defenders

Charles d’Anjou, 1103

Ch français (1 counter), 1103

Ha mounted (1 counter), 1204

Ha on foot (2 counters), 1105 and 1305





Ab (2 counters), 1006 and 1206



Hugues de Mirepoix, maréchal de France, 1702
Ch provençaux (1 counter), 1702

Ha (1 counter), 1803

Ab (1 counter),1902

Philippe de Monfort, 1502

Ch provençaux (1 counter), 1502

Ha (1 counter), 1604

Ab (1 counter), 1703

Guy Guerra de Florence, 1404

Ha florentins mounted (1 counter), 1404

Ha florentins on foot (2 counters), 1406 and 1505

Guy le Brun, connétable, 0903

Ch français (1 counter), 0903

Ha (1 counter), 0805

Ab (1 counter), 0905

Robert, comte des Flandres, 0803
Ch flamands (1 counter), 0803

Ha (1 counter), 0604

Ab (1 counter), 0704

No « remonte »  or « démonte » markers are available.
Army of the King of Sicily, Manfred Hohenstaufen – attackers

Giordano Lancia, 1513
Ha allemands (2 counters), 1512 and 1513

Sarrazins, 1310
Ar (6 counters), 0710, 0910, 1110, 1310, 1510 and 1710

Mercenaires, 1211
Ha (5 counters), 0811, 1011, 1211, 1411 and 1611

No « remonte »  or « démonte » markers are available.
D.2 Reinforcements

The reinforcement banners enter the game during phase C of the turn noted.

During their activation, the units enter in column (in the order chosen by the player) : the first unit has all its PM, the second all of its PM less one etc.

Tour 3 :

Manfred Hohenstaufen, Ch siciliens (2 counters) and Cl sarrazins (3 counters), in hexes 1614

Tour 4 :

Galvano Lancia, prince de Salerno, Ha toscans, Ha lombards and Cl sarrazins, in hexes 1614

D.3 Duration and Victory Conditions

The Battle lasts 10 turns.

Victory point breakdown
Automatic Victory

If Charles d’Anjou of King Manfred Hohenstaufen are killed or captured, the enemy player has won the Battle, which halts immediately.

If during the Battle, one of the two players scores 25 victory points more than his opponent (check at the end of each turn), the game ends immediately in his victory.

Victory at the end of the game
The players score:

· 3 points per enemy unit of Ha (mounted) or of Ch eliminated ;

· 2 points per enemy unit of Cl or of Ha (on foot) eliminated ;

· 1 point per enemy unit of Ar or Ab eliminated ;

· 1 point per enemy unit (of whatever type, except  Ar or Ab) in route on the map at the end of the game;

· 3 points per enemy leader killed ;

· 5 points per enemy leader captured (except  chef Mercenaires and Sarrazins).

Add up the points scored by each side and compare them:

· The player who has scored at least 5 points more (5 or more) than his opponent has won.;

· If neither side score 5 points more than the other, the Battle is a draw.

· If Charles d’Anjou and Manfred Hohenstaufen are killed or captured simultaneously in the course of the same combat, the Battle finishes as a draw.
D.4 Special rules

Army Leader. The Army Leader of the King of Sicily’s army is the chef des mercenaires, until the arrival of Manfred on the field of battle. 

Archers. All the Ar units in play at Benevento suffer a modifier de –1 to the fire dice, accumulated with all other modifiers. The modifiers of +1 (for 4PF) and +2 (for 8PF and more) only apply in this scenario to the Sarrazins Ar and to them alone. Their bow was not as efficient as the longbow of the Hundred Years War

Reinforcements. The reinforcements may not leave the road during their first movement. If they are activated a second time (by the army leader) in the same turn, they may leave the road.

Obligatory combat. During the first two turns of play, the two banners of the King of Sicily’s  army already deployed on the map on the map (Mercenaires and Sarrazins) must engage in at least 2 melees (per turn).

Rout
During the Rally Phase, the obligatory rout movement is limited to half (rounding up) of the units’ Movement Allowance (rather than the total, as in Rule 12.2)

D.5 Optional Rules
Manfred controls his army. Contrary to historical events, Manfred prevents his infantry engaging in Battle in a precipitate manner. To simulate this situation : Manfred is deployed in 1512 at the beginning of the game and obligatory combat rule is not used.

Terrain Table:


Infantry and leaders
Cavalry and artillery
Effect on fire
Effects on melees
Effect on charges

Clear [a]
1
1
PA
PA
PA

Wood [b]
2
3
-2 / B
-1
-2

Marsh
1
2
PA
+1
-2

Village [c]
2
2
- 2 / B
- 2
-3

Farm/Mill/

Abbey [d]
1
1
- 1
- 1
-1

Stream
+1
+1
PA
- 1
-1

River
NA
NA
PA
NA
NA

Wall
NA
NA
- 4 / 0 [e]
NA
NA

Gate
0
0
- 4 / 0 [e]
NA
NA

Bridge 
0
0
+ 1
- 1
NA

Track
1 [f]
1 [f]
PA
PA
PA

Road
1 [g]
1 [g]
PA
PA
PA

+1 level
+1
+2
PA / B
-1
-1

-1 level
0
+1
PA / B
+1
+1

Entrenchment 
0
+1
PA
-1
-2

PA : No Effect

NA : Not Allowed

B : Blocks LdV

[a] : The Frozen lake and ground hexes are treated as clear terrain (Lac Peïpous)

[b] : The camp hexes are treated as wood hexes (Muret)

[c] : The Muret hexes are village hexes 

[d] : The hexes containing siege engines are treated as Farm/Mill/Abbey hexes (Muret)

[e] : The – 4 applies to fire from the exterior to the interior, the 0 to fire from the interior to the exterior.

[f] : if movement occurs from track hex to track hex disregard the effects of other terrain types except  the cost of changing level. 

[g] : if movement occurs from road hex to road hex disregard the effects of other terrain types

Fire Table :


1 hex.
2 hex.
3. hex.
4 hex.
5 hex.
6 hex.

Archers
5/7
6/8
6/8
No fire
No fire
No fire

Arbalétriers (crossbows)
6/8
7/9
8/9
9
No fire
No fire

Artillery
3/5
4/6
4/7
5/7
5/9
7

Modifiers :

· -1 the firer (or all the firers) have less than 4 strength points (for ex : archers of strength 3 = -1 to the dice). This does not apply to artillery.

· +1 if  the strength points of the firer (or all the firers) have more than 4 strength points

· +2 if  the strength points of the firer (or all the firers) have more than 8 strength points

· -1 if the firer (or one of the firers) has moved in the current activation 

· -1 if the firer (or one of the firers) is mounted 

· -1 if the firer (or one of the firers) is discouraged

All these modifiers are cumulative.

Note : If several units target their fire on the same target, fire is resolved using the range column of the unit furthest away from the target.

Results : 

The target suffers a result if the score of d10 is greater than or equal to the figure given.

· The first figure the score to discourage the target unit, 

· The second shows the score to put it into rout. 

Note : If there is a figure on the table, it is the result required to discourage the unit. See 12. for the cumulative effects of "discouraged" Results

Effects on leaders :

· A 9 on a d10 in a melee (before modifier)  requires a wound or capture test for leaders stacked on the target unit : throw a d10 : 0 à 5 nothing happens, 6 à 8 the leader is wounded, 9 he is killed.

Melee Table

Modifiers for odds (round in favour of the defender)

· 2/1 and + : +2

· 1/1 : +1

· 1/2 : 0

· 1/3 : -1

· less than 1/3 : -2

Modifiers for unit types 

Att./Def.
Ch
Ha
Cl
Mi
Ar
Ab
At

Ch
0
+1
+2
+3
+2
+2
+2

Há
0
0
+1
+2
+1
+2
+2

Cl
-1
-1
0
+2
+1
+1
+2

Mi
-3
-2
-1
0
-1
-1
0

Ar
-1
-1
0
+1
0
+1
+2

Ab
-2
-2
-1
+1
-1
0
+1

Note: in the case of combined attacks (several attackers or several defenders), use the type of units the most favourable for the defenders (that is the "least good" attacker and the "best" defender, having regard to the table above).

Modifiers concerning unit quality

· Attacker superior in quality to the defender  : +1

· Attacker inferior in quality to the defender  : -1

Note: in the case of combined attacks (several attackers or several defenders), use the best quality of the attackers and the best of the defenders

Other modifiers:
· + or - the difference in bonus between the leaders – of both sides – participating in the combat

· -2 if the attacking unit (or one of the units) has used offensive fire

· +2 if the defender (or one of the defenders) is attacked in a rear hex

· + 2 a charge into front hexes 

· +3 a charge into rear hexes

· -2 if all the attackers are discouraged

· -1 if one of, but not all of, the attackers, is discouraged.

· +1 if one of, but not all of, the defenders, is discouraged

· +2 if all of the defenders are discouraged or at least one is in rout 

· + 3 if all of the defenders are all in rout

All the modifiers are cumulative up to a limit of  + or – 7.  

Results: 1d10 (0 = zero not 10) + or – the modifiers

Modified dice
Defenders
Attackers

-7 to –4
Advance possible
D + R

-3 to 0

F + R

1 to 3
F
R

4



5 to 6
R
F + Advance obligatory 

7 to 9
F + R
Advance obligatory

10 to 13
D + R
Advance obligatory

14 to 16
Dr + R
Advance obligatory

R = retreat

Dr = go into rout

D = discouraged

F = fatigued

Advance after combat is prohibited to discouraged units (attackers or defenders).

See 11. and 12. for the cumulative effects of the "fatigued" and "discouraged" Results 

Effects on leaders :

· A 9 on a d10 in a melee (before modifier)  requires a wound or capture test for leaders stacked on the attacking unit. A 0 or a d10 in a melee (before modifier)  requires a wound or capture test for leaders stacked on the defending unit :

In both cases throw d10 : 0 to 5 Nothing happens, 6 to 7 the leader is captured, 8 he is wounded, 9 he is dead.
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