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Part  AUTONUMLGL  The Basic Rules

 AUTONUMLGL   Introduction.  
Itty Bitty Battles is a simple little fantasy wargame designed to be played in the space of a single evening, on a small space.  Itty Bitty Battles (IBB) does not subscribe to a specific fantasy milieu, but is designed as a “drop-in” battle simulation for any of dozens of possible fantasy settings from books or role-playing games.  Only the classic metahuman “good guys” from fantasy are represented in this game for time and space reasons—maybe I’ll put together some material on other topics and races later. 

 AUTONUMLGL  Game Elements.  

 AUTONUMLGL  The Map XE "Maps" . 

 The map included in the game represents generic terrain types that will be used in the scenarios included in section 3.  The maps are divided into hexagons, called “hexes” to regulate movement and direction.  Terrain features on both maps influence play by affecting movement rates, combat, and sighting.

 AUTONUMLGL  The Spell and Area Effect Templates XE "Spell Templates" .  

Itty Bitty Battles is a fantasy combat game.  As any diehard fantasy fan may expect, “magickal” spells that affect the outcome of battles will be an integral part of the game.  Some battle magick spells influence large groups of men at a time.  To simulate the effects of these spells, templates have been developed which will demonstrate how large of a physical area of the battlefield the spell will occupy after it has been cast.

 AUTONUMLGL  The Unit Counters.  




Square cardboard counters represent military units.  Units represents a disciplined (or semi-disciplined) mass of troops of about fifty men (or beings), give or take a few beings.    A counter will have three numbers located at the top of the cardboard piece.  They are, from right to left (or top to bottom in case of missile troops), Attack Factor, Defense Factor, and Movement Allowance.  The Number in the colored circle is the Troop Quality number.   The Attack Factor is a numeric representation of the unit’s ability to inflict damage on other units in the game.  The Defense Factor is a numeric representation of the unit’s ability to withstand damage and hold off attack.  The Movement Allowance is a number representing the upper limit of movement the unit is capable of, measured in hexes.  The Troop Quality number is a generic number for a unit’s “morale,” or “stalwartness,” or training level.  The Troop Quality Number is used for unit activation, morale checks, and rally checks.

Formations versus Units.  The units are deployed, activated and commanded in formations.  Formations are a group of 2 or more units, led by a captain single man counter.  Some highly specialized and trained units function independent of formations, but they are exceptions.
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The Map and Hexagons.  The map uses a six sided hexagonal overlay (called “hexes”)  to regulate movement and facing.  These individual hexes represent an area approximately fifty feet in diameter.

The counters are aligned on the map hexes facing the top side of the map hexagon, like so (see picture).  

Initial Placement of Units and Hidden Units.  Unless the scenario stipulates units starting within 7 hexes of each other, all units start play face down.  This simulates the fog of war that takes place on a battlefield.  The opposing commanders know there are other units out there, but they can’t know what they are specifically facing until the units are closer together, unless they are using units that can scout.

Zones of Control. XE "Zones of Control."   Each unit exerts influence over the 6 hex area immediately surrounding it .  This is referred to in game terms as a Zone of Control (ZOC).  When a unit enters into an enemy ZOC, it has to stop movement and either conduct combat during the Action Subphase or move away from the ZOC next turn.   Note: ZOCs do not extend over rivers, streams, or magickal chasms.

Stacking.  Units can stack (go on top of each other), with a limitation of up to 6 points of Attack Strength in one hex.  There is no stacking limitation on captains or other single man counters.  Example:  Three 2-2-4 units and a captain can stack in one hex (making a combined attack strength total of 6), but two 2-2-4 units and a 3-2-4 may not stack in the same hex (since the attack strength total would then equal 7).

 AUTONUMLGL  Different Troop Types.  

There are many different troop types in IBB, but basically they boil down to Units (groups of military troops) and Single-Man Counters (SMCs) that represent a single, specialized individual member of an army.  SMCs are usually Captains, Wizards, and Clerics.  Remember: Units make Formations, Captains lead Formations, and Wizards and Clerics do their own thing.

Specialized Units.  Different units do different things in IBB.  Missile units fire at target units from a distance and more importantly, can support melee attacks.  Cavalry units can charge (if they are heavy), scout (if they are light) and dismount and fight (if they are medium dragoons).  Engineers can do all sorts of things.  Infantrymen of different types fight melee battles in different ways.  Scouts sneak around the enemy lines and reveal hidden units.  SMCs (wizards, clerics, and captains) have their own specialized tasks in battle.

Let’s look at each of the unit types.




 AUTONUMLGL  Missile Fire XE "Ranged Fire"  Units.  
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These kind of units can fire physical weaponry at an enemy unit from a distance, usually either 1 or 2 hexes distant.  The missile fire units presented in this game are Elvish Archers, Halfling Slingers, and Human Crossbowmen.  There is also a Human Spearmen unit that can act as a missile unit under certain circumstances, but they are primarily classified as an infantry unit.  
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The unit pictured here is an Elvish Archer.  As you can see, they are a very mobile unit of decent quality, but they have a very weak defense.  Reason: Missile troops are very specialized.  They don’t like getting into melee, and are better employed either by using their ranged fire capability or supporting a melee attack.  You might also notice the 
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 symbol above the number 2 on this unit (the blue arrow).  The sideways arrow is a special symbol that indicates this unit is capable of missile fire, and the number below it is their maximum firing range.  Note that the Attack Strength of this unit is their missile attack strength only.  In melee, their attack strength is halved.  Reason: The primary weapon of missile troops is usually not a melee weapon (exception, Spearmen), so ranged-capable troops fight with secondary or improvised weapons in melee (i.e., knives, crossbow  butts, rocks…).  The Elvish Archers in the illustration above would be have an Attack Strength of 1 in melee combat.  See why missile troops like to keep their distance? Missile Units in this game are Hobbit slingers (very adept at woodcraft, but weak on the attack)  , Human Crossbowmen  and Human Spearmen. 
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Spearmen represent light infantry that have a two-shot missile capability of range 1, then their missiles (spears) are expended.  Once their spears are used up, the owning player swaps them for a light infantry unit with this symbol: 
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 AUTONUMLGL  Cavalry Units XE "Cavalry" .  

[image: image18.bmp]Cavalry units are men that fight on or off horseback.  There are three kinds of cavalry in IBB: Heavy, Light, and Dragoons.  Heavy Cavalry act as shock troops and have a special charge attack.  Light Cavalry act as scouting screens for an army and have a unique limited scouting capability.  Dragoons are infantrymen on horseback that dismount and function as a weaker heavy infantry once they are in a battle. 

This is a Heavy Cavalry unit.  You will note that the Heavy Cavalry have very good mobility at 6 movement points and a respectable attack strength of 4.  You will also note the stylized lance symbol that looks like this: 

  This symbol, along with the letter H underneath it, indicates that this cavalry unit is a heavy cavalry unit and is capable of charge attacks.  Note: For more details on the charge, see the section on Combat.  

This is a Light Cavalry unit.  You will note that light cavalry do not have an overwhelming attack strength, and seem downright weak in defense.  Reason: Light Cavalry travel fast and light and are not well armed or armored.   You will also note two special symbols on this unit, the stylized binoculars: 

 this indicates that the unit can scout (Note: see section on Scouting).  There is also the letter B with a “No” symbol around it: 

.  This indicates  this unit has a special Refuse Battle capability, should it choose to do so.  Light cavalry (and some other units) have the ability to retreat before melee, increasing their chances of survival.  (Note: see turn sequence, Combat).  Refuse Battle is a good tactic if a player wishes to use light cavalry to scout enemy lines.  A player can move a light cavalry unit to contact with a hidden unit, revealing it, than move the light cavalry away before it Other gets attacked.
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This is a Dragoon unit.  You will note that Dragoons have a decent attack at 3,  and good mobility at 6.  Dragoons have the ability to dismount and fight on foot.  This increases their attack factor by one, but they lose the mobility of horseback (it drops to 4).  Their revised statistics are printed on another counter, dismounted dragoons, which is identical to heavy infantry.  The special boot symbol: 
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 and the letter D indicate the unit has the dismount ability.  Dragoons can fight on horseback or on foot.  They are flexible, but expensive.

 AUTONUMLGL  Engineers and Scouts.  

This is an example of an Engineer unit. Engineers don’t look like much at first—they have a very low attack and defense, an average movement rate.  However, they are certainly one of the most specialized units in Itty-Bitty Battles.  Engineers are the only units that can operate Siege Engines and Bombards.  They can also raise the fortification level of units by constructing makeshift field fortifications.  When stacked with eligible attacking units and attacking fortified units, engineers (+2 to  the combat die roll).  Engineers do not move or fight in formation or require a captain to activate.
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Scouts.  Scouts are small units of about ten men or less.  Like engineers, they do not move or fight in formation, do not require a captain to activate, and can act independently on the battlefield, much as SMCs like wizards and priests can.  Scouts have the capability of revealing facedown enemy units.  They accomplish this by hidden movement.   During the movement action subphase, Scouts acquire a HIDDEN COUNTER.  They move normally towards the facedown units until within 3 hexes of the target units.  For each hex the scout moves closer, both sides roll 1d6 (or, if playing by email, 1 player can roll for both sides, designating which roll is for who).  The phasing player moving the scout is rolling for detection of the facedown unit, the non-phasing player is rolling to reveal the scout.  At 3 hexes distance, a 6 reveals the target formation, and a 6 reveals the scout.  At 2 hexes distance, a 5 or 6 reveals the target formation, and a 6 reveals the scout.  At 1 hex distance, a 4,5, or 6 reveals the formation, and a 5 or 6 reveals the Scout.  If a Scout is revealed, he can elect to make a desperation roll.  The desperation roll must be less than or equal to his Troop Quality rating.  If he succeeds, he can evade detection-- like light cavalry's special REFUSE BATTLE power, but in this instance he remains hidden.  Scouts have a 1-1-5 rating due to the fact that they travel light.  

 AUTONUMLGL  Foot Infantry Types.  

The “grunts” of the game are the basic foot infantry types: Spearmen, Pikemen, Heavy Footmen, Light Footmen, Militia, and Rabble.

Light Infantry are your basic units of men armed with swords, a light shield, and maybe leather or chain mail.  The common most infantry unit.
Dwarven Axemen The best of the foot infantry types, these doughty fighters make up in toughness what they miss in height.

Heavy Human Infantry:  Heavy Human Infantry is like Light only with heavier armor.

Heavy Elf Infantry  are like humans, only slighter and with less defensive capabilities.  

Spearmen are light infantry equipped with short spears.  They can fight effectively versus cavalry types (+1 to the combat die roll vs. Cavalry types only).  They also have a limited missile capability at 1 hex range.  Once they have expended their missiles, they revert to a light infantry status and should be replaced with a light infantry marker.  

Pikemen.  Pikemen are a heavier class of infantry that are trained to fight with long heavy pikes.  Pikes were developed to fight cavalry charge as their primary purpose on the battlefield.  

 AUTONUMLGL  The Turn Sequence.

 AUTONUMLGL  Setting up for the Turn

At the beginning of each and every turn, remove any surviving captains, wizards, and priests from the map.  Place them on the map.  Remember where the captains and wizards and priests were on the map... if need be, place a marker down or write notes on a piece of paper.  Take the removed counters and place them in a cup, box, bowl or some other semi-opaque item.  This is called The Cup O’ Doom(.  Shake up the Cup O’ Doom( to randomize the counters and prepare to draw them from the cup.

Itty Bitty Battles is played in a turn sequence.  Unlike some games, turns are initiated by Leader initiative, not by an “I Go, You Go” sequence.   A turn is divided into parts called phases.  Phases break the turn up into manageable actions in a logical sequence.  The first part of the turn is Activation, where the the players determine who will go next by drawing captain, priest and wizard counters out of the Cup O’ Doom(.  Then the player who draws that counter can go to the action subphase.  When ALL of the counters are pulled out of the Cup O’ Doom(, the turn is over. 

 AUTONUMLGL  Turn Phase One: Activation

Turn Phase One is the Activation Phase.  The player draws a captain, wizard or priest counter from the Cup O’ Doom(.  The player who draws a captain counter attempts to order his formation.  This is accomplished via this method:

1. Check the leadership rating of the Captain attempting to issue orders (the only number on the counter).

2. Roll 1d6.  Note the number.

3. Apply the following modifiers:

· +1 Formation has been under ranged fire during the previous turn.

· +2 Formation is under the influence of a Fear or Confusion spell.

· +1 Formation was charged last turn (per cavalry charge rules)

· +1 Formation lost a group last turn (per unit lost)

· -1 Formation is out of missile range of nearest enemy unit.

· -1 Formation is pike or spear (not thrown) vs. A Cavalry charge.

· -1 formation is within 2 hexes of a race it has antipathy for (orcs vs. Elves, dwarves vs. Elves, etc.)

4. All of these modifiers are cumulative.  The die roll number is modified, then compared to the captain’s command strength.  If the number is less than or equal to the number, the unit can take orders.  If the number is over the command rating, the unit will not receive orders.

 AUTONUMLGL  Turn Phase Two: Action Subphases

If a formation passes its activation test, it may receive orders.  The Turn progresses to the Action Subphase.  The action subphase is the meat of the game-- where 90% of all combat actions take place.  In the Action subphase, you can order your units to conduct any one of the following actions, in whatever order: 

 AUTONUMLGL  Movement. XE "Movement."   

A player may choose to move his units up to but not exceeding the number listed on the movement allowance of the lead unit in his active formation.  The lead unit is defined as the unit closest to the nearest enemy troop.  When moving formations only, follow the procedure of moving the lead unit to the desired destination hex.  The other units in the formation may move in any fashion they so desire, in a long line, in a wide linear formation, or an amorphous mass-- as long as each unit in the formation is adjacent to the next one.  When the lead unit becomes adjacent to an enemy unit, movement stops.  Note: See Zone of Control.  The other units in the formation may more up to (but not over) their remaining movement allowance to either come into contact with an enemy or place themselves in contact to charge or fire.

For single man units, such as captains, wizards and priests, movement is a simple affair-- move up to but not beyond 4 hexes if the unit is on foot, up to but not beyond 6 hexes if the unit is assumed to be mounted (e.g., a captain stacked with a cavalry unit).

Limitations on movement in mixed formations.  If a formation is comprised of mixed types (i.e., archers and heavy infantry, slingers and light infantry, etc.), the formation moves as far as the movement allowance of the slowest unit.  The slowest unit, therefore, is the de facto lead unit.  The other, faster units in the formation may, if neccesary or desired, “adjust around” this unit, but the units in the formation must always be adjacent to each other.

Terrain Limitations to Movement: Certain terrain features slow down formations.  Refer to the following table.

Terrain
Movement Penalty

Hill/Mountain
-2

Forest, Brush, Jungle
-1

River, Swamp
-2

Road
Movement Rate Halved

Clear (grass fields)
0

Certain units have a little Robin Hood hat symbol on them.  This means they are RANGER QUALIFIED, and suffer no movement restrictions in woods, brush or jungles.

Certain units have a little iron helm symbol on them.  These units are HILL PEOPLE, and they suffer no terrain restriction on movement in hill or mountain hexes.  
 AUTONUMLGL  Cast Magick Spell/Say a Prayer

A player who activates a wizard or priest may attempt a spell or prayer.  See Section 2, General Procedures for Spells and Prayers.

 AUTONUMLGL  Combat - What this game is all about.
Combat is the primary activity of the Action Sub Phase (and wargames in general).  There are many types of combat actions; firing off spells, shooting arrows, swing and hacking with swords.  Combat can occur under the following conditions:

1) When a unit from a formation from one side is adjacent to a unit from a formation from the other side.  See: Melee.

2) When a unit from a formation on one side is within missile combat range of another.  See: Missile Combat

3) When a unit from an enemy formation is within charging distance of a heavy cavalry unit from the oppossing side.  See: Cavalry Charges

4) When a unit from an enemy formation is within bombarding range of a siege engine or bombard being serviced by engineers.  See: Engineers

5) When an appropriate target unit is within physical range of any Magickal spells or Priestly Prayers.  See: Magickal Spells and Prayers. 

[image: image20.bmp]The basic mechanics of combat are very simple and should be no surprise to anyone with experience in wargaming.  Each unit has an attack strength, a defense strength, and a quality rating.  These data points are used to resolve combat.  The attacking units first see who is eligible to engage in combat.  This happens when units of one formation meet one of the prerequisites for combat listed above.  Then they engage in either support missile fire, direct fire, melee, charge, or mounted combat.  

Basic combat procedures are as follows:

1. Count up all the ATTACK factors involved in the combat.

2. Count up all the DEFENSE factors involved in the combat.

3. Divide DEFENSE total into ATTACK total.  This is your ratio, usually expressed in terms of "something to something"… e.g., 2-1, 3-2, 1-2, etc.

4. Look at the CRT.  At the top of the CRT, choose the terrain line of the hex the combat is happening in.  Look right until you find a ratio that matches yours.

5. Roll a six sided dice.  Modify the result with any Leadership, Magick, or Priestly bonuses in effect.

6. Look at the bottom half of the CRT, and crossindex the result with the die roll line.  Apply this result to all UNITS (not formations) that were in actual combat.

Results are pretty simple, too.

Ad: Attacker Disorganized.

See Disorginaztion.  Unit performs Morale Check at end of turn.
Ae: Attacker Eliminated.

Remove Attacking Units from map.

Dd: Defender Disorganized.

See Disorginaztion.  Unit performs Morale Check at end of turn.
De: Defender Eliminated.

Remove Defending Units from map.

Exd: Exchange, Disorganize

Both sides are Disorganized.

Exk: Exchange, Kill:

Both sides are Eliminated.

 - : No effect.

 AUTONUMLGL Disorganization,  Routing, Berserk and Morale Checks

If a unit suffers a DISORGANIZATION result in combat, attacker or defender, place a DISORGANIZED marker on top of the unit.  A Disorganized unit has been roughly handled and has suffered losses.  

[image: image21.bmp][image: image22.bmp]The Disorganized Unit fights worse than a regular morale unit (-2 to defense), and MUST perform a morale check during the End of Turn Phase.   

The Routed Unit fights at a column shift disadvantage and will always retreat towards the nearest friendly unit (in a direction away from the enemy), up to three hexes distance (above and beyond movement costs—this is a desperate group of beings).    

A unit can go Berzerk as a result of morale checking at the end of the turn.  Berzerk Units get a +2 adjustment to their attack strength for one turn only  and do not suffer from Disorganization for the remainder of the turn.  Morale checks are the only way to remove DISORGANIZED markers, though the unit runs the risk of either going BERSERK or getting a further ROUT result.  See MORALE CHECKS in the section of the rules that describe the End of Turn Phase.  A unit that suffers from TWO Disorganizations due to combat in one turn automatically Routs.

 AUTONUMLGL  The order of combat (what happens when)

Combat actions are executed, per turn, in an order dictated by speed of the troops in combat.  Note that all these actions are happening more or less at once; they are resolved in a set order, based upon the speed of the combatant.  All combat rolls are executed in the following order:

Order
Combat Action

FIRST
Archery Attacks, Fast Spell Attacks, Bombards Fire (Red Segment)

SECOND
Heavy Cavalry Charges (Purple Segment)

THIRD
Spearmen/Javelinmen attack, Slingers attack, Siege Equipment Fires (Green Segment)

FOURTH
Slow Spells and non-Heavy Cavalry mounted Combat (Gold Segment)

FIFTH
Melee of all types; All Supporting Archery Fire. (White Segment)

Example: A Heavy Cav unit, Dragoon, two heavy infantry units, and a human archer are embroiled in combat.  The Archer fires first at the Heavy Cavalry and rolls on the CRT-- a miss.  The Heavy Cav unit then charges one of the Heavy Infantry and disorganizes it.  The Mounted Dragoon swings at the Heavy Cav and manages an Exchange.  The Exchange happens immediately and both cav units are removed from the board.  The remaining Heavy Infantry units attack the archer, the only remaining enemy unit.  All occurs in one turn.

 AUTONUMLGL  Missile Combat (throwing things at each other from a distance)
If the phasing formation contains units that are missile capable (i.e., have the little blue arrow symbol on the counter), the units may engage in missile fire.  Missile capable units are: human archers, elf archers, hobbit slingers, javelin/spearmen.  There are two kinds of missile combat: supporting fire and direct fire.  

Supporting fire is executed in support of a melee combat during the White Segment.  To provide Supporting fire, a missile capable unit must be within range of the melee and not have fired direct fire combat in the current turn.  The Attack Strength of the missile troops is added to the Attack Strength of the units engaging in melee-- they use the Attack Strength as a plus to their roll on the CRT vs the defender's defense strength.
Direct fire is executed prior to melee during the Red or Green segments.  To engage in Direct Fire combat, the missile unit must not be engaged in melee, and must be within missile range of their target.  The missile unit(s) add up their attack strength normally and roll on the CRT vs. the defender's defense strength.

Example of Ranged Fire and Supporting fire.

Unit A (range 2 bowmen) can fire at Unit T  using ranged fire, or contribute supporting fire to a melee combat between S & T.  Presuming S was a ranged 1 ranged fire capable unit, he could combine attacks with A to attack T.



 AUTONUMLGL  Charge (Shock Bonus for Heavy Cavalry) and Mounted Combat XE "Charge" \t "See" 


 One unit in the game, the Heavy Cavalry unit, has a special CHARGE symbol on it.  This is a special type of combat that happens prior to melee, during the Purple Segment.  To conduct a charge, the charging formation must designate a target unit.  There must not be any units between the charging formation and the target.  The charging formation may not have moved the preivous turn.  

Charge procedure.  First, the Cav. Formation performs a BALK CHECK by rolling versus the quality rating of the lowest rated unit in the formation on a 1d6.  If the die roll exceeds the quality rating, the charge does not happen and the formation (not just the unit) may do nothing else during the ensuing turn, defends at -1 to their defense ratings, and has a +1 penalty to morale rules during the turn.  If the Balk Check is passed, the formation moves 1 hex at a time towards the target.  If the formation moves within range of an unfired missile unit in the course of a charge, the missile unit may fire opportunity fire at the Heavy Cav at -1 to the Attack.  Similarly, if a magick capable SMU is within range, he/she may cast a FAST spell targetted at the Cav formation.  The Cav unit/formation suffers the results of combat normally as a result of this fire.  If the charge makes it home unmolested, the Heavy Cav formation may apply the attack strength of any unit that touch the target unit at the end of movement, with an additional +4 modifier to the final combat (for the formation, not per unit).   

Mounted Combat: Dragoons, Non-Charging Heavy Cavalry, and Light Cavalry may attack an enemy formation prior to melee in the Gold Segment.  Use the basic attack procedure, plus any modifiers.

 AUTONUMLGL  Melee Combat (large groups of beings bashing each other on the head)

The normal outcome of a formation moving adjacent to an enemy formation is Melee, the last thing to happen in combat during the White Segment.  When a unit is activated, and moves to a point where any of its units touch any of the units of an enemy formation, then that formation may conduct melee combat.  

Melee is decided by the swing of the sword or the push of the pike… a glorious, messy business and a simple one.  Melee procedure is performed using the basic "Attack versus Defense, Modified" procedure outlined in the section entitled "Combat: What this game is all about."

 AUTONUMLGL   Engineers, Siege Equipment and Bombards

Engineers have some unique qualities, as stated previously.  Primarily, an engineer (aka “Siege Train”) is a very weak light infantry unit—armed with swords, mattocks, shovels and picks and armored with leather at best.  The primary worth of an engineer unit in this milieu is in siegecraft… the fine auld art of either knocking buildings down or fortifying positions so the other blokes don’t knock you down.  The skill of an engineer bestows the following capabilities on the engineer unit:

Fortification

[image: image23.bmp]The Engineer unit can build a fortification level at the end of a turn.  The Fortification Level represents basic earthwork trenches at Level 1, and shored up timberlined trenches at Level 2.  To fortify, the engineer must be in the hex to be fortified for two (2) entire turns, without moving or engaging in combat, to place a fortification 1 marker there.  The engineer must be in place for seven (7)  turns to create a fortification level 2 in a hex.  The fortification marker gets placed under any combat units.  A 1 level fortification gives the unit benefiting from the fortification a pretty good bonus of a +1 modifier vs. melee, and a +2 vs. missile fire.  The 2 level fortification marker gives the benefitting unit a left hand column shift on the CRT.  There are higher levels of fortification, but they are not addressed in the time scale of this game.  Fortification Level 2 cannot be exceeded in this game.  If an engineer unit is interrupted by melee or missile fire while constructing fortification levels, they MUST begin again from scratch.

Operating Siege Engines and Bombards  ONLY engineer units can operate the sophisticated (for the era) machinery of the Siege Engine or Bombard (primitive cannon).  These equipments fire normally (vs. units or structures) with the following strengths:

· Siege Engine: 3 Attack Strength, 5 vs. Stone Structures.  0 organic defense.   May not engage in direct missile fire, but can support other combats.  

· Bombards: 5 Attack Strength, 5 vs. Stone Structures.  0 organic defense.  May engage in direct missile fire, and can support other combats.

Petards

Engineers can also set mines called petards, though the amount of petards available should be severely restricted.  These mines are not of the claymore, limpet or “bouncing betty” variety, rather a crude keg of black powder with a flint striker or a long fuse attached.  Handy in blowing up bridges and walls, but also particularly deadly.  To set off petards, the engineer must be in the target hex with the mine for a turn.  If the hex contains a bridge or structure, the player whose side is defending the bridge or structure rolls 1 die, and so does the player who is attacking with an engineer.  If both sides roll a five or a six, the bridge or structure is covered with a rubble marker and the engineer is removed from the game (he went up with the petard).  If the defender rolls a four or less and the attacker a five or more, the structure or bridge is destroyed (a rubble marker is placed on it) and the engineer moved back (away from an enemy ZOC) by one hex.  If the defender rolls a five or six and the attacker a four or less, the engineer is removed from the game.  If both sides roll a 1, the petard does not explode at all (damp powder, may be tried again in two turns).   An engineer may not even attempt a petard if engaged in melee, but can if undergoing a missile attack.

Bridges

An engineer can create a rough pontoon bridge over a river or stream in ten consecutive turns.  The engineer must have the following conditions in place: a Captain and two infantry units must be stacked in the same square with the engineer unit (not to violate stacking limitations).  The stream/river to be bridged must be within 5 hexes of a forest/woods hex.  All units except for a siege engine and bombard may cross over a bridge created in this fashion.  An engineer can be subjected to attack during the construction of a bridge, but can soldier on (if not routed or disorganized).  

Rubble

Rubble markers are placed after an engineer has successfully exploded a petard or a siege engine or bombard has destroyed a structure or bridge.   Rubble is equivalent to SWAMP terrain to cross through, but if an infantry unit is defending IN a rubble hex, they are given a plus one defensive modifier on the CRT.  Cavalry charges may not occur through rubble hexes, but melee and missile fire can.

 AUTONUMLGL  Turn Phase Three: End of Turn

Phase Three is the Admin, Cleanup phase.  Units perform morale checks,  Engineers build fortification levels, etc.

[image: image24.bmp]Morale checks

Any unit that currently has Disorganized or Routed markers on it can perform a morale check during this phase.  The procedure is to roll versus the unit’s Troop Quality Number on a 1d6.  If the unit matches that number or rolls under it, Disorganized markers are removed.  Routed Units perform the same procedure, but they most roll versus their Troop Quality Number, halved (rounded down—not to go below 1).  If the unit is Routed and makes the die roll, the Routed marker is removed and traded for a Disorganized marker.  If the unit is stacked with a Captain or Priest unit, it can add that Captain’s Leadership number or the Priest’s Mana level to the die roll.  A unit that is attempting to Rally may not attempt anything else, be it combat or movement.  A RALLY ATTEMPT marker is placed on the unit while it attempts to rally.  Note that Priests who help rally may not have attempted to cast a prayer this turn.

Build Fortification Levels

If an engineer unit has remained unmolested for the entire proceeding turn, it may place a Fortification Level One marker or replace a Fortification Level One with a Fortification Level Two marker during this Phase.

Part  AUTONUMLGL  Itty Bitty Magick and The Spell Book XE "Itty Bitty Magick and The Spell Book" 
 AUTONUMLGL  Magick Wielding Classes

There are two magick wielding classes in this game; priests and wizards.  Priests and Wizard counters look like this: 
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They represent a single man or woman—either a wizard,  well versed in arcane disciplines; or a priest, imbued with a burning faith in their god.   A priest and a wizard are two sides of a similar coin.  The wizard seeks to bend the forces of nature to his own will.  The priest is a channel for the Divine Will of his or her God (or patron Demon, for that matter).  Spells or Prayers have a "Cost" that is generally referred to as a "Mana Cost" -- how much mana or spiritual energy must be expended to make the spell fire (or fizzle).  The amount of mana the wizard or priest has is the number on the counters.

 AUTONUMLGL  When Spells or Prayers Happen: 

If the Spell or Prayer says FAST in the title, it goes off in the Red Segment.  If the Spell/Prayer says SLOW in the title, it goes off in the Gold Segment. 

 AUTONUMLGL  General Procedure for Spell/Prayer Casting:

If a player has drawn a counter for a wielder of magick or spiritual power (a priest or a wizard) during the Activation phase, he may cast a spell (if the counter is a wizard) or say a prayer (if the counter is a priest).  To perform magick, the phasing player checks the counter to see how much magickal or spiritual power the counter represents, then chooses a spell from Section 2, the Itty Bitty Spell Book, that requires that amount of power or lower.  The wizard/priest then casts the prayer/spell, placing a target template as required by the spell description.  

Combining Magickal Power

Two or more Wizards or Priests may combine their mana by entering the same hex together.  There is an “overhead cost” of one mana point from each for the attempt.  This is an important concept, because many spells or prayers cost too much for the average priest or wizard to cast.

During the casting process, The player first checks the Wizard/Priest Fizzle Table  (below) to see if the spell or prayer goes off or not:

FIZZLE DIE ROLL
RESULT

1-4
Success! (

5-6
Fizzle! (




FIZZLE MODIFIERS
SITUATION

+1
Unit has moved

+2
Unit was under missile fire previous turn

+2
Unit stacked with Hvy Cav unit that charged




Table 1: Wizard/Priest Fizzle Table

Assuming the spell or prayer is a success, the effects of the spell are applied to the targetted units immediately.

 AUTONUMLGL  Wizard and Priest Movement, Combat, and Defense.

You will note that the attack strength, defense strength, and movement allowance are not on SMC counters.  This is because a single man does not affect combat on the same level as large formations of men do.  For game purposes, wizards and priests always move 4 hexes maximum.  If wizards and priests enter into melee combat, they are instantly eradicated if they are not in a stack of friendly troops.    If they are stacked with a group of friendly troops, they share the fate of that group in combat.  If the group routs, the wizard or priest moves with the stack, but does not become routed.  Wizards and priests do not become shaken by combat.  Wizards and priests do not take part in attack or defense per se, but if a group is stacked with a priest, they receive a +1 bonus on all morale checks.  

Instead of the standard attributes of a combat unit, the wizard or priest counter has a single number printed on it.  This represents a strength number.  For the wizard, it represents a measure of his/her mystical strength, as measured in mana points.  Mana is mystical energy that the wizard can call upon to shape the forces of nature.  The priest is a little different.  The strength number is the number of prayers the priest can say during the course of a battle.  

 AUTONUMLGL  Using The Spell and Prayer Tables.

A complete listing of all the spells and prayers included with this game are presented in the appendix entitled “Spell and Prayer Tables” at the end of these rules.  The basic template for a spell/prayer looks like this:

SPELL NAME (FAST or SLOW)







Type
Cost
Save?
Spillover?
Upkeep
Duration
Template

P
3
Y

0
INST
2

(sample data included from Wahoo from the Nether Depths Spell)

Every spell or prayer has some information associated with it-  The Speed, Type, Cost, Save?, Spillover?, Upkeep, Duration, and Template.

Type: Priestly or Magick

Cost: Mana or Spiritual Cost

Save?: Does this Spell or Prayer allow the target a saving throw?  See below for an explanation.

Spillover?: If the Spell or Prayer is an Area Effect, will it effect the surrounding hexes?  See Spell Templates, below.

Upkeep: Some spells or prayers, particularly Summoning type spells, require a constant investment of mana/Spirit to have the spell effects continue.  The Wizard/Priest deducts that cost every turn.  

Duration: Some Spells and Prayers have a defined duration, measured in number of turns.

Template: If the spell is an area effect, the number and strength of how it effects surrounding hexagons can be important.  IBB uses templates to measure this spillover effect.  See Spell Templates, below. 

 AUTONUMLGL   Using The Spell Templates

Spells and prayers cause a physical effect on the battlefield.  Area damage from a spell can be displayed on the map using templates.  The templates come in two types (cones and circles) with three different sizes each: A, B, or C.  To use the template, the spell is cast using the spell casting procedures.  If the spell is a “blasting” type, like a Big Bang Boomero!, the template demonstrates how the destructive energy radiates outward from the Wizard, starting with the red hex (full strength) and dissipating in the hexes marked with fractions.  The spell effect usually equates to an attack on the CRT.  The first hex (the red one) should be interperted as the full strength attack.  If Spillover fire is possible (see Spell/Prayer tables), apply the indicated fractional fire strength to the target unit (rounding down unless otherwise indicated).  If the resulting attack strength is less than one, ignore it.

For a “Circle” type spell, such as fearball,  the caster can actually “throw” the effect of the spell or prayer outward, for the number of hexes equivelant to the caster’s CURRENT mana/spirit rating. The circle template is measures the effect of the spell, radiating out from the target hex.  Any troops in the hexes surrounding the target, regardless of side, are affected by the spell.  The method of throwing a spell is as follows:

1. Caster declares a target hex.

2. Caster attempts to throw.

3. Caster checks for accuracy (beats base Mana/Spirit rating on a 1d6).  

4. The Spell goes off if it is an instant (ball spells usually are).

Note:  If the Caster was adjacent to ANY combat during the current (or previous) turn, subtract one from the accuracy die roll. Reason: the Caster needs to concentrate and fighting is very distracting!
Note, Also: If the Caster fails his Accuracy check, the spell/prayer goes off as normal, but the caster must roll an additional 1d6 for scatter:
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1. Forward (up) one, away from caster

2. Up One and to the Right (away from caster)

3. Up One and to the Left (away from the caster)

4. Down (short) one and to the left (towards the caster)

5. Down one and to the right (towards the caster)

6. Backward (down) one, towards the caster)

Part  AUTONUMLGL  Battle Scenarios

Here are three scenarios and a Designing Itty Bitty Battles (DIBBs) system included to get you started on Itty Bitty Battles.  

 AUTONUMLGL  Defend the Bridge (Your basic introductory Scenario)

The ramshackle army of King Tudwall encounters a band of rebels under the leadership of the Warlord Rotwang between two little bridges in a mountain valley.  The Tudwallish have fearsome troops, but no large heterogeneous formations.  The Rotwangi have a true mixed bag, but at least they have a lot of them.

Map: Forest Map One

Setup: Tudwallish Army sets up with a 4-3-6Q3 Heavy Cav unit and Captain 4 (King Tudwall) in hex 2009.  A siege engine and Engineer team are in 2009.  A 2-2-3Q2 Hobbit slinger unit is in 2007.  A 2-2-4Q2 Crossbowmen unit is in 1906 (south of the river).  A 2-2-4Q2 Spearmen unit is in 1907.  A 4-3-2Q3 Pikemen unit is in 1807, and a 2-1-6Q2 Light Cav with Captain2 (Prince Loholt) is in 1806.  A 3-3-3Q3 Heavy Inf unit is in 1808.   The Tudwallish army is reinforced with 2 3-2-4Q2 Light infantry entering on hex 2008 on turn 3.  

Rotwangi Army sets up with a 2-2-4Q2 javelinmen in 1707, in formation with a 2-2-4Q2 javelinmen unit in 1608 and the same in 1507.  A  3-4-4Q4 Dwarven Axe unit is in 1607, along with a Captain 4 (Rotwang).  3-2-4Q2 Regular Light infantry I s in hex 1506 (south of the river), in formation with another 3-2-4Q2 light infantry unit in 1407, along with a Captain 3 (Sir Cuthbert).  There is a priest, Father Bone, power 3, in hex 1306 (North of the river).    There is also a dismounted 2-2-4Q2 dragoon holding the mountain pas at 1403 with his formation brother at 1606 (mounted, though, and South of the stream).  

Scenario Length: 7 turns.  

Victory Conditions: 

Rotwangi minor Prevent all but 10 of the enemy’s AS points of troops from crossing both bridges. 

Rotwangi major:  Accomplish the minor victory but destroy Prince Loholt and King Tudwall.

Tudwallish minor: Cross the lower bridge (hex 1707) with 75% of the army intact (determine this number by counter attack strength).  

Tudwallish major: Cross the upper bridge (hex 1406) with 60% of the army intact 

Tudwallish incredible:  Accomplish the major victory conditions and slay either Rotwangi captain.

 AUTONUMLGL  Hastings in a Fantastic vein.

The elite Forces of King Harold Hardasch, known as the  Select, Feared, encounter the forces of the pretender, King Willie from Across the Water, known as the Nor'Mens, near a little village crossroads village.  The doughty Dwarven axemen of the Feared have the high ground and elite (Q4) troops as a core unit, but King Willie has all kinds of Cavalry and Archers to throw against the position.

Map: Forest Map One

Setup: Select, Feared Command sets up on the Hill crest hexes. Place 15 Dwarven Axemen 3-4-4Q4, and any 5 captain counter in the line between hex 0610 and 1111.  Place 3 light inf 3-2-4Q2 and one 3 Captain on the ridge line on both flanks of the Dwarven position.  Place 4 militia javelin troops 2-2-4Q1 anywhere on the crest. Place  2 priest 4 and 1 wizard 5 stacked with the highest captain.

 Nor'Men Command sets up as follows:

Left Wing sets up in 0312, 0413 and 0512. 5 Dragoon Cavalry 3-3-5Q2 in any combination (subject to stacking limits).    2 Elven Archers, 1 Captain 3 at 0414.

Centre Wing sets up in 0613, 0614, 0713, 0714, 0813 and 0814.  5 Heavy Cavs 4-3-6Q3.  3 Dragoons 3-3-5Q3.  3 Elven Heavy Infantry 3-2-4Q3, 3 Elven Archers, 1 Wizard 4, 3 Priests 4, 2 Captains, 1 cav and 1 Inf, both 4. 

Right Wing sets up in 1113, 1214, 1313, and 1413.  3 Light Cav 2-1-6Q2, 3 Halfling Slingers, 1 Ranger infantry 3-2-4Q3, 2 Captains 2 (cav) and 3 (inf). 

Scenario Length: 8 Complete Turns.

Victory Objectives

Select, Feared Minor Victory retain forces of any type in hexes 0910 and 1110 by turn 8.

Select, Feared Major Victory achieve minor victory as above but also inflict 50% casualties (as defined by attack strength) on the opposing side.

Nor'Men Minor Victory have units in 0610 AND 1111 by scenario's end.

Nor'Men Major Victory achieve minor victory as above but also inflict 65% casualties (as defined by attack strength) on the opposing side.

 AUTONUMLGL  Stirling with lots of Fireballs, Earthquakes, and, oh, I dunno, maybe some Elves and Dwarves and such…

The Skatch forces of Willam Woolish face the dreaded Army of the Aenglish under Edmund the Confessor.  This is a fairly fast scenario that introduces engineers, wizards and priests.

Map: Forest Map One

Setup Skatch: on the Hill crest hexes, place (15) 3-3-4 Infantry, Medium, Quality 4 Dwarven Axemen (Hill People), making 2 or 3 formations, player’s choice.  Place (3) 4-3-2 Infantry, medium Pikemen, Quality 3 units on each flank, making 2 formations.  2 wizards on the Northern side, both sharing getting YAWING CHASM ready.  Two Captains, a 5 and a 4, anywhere.  One of them is Wallish. 

Setup Aenglish: Facing them in a line, any order, place (3) 3-2-4 Missile Troops, Elven Archers, Quality 3 (one formation), (6) 2-2-5 Infantry, Light, Quality 3 Elf Rangers (1 formation), (3) 3-2-4 Infantry, Light, Quality 3, and (3) 3-3-5 Cavalry, Dragoons, Quality 2. (1) 1-1-5 Special, Engineer, Quality 3, (1) Siege Engine, (3) captains, level 4 each.  One of them is Edmund.

Victory Conditions

Aenglish Victory Minor if they dislodge the Skatch from the hill.  

Aenglish Victory Major if they dislodge the Skatch from the hill and kill Wallish.

SkatchVictory Minor if they avoid these conditions.  

Skatch victory Major if they inflict 25% casualties and kill Edmund 

Scenario Length: 6 Complete Turns.

Special Rule: The Skatch have antipathy for the Aenglish, and this gives them +1 to their offensive capabilities in melee only.

 AUTONUMLGL Designing Itty Bitty Battles (DIBBs)

DIBBs is a purchase system for building custom battles.   Simply establish a gold piece budget by agreement between players.  Here are some guidelines:

Meeting engagements: Equal budget.

1 Player Defending, 1 Attacking: Attacker gets twice the Defender's budget, but the Defender should get Fortification levels for free

Unit
Purchase Price in Gold Pieces

3-2-4 Infantry, Light, Quality 2 
(

3-2-4 Infantry, Light, Quality 3
(

3-2-4 Infantry, Light, Quality 3 Ranger Qualified
(

2-2-5 Infantry, Light, Quality 3 Elf Rangers
(

3-3-4 Infantry, Medium, Quality 4 Dwarven Axemen (Hill People)
(+(

3-3-3 Infantry, Heavy, Quality 3
(

3-2-4 Infantry, Heavy, Elven, Quality 3
(

2-2-4 Infantry, light Spearmen, Quality 2 
(
Note: Reverts to L. Inf. After expending spears

2-2-4 Infantry, light

Spearmen, Quality 1
(
Note: Reverts to L. Inf. After expending spears

4-3-2 Infantry, medium Pikemen, Quality 3
(

2-2-3 Missile Troops, Hobbit Slingers, Quality 2
(

3-2-4 Missile Troops, Elven Archers, Quality 3
(

3-2-4 Missile Troops, X-bowmen, Quality 3
(

2-1-6 Cavalry, Light, Quality 2
(

2-1-6 Cavalry, Light, Quality 3
(

3-3-5 Cavalry, Dragoons, Quality 2
(
Note: Reverts to L. Inf. When dismounted

3-3-5 Cavalry, Dragoons, Quality 3
(
Note: Reverts to L. Inf. When dismounted

4-3-6 Cavalry, Heavy, Quality 3
(+(

1-1-5 Special, Scout, Quality 2
(

1-1-5 Special, Scout, Quality 3 (Ranger Qualified)
(

1-1-5 Special, Engineer, Quality 3
(

Bombard
(

Siege Engine
(

SMC Captain 2
(

SMC Captain 3
(

SMC Captain 4
(

SMC Captain 5
(+(

SMC Wizard 3
(

SMC Wizard 4
(+(

SMC Wizard 5
(+(

SMC Wizard 6
(+(

SMC Wizard 7
(+(

SMC Priest 2
(

SMC Priest 3
(+(

SMC Priest 4
(+(

SMC Priest 5
(+(

SMC Priest 6
(+(

SMC Priest 7
(+(+(

Petards
(

Fort Levels
( per level

Appendix: Itty Bitty Battles Combat Resolution Table (CRT)

Terrain
Odds Column











Marsh
1-6
1-5
1-4
1-3
1-2
1-1
2-1
3-1
4-1
5-1
6-1

Clear/Slope/Hill
1-5
1-4
1-3
1-2
1-1
2-1
3-1
4-1
5-1
6-1


Desert
1-5
1-4
1-3
1-2
1-1
2-1
3-1
4-1
5-1
6-1


Brush
1-4
1-3
1-2
1-1
2-1
3-1
4-1
5-1
6-1



Woods/Jungle
1-3
1-2
1-1
2-1
3-1
4-1
5-1
6-1




DIE ROLL
RESULT











1
Ad
-
-
Exd
Dd
Dd
De
De
De
De
De

2
Ad
Ad
-
Exk
Exd
Exd
Dd
De
De
De
De

3
Ae
Ad
Ad
-
Exk
Exk
Dd
Dd
De
De
De

4
Ae
Ae
Ad
Exd
-
-
Dd
Dd
Dd
Dd
De

5
Ae
Ae
Ad
Ae
Exd
-
Exd
Dd
Dd
Dd
Dd

6
Ae
Ae
Ae
Ad
Ad
Exd
-
Exd
Dd
Dd
Dd

Combat Follows the following procedure:




Appendix: Itty Bitty Battles Big Book o’ Magick and Prayers

Big Bang Boomeroo, The (FAST)

Fist of Rightousness, the

(SLOW)


Type
Cost
Save?
Spillover?
Upkeep
Duration
Template

Type
Cost
Save?
Spillover?
Upkeep
Duration
Template

M
5
Y-1
Y
0
INST
3xC

P
3
Y+1
N
0
INST
1 Hex

The Boomeroo is an Instant Spell that sends a blast of death

Forward in a cone shape of base strength 3 on the CRT, 

Spillover as per template 3, rounding down in blast hexes.

The Fist is an apparition of a gigantic fist.  It can be SMITES for an attack of S4 to a unit in a single hex 








Giant Splat, the (FAST)

Wahoo from the Nether Depths, The (FAST)

Type
Cost
Save?
Spillover?
Upkeep
Duration
Template

Type
Cost
Save?
Spillover?
Upkeep
Duration
Template

M
7
Y

0
INST
2

P
3
Y

0
INST
2

The Giant Splat is a another Instant Effect spell that attacks

attacks 1 unit in the center of effect with strength of

10 on the CRT.  Dd results count as De.  

The Wahoo is a cleric spell that can galvanize an entire army

for one combat round.  The priests makes a pact with otherworldly forces to give every troop from a side +1 in combat.  Must be an Evil type priest.





















Fearball (FAST)



Fireball (FAST)

Type
Cost
Save?
Spillover?
Upkeep
Duration
Template

Type
Cost
Save?
Spillover?
Upkeep
Duration
Template

M
4
S
Y
0
1 Turn
2B

M
6
N
Y
0
INST
3B

The Fearball is a ball style spell that lands among troops, causing panic and disorganization.  There is no saving throw.  Troops hit by a Fearball automatically become Disorganized.  Effects last one turn, but Disorganization is remove normally.  Troops roll a saving throw versus their TQ number, and if they fail it, the Disorganized becomes a Routed marker.

Fireball is Fearball’s big ugly cousin.  The Firebal is cast using the 3B ball template and causes a Strength 6 attack against all that are in the center blast zone, with a Strength 4 spillover fire.

Chain Lightning (FAST)

Vegetative Chain Reaction (SLOW)

Type
Cost
Save?
Spillover?
Upkeep
Duration
Template

Type
Cost
Save?
Spillover?
Upkeep
Duration
Template

P
4
N
Y
S
1 Turn
None

M
6
Y
Y
1
INST
3B

This is an interesting Priest Spell.  The Priest selects a line of contiguous troops and casts a Chain Lightning spell on the unit nearest to the Priest.  That unit suffers a Strength 4 attack.  The next one in line a Strength 3, the next, a Strength 2, the next a Strength 1.

This is like the Chain Lightning spell, but it fires off like a ball.  Instead of an attack in line, it spirals outward like a pinwheel.  All formations (not units) are affected by any spillover from the spell.  The V.C.R. causes immediate Disorganization checks versus Troop Quality (of best unit in formation) for all FORMATIONS that are affected by the blast radius.  

Rally (FAST)

Type
Cost
Save?
Spillover?
Upkeep
Duration
Template

P
3
N
Y
0
INST
B

This is an area effect prayer that removes all Disorganized and Routed markers on troops within the Template B radius, allowint them to act this turn



Summon Primal Goons (SLOW)

Distraction (FAST)

Type
Cost
Save?
Spillover?
Upkeep
Duration
Template

Type
Cost
Save?
Spillover?
Upkeep
Duration
Template

M
3
N
N
1
4 Turn
None

P
2
Y
N
0
1 Turn
None

This summoning spell conjures up between 1-3 Light infantry troops to fight for  the conjurers side.  The conjuror rolls for fizzle, than for how many Goons appear. (1-2 is 1, 3-4 is 2, 5-6 is 3).  Wizard pays 1 mana point per turn to keep the infantry alive.

This is a spell with similar effects to Chain Reaction spells, but effects one formation only, and is cheaper.  The casting priest selects a target formation, rolls for fizzle, and if it passes, the formation is Disorganized.  Target formation can attempt a save vs. their quality number.



Anti-Magickal Glamour (FAST)

Summon The Walking Dead (SLOW)

Type
Cost
Save?
Spillover?
Upkeep
Duration
Template

Type
Cost
Save?
Spillover?
Upkeep
Duration
Template

P
3
N
Y
0
2 Turn
2-3B

M
6
N
N
2
4 Turn
None

This is an area effect prayer, that can be cast on all magickally affected troops (including Summoned ones).  If the prayer is successful, the spell is removed.  All physical damage caused by spells still exists, though. 

Keep all dead troops in a neat pile next to the board.  Whenever a wizard casts this spell, as many troops as he has mana resurrect to fight on his side.  The wizard cannot do this if there is a cleric on his side.

Yawinging Chasm (FAST)

Type
Cost
Save?
Spillover?
Upkeep
Duration
Template

P
6
N
Y
0
2 Turn
2B

This is an area effect prayer, that can be cast on any area.  It causes a giant fissure the size of the 2B template to exist in the ground.   Troops cannot pass over the fissure.  Any troops standing where the Y.C. is cast are eliminated.
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Ball Template 1
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Ball Template 2

[image: image8.png]



Template C
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Template B


[image: image10.png]



Template A

Appendix: Itty Bitty Battles Spell & Area Effect Templates
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            Results Key:


  Ad: Attacker Disorganized.


  As per Disorganization.


Ae: Attacker Eliminated.


Remove Attacking Units from map.


Dd: Defender Disorganized.


As per Disorganization.


De: Defender Eliminated.


Remove Defending Units from map.


Exd: Exchange, Disorganize


Both sides are Disorganized.


Exk: Exchange, Kill:


Both sides are Eliminated.


 - : No effect.





Adjust your die roll accordingly, read the final result, and apply result to counters on table.





Choose the Correct terrain the combat is taking place in., then convert your ratio into Odds by rounding up in favor of the defender.  Choose a column that matches the ratio and the terrain the closest.





Modify the die roll for combat effects, leadership, magick effects (cumulative unless they are cancelled by another effect).





Place 1d6 die in hand.  Vigorously shake hand and spill die on tabletop.  Read the numerical result.  





Read across from the numerical result on the leftmost column to the odds column you chose in step 2.  Read the result.





Count up the Attack Strength Points for the units that are attacking.  Count up the Defense Strength Points for the units that are defending.  Divide Defense into Attack.  This gives you your ratio.
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