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Cyprus, AD 1229,

by Christa Hook ©
Osprey Publishing Ltd.
Taken from Warrior 18:
Knight of Outremer
AD 1187-1344.



FIELD OF GLORY

INTRODUCTION TO FIELD OF GLORY

Field of Glory has been designed in an approachable
and easy to learn manner that allows players
to concentrate on realistic deployments and
battlefield tactics, eliminating much of the
extraneous minutiae of past rules and allowing
us to capture the atmosphere of battles ranging
from the dawn of history to medieval times.
This series is intended to give both beginner and
expert wargamers everything they need to play
the battles of the ancient and medieval worlds
on their tabletops.

This book is designed to both explain the

game and be a reference guide when playing

To make the rules easier to follow, we have
included numerous diagrams and photographs,
together with a number of useful TIPS to assist
your game-play.

We have also included detailed systems,
examples and explanations, such as the precise
definition of troop types, along with some guides
to choosing and painting an army and battlefield
tactics to get you going, but these have been put
in appendices at the end so as to make the

reading of the core rules easier.

WHAT IS MINIATURE WARGAMING?

Historical miniature wargaming as a popular
hobby can be traced back to 1913 when the
famous author H.G. Wells conceived and
wrote the first commercial set of wargames
rules “Little Wars.” [n fact it goes back further
still with Kriegsspiel in the early 19th
century, and the ancient pharaohs were
rumoured to have used model figures to plan
their military campaigns.

We've come a long way since then, Today
wargaming is an absorbing and fascinating
pastime involving elements of tactical skill
and chance, where armies of accurately
researched and painted figurines march
across realistically modelled battlefields to re-
fight bygone wars. Have you got it in you to
become an Alexander the Great?

Games can range from re-fights of actual

historical battles to speculative “what ifs"

matching armies against foes that never met.
They can be stand-alone games in which a
points system is used to ensure that both
armies have a fair chance, scenario games
with unequal forces such as an attack on a
marching army or the defence of a river line,
or even complex campaigns in which
logistics and strategy are as important as
tactical skill.

Ancient/Medieval wargaming covers the
widest period of all, from the first organised
armies circa 3,000 BC until the rising
dominance of gunpowder weapons at the
end of the 15th Century AD. The armies are
colourful and varied and come equipped
with all sorts of weaponry ranging from
simple slings to the dreaded war elephants

and scythed chariots.




INTRODUCTION

sreek Commander plans his campaign

This section explains the rationale behind the
fifferent terms used, and outlines the design
-oncepts and approaches that we have adopted.

Each member of the Field of Glory design team
has a keen interest in ancient and medieval history,
and between s we have amassed over 100 years
f wargaming experience.

In this Field of Glory rulebook, you take the role
f the army commander and his senior generals,

giving the rules a top down style and feel.

Historical accounts describe battles as a series of

events and phases, rather than solely an account
of constant action. With Field of Glory, we have also
tried to reflect this ebb and flow of events on
the ]“ldttlt‘ﬁrlt‘l.

Armies of this era had a common theme,
whatever their organisation at the micro level.,
Fach had a commander-in-chief and a few senior

commanders who would take control of a wing,

DESIGN PHILOSOPHY

or the centre, or a sweeping charge. Subordinate
to these was another layer of ¢t ymmanders who
controlled the various tactical formations which
generally consisted of a number of units grouped
together. In Field of Glory we call these formations
hattle groups.

In Field of Glory you will take command of an

army which consists of appr ximately 10-15

War elephants attack!

INTHODUCTIONTO

DESIGN
PHILOSOPHY




FIELD OF GLORY

battle groups led by the C-in-C and his senior
commanders. The game has been designed to
ensure that, just as in reality, the commanders
(you) are fully occupied with decision making
from the outset. Your key objective is to
outmanoeuvre the enemy army and concentrate
your forces at critical points in the battle. This
will then destroy the enemy's will to fight, deal
a devastating blow to the morale of their
commanders (your opponent) and allow you
1o win.

Our companion army list books will contain
historical overviews and the organisation of
hundreds of accurately researched armies, ensuring
that your battles will be able to have a realistic and
historical feel.

Also, in reality, some armies would be relatively

small, consisting of as few as 5,000 men, whilst

A Chinese Army prepares for battle

others would be enormous. Field of Glory will allov
you to see what might have been had these force
been equally matched, using a points system, a
each army can then be scaled up or down whils
retaining an individual mix and balance of troop
to create “what if " encounters.

We started with a blank sheet of paper an
looked at a wide range of possible mechanism
Some concepts are entirely new. Others may loc
familiar at first glance, but interact with the re
of the rules in a completely new way, givin
Field of Glory a style all its own.

In Field of Glory our most important objective
to make the game fun to play whilst retaining
strong historical feel. So whether you fancy beir
Alexander the Great or Ghengis Khan, it’s up

you, happy gaming and may your dice roll hig

10
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 The battle of Bruranburh,
by Gerry Embleton ©
Osprey Publishing Ltd.
Taken from Warrior 3:
 Viking Hersir 793~
1066 AD. |




FIELD OF GLORY

WHAT YOU NEED TO PLAY
FIELD OF GLORY

* An opponent: games can be played with one
player on each side, solo, or with multiple
players on each side,

* A tabletop/board — the game is ideally
designed to be played on an area of 180¢m
(or 72") x 120cm (or 48"), but smaller or
larger spaces can be used.

* Two opposing armies of miniature figurines,

painted and mounted on bases of the same

TIP!

Which figure scale you choose is
unimportant in Field of Glory as the

rules are designed to suit any scale.

Measuring distances in Field of Glory is by movement

units. One movement unit, or MU for short, is

A base is a rectangle on which model figurines
are mounted. The number and type of figurines
gives a visual indication of the troops involved.
Each base represents a certain number of actual
men, and this is explained in further detail in
Appendix 1. In Field of Glory, the number of
bases needed to form a battle group is specified
in our companion army list books. These are the
playing pieces in Field of Glory.

All the figurines used in Field of Glory are
mounted on bases of the same width. When

using 15mm or smaller scale figures, the base

MEASUREMENT

BASES

width. These figurines can be of any scale,
However, those which work best with the
rules are 15mm or 25/28mm tall. These
can be easily obtained, either painted or
unpainted from a wide range of suppliers.

* Terrain for your battlefield, such as hills,
rivers, marshes and so on, These are all
commercially available and described in
more detail later,

* Dice: Normal cubes numbered | to 6 (d6).

Ideally, each player should have about 10 of

one colour and 5 each of two other colours.

A means of measuring distances: a tape

measure or a set of measuring sticks marked

off in inches or mm.

either 25mm or 1 inch, as agreed by the players

or decided by tournament organisers.

needs o be 40mm wide. For 25/28mm figures,
it is 60mm wide. The depth of bases and the
number of figures which can be mounted on
each base are listed in Appendix 1.

Field of Glory features a wide range of different
troop types. These reflect the huge variety that
existed in armies of the period. Bases of different
troop types are represented in a number of ways,
Fast moving, lightly equipped troops will usually
have fewer figurines on a base than slower

moving, heavily armed warriors.
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Sir John Cheyney and
man-at-arms, 1485, by
Gerry Embleton © Osprey
Publishing Ltd. Taken from
Men-at-Arms 145: The
Wars of the Roses.
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FIELD OF GLORY

Gauls and Numidians clash with Roman Cavalry and Hastati

The photograph above shows several different
types of troops. These are defined by five
parameters: troop type, armour, quality (skill),
manoeuvre training and combat capabilities.

It is this mix of parameters that allows Field of Glory
to accurately portray the wide variety of troop
types which existed in the ancient and medieval
world.

TROOP TYPE

Troop types are divided into two basic
categories, and then several sub-categories,
according to how they moved and fought on the
battlefield. Different troop types are based in
different ways. The two main categories are foot
and mounted, and they are sub-divided as
follows (see Appendix 1 for further information).

FOOT

They can be: heavy foot, medium foot, light foot, mob,

battle wagons, light artillery or heavy artillery.

4

MOUNTED

They can be: knights, cataphracts, light horse, cavalry,
camelry, elephants, heavy chariots, light chariots or
scythed chariots.

ARMOUR

Some troops benefit from wearing armotir or

carrying shields. For others, factors such as their
mounts or vehicles make armour and shields
less relevant. There are four levels of armour
used in Field of Glory. These are, in order of
decreasing protection: heavily armoured, armoured,
protecied and unprotected.




TROOPS

All troop types have one of these armour
jalifiers, except for the following: battle wagons,
clephants, artillery of all types and chariots of
all types.

In the photograph below, the Roman cavalry
are described as “cavalry, armoured”. The

“arthaginian elephants are simply “elephants™.

QUALITY
Some troops were better fighters because of their
morale, training and/or weapon skills. Field of

y has four categories of troop quality: elite,
superior, average and poor.

Only exceptional troops with the highest
morale are classified as elite, Some of history’
most famous armies have contained a high

yportion of superior combatants, whilst others
have consisted of average or even poorer quality
troops. Generally, an army of poorer quality

troops will be weaker than a superior force.

Roman cavalry face an impossible task.

TROOPTYPE
To compensate for this, in Field of Glory it costs |EEEEEREREI
fewer points per base, (see our companion army
list books for more information on troap point
values) so the poorer army can be much larger.
TRAINING

moving together in formation are ¢
drilled. All others are undrilled.

The close formation Roman foot in the
photograph overleaf are legionaries. These are

described as “heavy foot, armoured, superior,

TIP!

A small force of high quality troops
applied at the right time and place can
aften shatter larger poorer quality forces,
which would lead to a breakthrough that

should be exploited.
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Lakedaimonian battle drill, by Adam Hook © Osprey Publishing Lid.
Taken from Warrior 27: Greek Hoplite 480-323 BC.

drilled”. The Gallic Warriors in the Carthaginian
army are classified as “medium foot, protected,
average, undrilled”. They are each treated differenty

in the rules.

CAPABILITIES

The weapons and tactical abilities that influence
combat effectiveness are called capabilities. The
names of some capabilities are well-known terms,
others less so and have been created for Field of
Glory to give memorable names to particular
behaviour or weapons training. In Field of Glory it is
not enough to simply possess a weapon to be
regarded as “capable” - troops are only classified
as having a capability if use of such a weapon and
fighting technique was a major part of their
tactical methods or doctrine. E.g. Ghilman cavalry

sometimes carried a lance but their main fighting
method was as mounted bowmen with a sword
or mace, and it is therefore only these latter
capabilities that we recognise.

The list of capabilities are: longbow, crosshow, bow,
bow*, hrearm, javelins, sling, swondsmen, skilled swordsmen,
offensive spearmen, defensive spearmen, pikemen, impact foot,
heavy weapon, lancers, light spear, light artillery and heayy
artillery.

IN SUMMARY
The five qualifiers: type, armour, quality, training
and capabilities are used together to describe a
base of figurines. Although initially this may
appear a little complicated, it can be picked up
very quickly, and will only aid gameplay. Our
companion army list books describe the troop




TROOPS

TROOPTYPE
pes in detail. A little knowledge of history can  are equipped with the pilum, which is thrown at  |SEEGE_G:

JIp with tactical decisions e.g. the motivation of  short range (impact foot), before closing to figh

b : group of charging elephants is not a big issue  with shield and gladius (skilled swordsmen). The
‘9“' average). Also, they are unlikely to be trying to  relevant strengths and weaknesses of each troop
' ==p in step (undrilled). Contrast this with well- type will become easier to understand and master
S fisciplined ranks of armoured Roman infantry  as you play.
heavy foot, armoured, superior, drilled). They
Sl
5

TIP!

— 7

Pick an army from a period of history that
interests and enthuses you, You will find this
much easier to paint and as there are no “super
armies” in Field of Glory, each has its strengths
and weaknesses, E.g a Spartan army consists
mainly of hoplites (heavy foot, armoured,
superior, drilled, offensive spearmen). They

are easy to control, very solid and extremely

react. Compare this with a Skythian army with
lots of horse archers (light horse, unprotected,
average, undrilled, bow, swordsmen). They
are extremely manoeuvrable, skirmishing
with bow to weaken their opponent
before charging home. Both quite different
armies with completely contrasting fighting

doctrines, Both have the potential to win if

used well, The choice is yours.
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FIELD OF GLORY

Spartan hoplites stand firm against Persian horse archers

TROOP FUNCTION CATEGORIES

The troop types noted above are easily grouped
into the following categories to describe the
function they performed on the battlefield. These
terms are used throughout the rules to avoid the

need for repetition:

SKIRMISH_E&S_:

* bautle groups entirely of light foot

* light horse

TIP!

Knowing how to utilise your troops the

way a commander of this era would do is

a great benefit when playing e.g. use your

skirmishers to chase off enemy
skirmishers or soften up enemy battle

troops. They are not close combat troops.

18

BATTLE TROOPS
. (NON-SKIRNIISHERS):

any troops other than light foot or light
horse
mixed battle groups of heavy or medium

foot with supporting light foot

SHOCK TROOPS:

anry mounted with lancers capability, except

light horse

heavy chariots

scythed chariots

foot with impact foot capability

foot with offensive spearmen capability

foot with pikemen capability
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TROOP FUNCTION
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The field headquarters of the Duke of Burgundy




FIELD OF GLORY

Each army has a supply camp. If an enemy battle
group ends a move in contact with an unfortified
supply camp, the camp is immediately sacked
and lost.

A fortified supply camp is assumed to be
defended by camp guards, who must be defeated

before the camp can be sacked.

20

TIP!

Place your camp somewhere relatively safe
and protect it. Armies who lost their supply
camp were generally in serious trouble, In

Field of Glory this will weaken your army,

possibly contributing to your defeat.
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Roman Legionaries, by
Angus McBride © Osprey
Publishing Ltd. Taken from
Warrior 72: Imperial
Roman Legionary

AD 161-284.




FIELD OF GLORY

Now that you understand bases and troop types,
we will explain how these are grouped together
into battle groups.

A typical army has ten to fifteen battle groups.
Each battle group consists of between two and
twelve bases of figurines, usually of the same troop
type. The arrangement of the bases in a battle
group can change, but they always move together
as a group. The bases cannot be separated, except
where this is specifically allowed by the rules. Even
in these cases, the separation is temporary. Bases
cannot switch from one battle group to another
during the game.

Each battle group is assumed to comprise
several individual units/warbands/tribal contin-
gents under the command of a junior commander,

who is not represented in the game.

All of the bases of a battle group must be of
the same quality and training. Except where the
list specifies mixed battle groups, they must also
be of the same armour class. Where an army list
permits a choice of quality, training or armour
class, this allows individual battle groups to differ
from each other. It does not permit variety
within a battle group.

Each battle group must initially have an even
number of bases. The only exception to this rule
is where an army list book specifies battle groups
consisting of % of one type and ¥ of another. In
this circumstance it can have 9 bases, but only if
this falls within the battle group size range
specified by the list. The army’s supply camp is not
a battle group.

Training day for the Knights of Outremer, by Christa Hook © Osprey Publishing Ltd.
Taken from Warrior 18: Knight of Outremer AD 1187-1344,




BATTLE GROUPS

BATTLE GROU
FORMATIONS

sfrican veterans lead the attack

BATTLE GROUP FORMATIONS

general, troops must be in a rectangular  and 8 deep, 2 wide and 4 deep, 3 wide with only
formation with all bases facing in the same 2 bases in the third rank, 4 wide and 2 deep and
rection, in edge and corner contact with each $0 O1.
ther. Only the rear rank of a battle group is  There are four exceptions to this general case:
lowed to have fewer bases. So, for example, a |. Columns — a battle group that is one hase
sttle group of 8 bases could be deployed 1 wide wide is a column of march and must be
“kinked" at points where it has wheeled (e.g

to follow a road) until the whole column has

SOME EXAMPLES OF
PERMITTED FORMATIONS

passed that point,

A battle group that is, or has been, ﬁghling the
enemy in two directions will have bases facing in
different directions until it reforms.

A compulsory move specified by the rules
can temporarily force a battle group out of
formation until it reforms.

Some battle groups can form orb formation,

which results in bases facing outwards.

Carthaginian battle groups
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BATTLE GROUP QUALITY

The effect of the quality difference of troop types
is determined by re-rolling dice. Where a section
of the rules states "quality re-rolls apply” the

following rules are used:

* Elite troops can re-roll 1'sand 2's.

* Superior troops can re-roll 1's.

* Poor troops must re-roll 6's,

* Adice is only re-rolled once.

* Ifa battle line of mixed quality troops re-rolls,
it re-rolls as the worst quality battle group in

the line.

A commander fighting in the front rank of a battle
group in close combat temporarily upgrades the
quality of the battle group he is with. This allows
the close combat “to hit" dice (but not any other
type of dice rolls) of that battle group to be one re
roll level higher. Elite troops re-roll 1%, 2's and 3's;
superior 1's and 2's; average 1's and poor troops

need not re-roll their 6',

BATTLE GROUP COHESION LEVELS

(QUALITY RE-ROLLS)

TIP!

Make good use of your quality troops. You
will not win battles by relying on your
weaker troops. Choose carefully whether
to put a commander into combat for
extra benefit. Once committed to the
fight, he is there to the finish and risks
being lost. The loss of command and

control could be catastrophic.

For any re-roll of 1's, 2's and 3’s, the re-rolled
dice is never taken as less than the original roll.
This is rare but possible, e.g. an elite battle group
rolling two 2's for a score of four gets two re
rolls. If these come up say 6 and 1, the score is
counted as eight, 6 and 2. The re-rolled 2 cannot

godown toa 1.

All battle groups begin the game in good

order, and we refer to this as steady. As they

Carthaginian battle group

suffer battle damage, their willingness and
effectiveness in battle is reduced. resulting in
changes to their cohesion level. These changes
can occur gradually or suddenly and represent a
mixture of morale eflects and loss of formation.
There are four levels of cohesion:
* Steady: the battle group is in good order and
ready to fight
* Disrupted: reduced in effectiveness, but still
in the fight (DISR)




BATTLE GROUPS

BASE METHOD AND COUNTERS

Method A: Offset bases Method B: Counters
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TIP!

Battle group cohesion is an accurate indicator  their battle groups down the cohesion

of how the battle is going To be victorious in ~ “ladder
Field of Glory, it is necessary to break the them become fragmented or broken, the

opposing army's will to fight on, by forcing  enemy army will collapse and rout.

- Fragmented: in a critical state, unable to  Skirmishers battle through the rough terrain

ight effectively (FRAG)

* Broken: no longer able to fight, fleeing, or
zbout to flee

sion states can be indicated by positioning

ases of a battle group as a visual reminder,

may prefer to use counters. These

stive methods are shown above. In all cases,

: battle group is broken, its bases are

{ around and it will then flee at the time

fied in the turn sequence.

" until they break. When enough of

BATTLE GROUP
QUALITY
(QUALITY RE-
ROLLS)

BATTLE COHESION
LEVELS
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BATTLE GROUP DISORDER

Bases of a battle group positioned in certain
types of terrain can be disordered, making them
function less effectively, especially if they are of a
type that depends on keeping formation to be
fully effective. E.g. a phalanx of pikemen relies on
keeping close order and is therefore badly affected
by anything other than good terrain, whilst foot
skirmishers never suffer such problems as their
loose formation permits them to operate

effectively in almost any type of terrain.

A HASTATI BATTLE GROUP
STRADDLING DISORDERING
TERRAIN

" Only bases marked 'A" are in the rongh
terrain and suffer from disorder.
All bases marked 'B' suffer no penalty.
The whole BG counts as disardered
when taking o Complex Move Test.

Before playing a game, it is useful to study the
troop types available to the enemy (see the
companion army list books). Try to place or

arrange terrain that will create a tactical

advantage for your army. E.g. if you have a lot of

medieval knights you need open spaces; if you

have lots of foot skirmishers you might select

Terrain can also aftect the movement distances
of battle groups. The General Movement Rules section
fully details how and where battle groups are
affected in this way.

Individual bases that are in more than one
type of terrain are affected by the terrain that
reduces their movement most or causes them
the most disorder. Only bases that are at least
partially in the terrain are affected, e.g. if a battle
group has 8 bases of Macedonian pikemen,
4 fully in "good going” and 4 in a wood, only
the 4 in the wood are affected by terrain. This
will cause disorder and reduce movement,
consequently reducing the movement of the
entire battle group.

Good order recovers automatically when a
base leaves the terrain that caused the disorder.

[n the diagram to the left, the Roman hastati
battle group is partly in “rough going”. The left
hand file has both bases disordered. The next file
has one base in good order and one disordered.
The rest of the bases of the battle group are in
good order. For movement purposes the entire
battle group is disordered and movement is
reduced. If it has to take any tests the battle

group is considered to be disordered.

steep hills. Once the battle field is laid out,
deploy your troops to take best advantage of
the available terrain and try to dominate areas
where you have an advantage. It is seldom wise
to contest areas where you are at a disadvantage
or disperse your “bad terrain” troops too thinly

to contest a lat;ili(_'aﬂ}-’ important terrain piece.

26
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The Black Prince, by
Christopher Rothero.
Taken from MAA 111:
The Armies of Crecy
and Poitiers.




FIELD OF GLORY

In this chapter you will learn how to control and
manage your battle groups on the battlefield.

With the exception of commanders, all bases
must be part of a battle group. Commanders are
represented by individual bases and can move
independently or with a battle group they
have temporarily joined. Each army must have
a commander-in-chief and 1 to 3 subordingte or
allied commanders.

A commander is an individual of high rank,
responsible for influencing one or more battle
groups. A base representing a commander must
be easily distinguishable from other bases
in the army. All commanders have a command

range: i.e. the distance within which they can

influence battle groups. There are three levels of

commander and those available are set out in

the companion army list books:

* Inspired commander (IC), command
range |12 MU: Julius Caesar, Ghengis Khan,
Timur, Hannibal, Pyrrhus and Alexander all
fit this category.

* Field Commander (FC), command range
8 MU: A competent commander, able
to command an army, or a reliable

subordinate.

Troop commander (TC), command range 4

MU: A junior officer able to command a

small part of the army or a very weak

commander of a large army,

such as Darius.

COMMANDERS

Hannibal

A commander can only be with one battle group at
a time. When that battle group is in close combat,
he can elect either 1o fight in the front rank or o
encourage the battle group from the rear. Unless
he is fighting in the front rank in close combat, he
can influence other battle groups that are in his

command range and not in close combat.

If with a battle group, a commander’s base must

always be placed in edge to edge and corner to

corner contact with a base of this one

battle group. If operating
independently, his base
must not be
touching any
battle group.



COMMAND AND CONTROL

>sactorians attempt to capture the eagle of legio ii Parthica, Immae, AD 218, by Angus McBride © Osprey
»ublishing Ltd. Taken from Warrior 72: Imperial Roman Legionary AD 161-284.

LINE OF COMMAND

“ommanders can only affect battle groups for

ich they are in line of command. The C-in-C
subordinate commanders are in line of
mmand for all battle groups in the main army,

t not for any in allied contingents.

Some armies can have one or more allied
contingents. Allied commanders are only in line

of command for battle groups of their own

contingent.

TIP!

Deciding which commanders to select and
how to use them is a key consideration. Do
you commit them to lead the attack at a
crucial moment, by fighting in the front rank

to inspire the troops, or do you keep them
behind your lines for command and control?
Making this decision wisely can often be the

key to success in Field of Glory.

COMMANDERS

HATTL WES
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BATTLE LINES

A battle line is a collection of battle groups with
each in at least partial edge to edge contact with
another and all facing in the same direction. Ii
can be formed at deployment or during the game
by moving battle groups into such a position. In
order 1o operate as a battle line it must have a
commander in line of command with it. He
must be with one of its battle groups, and his
command range must reach every battle group
in the battle line.

The following restrictions apply:

* Severely disordered, {ragmented or broken
troops cannot be part of a battle line.
* Scythed chariots can never be part of a battle
line,
* Foot and mounted troops cannot be mixed
in the same battle line except:
Light foot can be in a battle line with

mounted troops.

Elephants can be in battle line with foot
troops.

* Battle groups that are part of an allied

contingent can only form a battle line with

other battle groups of the same allied

contingent,

The principal advantage of a battle line is that it
allows multiple battle groups to perform certain
actions together as if each had a commander
with it.

Deploying and operating in battle lines is

a sound historical tactic that will gain you

signifi{.‘am J.(l\"d!‘][dgt?‘n when manoeuvring,

often allowing you to gain the initiative.

BATTLE LINES




Ltd.
The

“Taken from Elite 50
Praetorian Guard.
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- STARTER ARMIES

% ..Th!Tliizﬂ Prae
Cohort, by Richard Hook
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Now that you understand how an army operates ~ We will use these armies and troop types to guide
it, is time to look at some typical armies. The  you through the remainder of the rules. At Trebia
following are “starter” armies loosely based on the  a Carthaginian army under Hannibal defeated a

opposing forces at the Battle of Trebia (218 BC).  Roman army led by Sempronius Longus.

ROl\iAN ARMY UNDER SEMPRONIUS

C-in-C: Sempronius Longus Field Commander

Sub-Commuander: Gaius Fulvius. | Troop Commander

sub-Commander: Lucius Lucretius | Troop Commander

4 x Cavalry Cm.lr} Light Spear, Swordsmen, Armoured, Undrilled, Awragt-
4x Cavalry l_.n.liry Light Spear, ‘Rwurdmnm Armoured, lJnduIlu[ Average
4 x Hastai & Principes ] Heavy Foot, mpact Foot, Skilled Swordsmen, Armoured, Drilled, Superior
4 x Hastati & Principes Heavy Foor, Tmpact Foot, Skilled Swordsmen, Armoured, Drilled, Superior
2 x Triarii | Heavy Tool, Offensive Spearmen.»\rmuumd, Drilled, Elite
4x VLJlLLs | Light loot, Javelin, Light Spear, I-;'.rt-}-t.ec[ed, Drilled, .ivcmgu

4% Hastati & Principes { Ht:-:i-ﬁ'_F()()l impact Foot, Skilled Swordsmen, Armoured, Drilled, Su;-:ri:-r-itwr
4 x Hastati & Principes I Heavy Fool, Impm Foot, Skilled Swordsmon Armoured, Drilled, %uptrmr
2 % Triarii ; Hz*av} Foot, Offensive ‘-pmrrmn Armaured, Drilled, Elite
4 x Velites Lighu oot, Javelin, Light Spt:ar. Protected, Drilled, Aw.ragu
8 x Traltan foot " Medium Foot, Light Spcar Swordsimen, Pl;o-tccled, Drilled, mmragc

Fartified Camp

Roman army stands ready




STARTER ARMIES

ROMAN ARMY
UNDER
SEMPRONIUS

CARTHAGIAN ARMY
UNDER
HANNIBAL

i Carthaginian army advances

CARTHAGINIAN ARMY UNDER HANNIBAL

~- Hannibal [ amander

ligh-Commander: Hae.druhal i Tmnp Ct:mmander
“ommander: Mago . | Troap C “ommander
43 Gallic C awalrg o | l"awlry. I.Lght S’pﬁ.r, Swordsmen, Armoured, Undrilled, bupe_nur

: Cavalry, Light ‘th.ar "h\'ﬂ:rt!mlt‘ll PL‘I}[I'L[;d --iTndnHrd ‘:U|-1L-1:Ir_\r
= Numidian Cavalry g ﬂn&ﬁh .rbc, Ia\-i-lln Iight Spear, Unpm(ecled Undnll:d Avcraz,e
Namidian i_'.n-'a_lr-}-;”m ’

O African SPE‘.&T men

Merhum Foot, Impact an Swordsmen Protected, U

ish Foot Medium Foot, lmp.m Foot, Swordsmen, Prnuucd Undrilled, A\nr.lgL
Iz Etphaﬂt': o Flephants, Undrilled, m.rerag:-r__ R
sumidian Foot ________l_l_ght foot, Javeling, Light Spear, anr- wected, Undrille d“:\:t:r-agv
x Balearic Slingers nght loo g Slmg Unprotected, Undrilled, Superior
wetified Camp ' o e
4

r
\|
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Here is another pair of "starter” armies, based  under King Edward IlI defeated a French arm,

loosely on the opposing forces at the battle of  under King Philippe VI.

Crécy (1346 AD). At this battle, an English army

FRENCH ARMY UNDER KING PHILIPPE

C-in-C: King Philippe VI
Sub-Cormmander; Charles, Conte d'Alengon
Hl;lir Commander: Rudolph, Duge de Lorraine I
4 x Men-at-arms .
4 X rv‘.ltn' -at-arms
4 ¥ Men-at-arms
§x Miﬂ! at-arms

. 8 x Genoese Crosshowmen
6 x French Crosshowmen
6 x French Crosshowmen .
12 x Peasants ;

| Unfortified Camp .

Troop Commander
Troop Commander

Troop Commander

| Knighs, Lancers, Swordsmen, Heavily Armoured, Undrilled, Superior

Knights, Lancers, Swordsmen, Heavily Armoured, Undrilled, Superior

Knights, Lancers, Swordsmen, Heavily Armoured, Undrilled, Superior
| Knights, Lancers, F;wnrfl-!;muu{ Heavily Armoured, Undrilled, Superior

5 Medium Foot, Crosshow, Protected, Drilled, Average

Medinm Foot, Crossbow, Protected, Undrilled, Average

Medium Foot, Crossbow, Pfuu-:;;-t-cd, Undrilled, Average

| Mob, Unprotected, i_fr1|'|r1-||L‘d. Poar

C-in-C: King Bdward 1]
Sub-Commander: Edward, The Black Prince

Sub-Commander: William de Bohun,
Earl of Northampton

4 x Dismounted men-at-arms
4 x Dismounted men-at-arms
4 x Dismounted men-at-arms
8 x L -ughuw.ﬁ'h_-n

8 x Longbowmen

6 x Longbowmen

8 x'Welsh spearmen

2 x Guns

12 x Prepared ditches and pits

Unfortified Camp

Field Commander

Troop Commander

Troop Commander

Heavy Faot, Heavy Weapon, Heavily Armoured, Drilled, Superiar

Heayy Fool, Heavy Weapon, Heavily ,ﬁ'&rn'murcd, Drilled, Superior

E Heavy Foot, Heavy Weapen, Heavily Armoured, Drilled, Superior

Medium Foot, Longbow, Swordsmen, Pratected, Drilled, Average

- Medium Foot, Longbow, Swordsmen, Protected, Drilled, Average

Medium Foot, Longbow, Swordsmen, Protected, Drilled, Average

" Medium Foot, Offensive Spearmen, Unprotected, Undrilled, Average

' Light Artillery, Undrilled, Average

Field Fortifications ’

34
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The battle of
Andraedsweald, by Gerry
Embleton © Osprey
Publishing Ltd. Taken from
Warrior 5: Anglo-
Saxon Thegn AD
449-1066.
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SETTING UP A GAME

The first task is to position the terrain on the
battlefield and then deploy the armies. You can
do this in a number of ways, depending on the
type of game to be played. If you are re-fighting
an historical battle or campaign, it is likely

that you will have researched the terrain and

A game in progress: Trojans defend Troy

battlefield deployments. This will therefore
dictate your layout. However, if this information
is not available or you simply want an “equal
points” battle you can follow the system
described in the appendices at the back of

this book.

The game is played over a number of turns with
players alternating who is “active” in each
successive turn, until the scenario is complete,

one army routs or time runs out. We consider

PLAYING THE GAME

that three hours should be sufficient time for two
players of average experience to complete a
game. During his turn, the active player can

declare charges and manoeuvre his troops. His




PLAYING THE GAME

SETTING UP A GAME
PLAYING THE GAME

ATTRITION POINTS
Fach battle group currently BROKEN, routed off table or destroyed |
Fach bl group srgglng orevaded off able .

1 battle group currently FRAGMENTED
“emp sacked by enemy 2

sponent can make only those response moves  when an army’s attrition points, caleulated as per

-mitted by the rules. Both players’ troops can  the table ahove, is equal or greater to the number
« and fight, and both players can move their  of battle groups in the army at the start of the
manders in the final phase of the turn. The  game. It is possible for both armies to break at the
wing turn, the active player is changed and  same time,
process is repeated till the game ends. Note that scythed chariot battle groups do not
The game ends either when time runs out or ~ count for attrition, neither in the original count
e end of the current phase if one army (or  of battle groups nor when calculating attrition

1) has suffered an army rout. An army rout occurs  points. Their loss is expected.

TURNS AND PHASES

wurn is divided into five phases. These are Troops with the lancers or impact foot

aved strictly in the following arder: capability should do well here.

The Manoeuvre Phase: The active player

The Impact Phase: The impact phase covers
~harges and any combats resulting from these.
The active player can initiate charges intended
to result in close combat. The opposing player
-an respond with evades or interception charges
where permitted. Tmpact combat is then
resolved. Historically, a ferocious charge by
certain troop types could break the enemy on

ontact Or cause serious f.lj.‘:l"l.li)lif M1 OF WOIse,

moves any of his troops that did not move in
the impact phase. Troops who are undrilled
will often find it harder to change direction
or formation than drilled troops.

The Shooting Phase: Both sides must shoot
with any troops able to shoot at enemy bases
in this phase.

The Melee Phase: All troops still in close

combat now fight again. Melee combat is

TIP!

You will often have crucial decisions to take
in the Joint Action Phase. Do you use your
commanders to bolster the morale of your

main attack or attempt to rally the battle

group that's got into trouble? Just be careful
not to chase a lost cause. The choices you

make here will often decide the battle.
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separate and distinctly different from impact

combat. This allows us to accurately model
historical differences in troop behaviour. Some
troops depended on sweeping all before them
in a ferocious charge whilst others were more
steadfast in the push and grind of hand to
hand combat that we model in melee, Armour
and capabilities such as swordsmen are now
important.

The Joint Action Phase: Occurs at the end
of each player's turn, but does not 'belong’

to either player. In this phase, both players

can move their commanders. This is an
important feature of Field of Glory. Players
need to make effective use of their
commanders, by positioning them carefully ‘
to influence troops in the coming turn or
by joining any battle group needing ‘
assistance e.g. to bolster its cohesion or rally

it from rout.

The sequence must be played in strict order. The
full and detailed sequence of play is shown in the

appendices at the back of the book.

38
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The Ancient Greeks, 349

BC, by Angus McBride ©
Osprey Publishing Lud.

Taken from Elite 7:

The Ancient Greeks.
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This chapter covers all of the movement rules
that are not phase specific. Note that some

move types are unavailable to certain troop

MOVEMENT RULES

* A permitted move of any battle group or
commander can be taken back and redone,
but only if its initial position was marked or
can be unambiguously referenced. Otherwise
the mave is over.

* A battle group or commander's move is

over if the player moves another battle

types and others are not available in all the
phases. The restrictions are detailed in the

relevant sections.

group or commander, or makes a dice roll
for another battle group.

* Movement is made by an individual battls
group, by multiple battle groups moving
together as a battle line, or by commander s

bases moving independently.

MOVE DISTANCES AND DISORDER

The following table cross references troop type
with terrain to show the effect on order
and maximuwm move distances in MUs, For
MOVEment purposes, a lerrain type is assigned
one of four difficulty levels: open, uneven,
rough or difficult. The effect of terrain types is
covered in Appendix 2.

* The lower move distance applies to the whole

TROOP TYPE OPEN

Light foot 5
Medium Foot 4
H;_‘;]I‘-'}' Foot 3
i Light horse and Commanders 7
Cavalry : 5
Knights and Cataphracts +
Elephants I 4
Light Chariots 5
Heavy and Scythed Chariots 4
Battle Wagons 1 3

Light Artillery - 2

UNEVEN ROUGH

move if any part of any base of the battle grou
is in distance-reducing terrain at any stage of
its move. As a result, sometimes battle groups
can reach the edge of a piece of terrain but not
enter it. e.g, if cavalry have moved at least 3
MU in the open and meet rough terrain, they
have already moved their maximum rougl

terrain distance, so cannot enter it.

DIFFICULT

5 5 4
| 4 | 3
- T [

B

3

g

2 [ | No effect

s Disorder
Severe

|

disorder




GENERAL MOVEMENT RULES

Troops in column move at +1 MU along
roads or through any terrain if the indicated
move distance is less than their move
distance in open terrain.

Battle groups with mixed troop-types have
the move distance of the slower type.
Battle lines have the move distance of their
slowest battle group.

Battle groups moving through more than one

type of terrain are limited to the shortest
move distance shown for any of those terrain
types. Battle groups with mixed troop types
use the shortest move distance that would
apply to any base in the battle group, even if
that base is clear of the terrain. e.g heavy foot
backed by a rank of light foot move at 2 MU
in rough terrain, even if only the rear rank of

light foot is in the rough terrain.

MOVEMENT RUTLES

MOVE DISTANCES
AND DISORDER

SIMPLEAND
COMPLEX MOVES

DIFFICULT FORWARD
MOVES

ADVANCES

SIMPLE AND COMPLEX MOVES

wioves fall into three categories: simple, complex Battle lines are limited to the ‘Advances’

« impossible. The table below cross references section of the table,
move types against troop types and shows the Scythed chariots are limited to the ‘Charges’
ategory of move. A move must be from a single and ‘Advances’ section of the table.
ection of the table (e.g charges, advances or Heavy artillery cannot move at all.
~xnansions). Moves by lone commanders are Light artillery and battle wagons (or a battle

abways simple. line including either of these) must pass

4 complex move requires a test to be passed
fore it can be made, All types of moves can be

astrained by other restrictions, described later

a Complex Move Test or CMT (see below)
to carry out any move, whether simple

or complex.

a this chapter, or by limitations imposed in

pecific phases.

DIFFICULT FORWARD MOVES

. difficult forward move is one that includes a not an enemy commander’s base), or

ngle wheel and/or is less than the troops’ full  b) A commander is with the battle group or
srailable move distance - unless either: battle line. He must start the phase with a
111 of the movement is more than 6 MU from battle group and remain with it for the

any enemy (including the enemy camp but whole phase.

ADVANCES

%5 advance is a move from the ‘Advances’ section pcrmms:d to include an advance.

{ the table. Some moves from other sections are
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. SIMPI.LE & Troop type

COMPLEX MOVES

[.'S;mp_'le. ffom;ﬂcx_. Lrnp:—:ssﬂ_ﬂe] : : Battle troops
; | By ’ | Undrilled Cavalry - :
0 " e ; Skirmishers .
Type of move Move to be made irmishers Drilled o Light Chiariots Other Undrilled
Charge directly forwards | Simple Simple Simmiple Simple
Charges | e s enE . ' |
' Vel s chisg myiny Simple Simple Simple Simple
| in I'dJ'IH'.'

| Difficult forward moves {see
above) with no more than ' Simple Simple | Simple Commplex

a single wheel
Advances
Any other torward move

with no more than a [ Simple | Simple Simiple Simple
single wheel

| A forward move including |
Double Wheels otk Simple Simple [ Simple Complex

} wheels

| Fxpand frontage by 1 or 2 57 :
| g b) Simple Simple Complex Camplex
bases while stationary

Expansions Expand frontage .]n,-' lor| SR
bases followed by a Simple | Complex ;;f:kﬁpaiﬁlhﬂ':; 3

l'rrqmmblﬁ
SIMPLE advance i 5

! RS WAL ISR MW M Joe sy M s B

| Contract frontage by | or
2 bases with a SIMPLE Simol Simpl ¢ | Ciiad
; Simple Sump imple X

advance of at least 3 MUs i g ! Aty

ilr.-'ﬁn'{' or ﬂiit'r
Contractions : !
Contract frontage by 1 or
2 hases while stationary
or with advanet of less than

Simple Complex | Complex . iﬂIPOB possible

3 MUs before or alter [

. Turn 90 or 180 deg while | : : o
RS g Simple Stmiple Simple Complex
stationary
Turn 90 deg with a ' i
{ SIMPLE advance before Simple | Complex | Complex

mpossible

or after

Turns Turn 180 deg with a
SIMPLE advance before Simple
or after
Turn 180 deg, Il'lfr\"t.'.C:.i |
MUs in a SIMPLE advnee | Complex
and turn back again

!
[

|

|

o e
[iis
b

L

i

THE COMPLEX MOVE TEST (CMT)

The following procedure must be followed if a complex move test is required:

12




GENERAL MOVEMENT RULES

Roll two dice, apply quality re-rolls, and add the scores. Apply the following modifiers.
+1 if a commander m-h:nc |.:k -u;mmand. is m L-'ummund range
=1 if this same_cun'unaudcr"t;ﬁlh the baule group or battle line which is taking the test

1 if this same commander is an inspired commander .
i LA

| if any of the bases are DISRUPTED or DISORDERED THE COMPLEX MOVE

2 if any of the bases a:e_FRAb_h:l'FI\TJ_:_D or SEVERELY | Count the worst of these two, but never both TEST (CMT)
DISORDERED WHEELING

_7 if drilled or skirmisht;rs 7
Score (o pass P - = =
8 if other undrilled

POINTS TO NOTE ON THE CMT:

« If a battle group or battle line fails its CMT,

TIP!

it can make a simple move. Think ahead. Wherever possible, avoid

Once the dice have been rolled, that battle complex. e s, o make them early 50
g : . vou get ime for a second ¢chance. Wheel
group or battle line must make its move, if ; _ ._ :
your troops while maore than & MUs from

the enemy o avoid taking CMTs that
might stall your advance.

any, before others are moved or tested. It is
not permitted to arrange to conditionally
make or change a move depending on the

result of a subsequent battle group’s test.

Only one commander can influence the test.
To be able to influence a CMT, a commander
must be with the testers from the start of the
phase to count as with them, and in
command range from the start of the phase
to count as in command range.

If a commander is with a battle group or
battle line when it takes a CMT, he must

remain with the same battle group for the
rest of the phase.

A mixed battle group or battle line tests
using the worst applicable column in the
Simple and Complex Move table.

+ Quality re-rolls apply to the CMT. When

testing a battle line, its quality is that of its
lowest quality battle group.

WHEELING

Wheeling is a change of direction by rotating

sround one front corner of the battle group or
hartle line. One corner of the front edge remains
i the same position. For ease of measuring, the
distance moved during the wheel is taken as the
straight line from the starting position to the
ending position of the moving front corner.

TIP!
When wheeling, be carefiil not 10'stide the
corner onwhich the battle group is pivoting

a¢ this is not pemliuec'i by the tules.
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A move cannot include more than two wheels,
except by a column moving along a road. A move
by a column entirely along a road is always

simple, no matter how many wheels are involved.

If wheeling a battle line, no battle group can
exceed the full move distance of the slowest

battle group in the battle line.

WHEELING

Measure the distance
maoved by these corners.
Nelther can exceed the
allowed move distance of |
the slowest Battle Group.

TURNING 90 DEGREES

See the diagram below. The old side edge of the
battle group becomes the new front edge. The
old front edge becomes the new side edge. The

corner in between does not move. The new ﬁ'('_)fll

edge must consist of the minimum number of

bases so that the width of the turned group is at

least as wide as it was deep before turning. (For

example, in 1 5mm scale, if the old formation
was 45mm deep, the new formation will be
two bases — 80mm — wide). Other bases are
repositioned behind to make the new formation
legal. If the above is not possible due to
obstructing troops or impassable terrain, the

turn cannot be made.

TURNING TO LEFT

Alignto

. this comner

Alignto
this corner

Formation starts more
than one base widih deep.

Formation starts less
than one base width
deep.




When a mixed battle group turns, its new

font edge must, if possible, consist of the same

TURNING 180 DEGREES

The battle group ends in a block of the same
and depth as before, facing in the

site direction, with its new front edge on

SHIFTING

GENERAL MOVEMENT RULES

base types as the old front edge. Bases are simply

relocated to achieve this.

the line of its old rear edge. The bases
comprising the old front rank become the new

front rank, and so forth.

TURNING 20
DFGREES
TURNING 1RO
DEGREES

SHIFTING

T2
I II-.l !

um advance can include a “free” sideways shift

the following circumstances only. The extra

= Up to one base width sideways if all bases
move the full distance straight forward
excluding the shift) and there are no
enemy within 6 MUs at any point in the
move. This includes the enemy camp but
not an enemy commander's base.

« Up to half a base width sideways:

Full move
e straight

Up 1o one base shift : forwards
il mmglﬁlll move i

cutside of 6 MUs. 5 .

- If this is necessary to avoid “clipping”

terrain or friendly troops, and at least one
front corner of the battle group moves at
least | MU (excluding the shift). The shift
cannot be greater than is necessary to
avoid the obstacle.

- To move into an overlap position against an
enemy battle group that is already in close

combat to its front.

Shifts are not permitted when charging, nor in

second moves, nor with double wheels, expansions,

contractions or furns.

SHIFTING
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EXPANSIONS

Expansion by a battle group that is not in close
combat is carried out as follows: Increase the
width of the front rank by adding one or two

bases taken from other ranks. If two bases are

expanded, they can either be added to the
same side, or one to each side. Then move

bases not in the front rank to make the

formation legal.

- bases are not measured.

CONTRACTIONS

Contraction by a battle group that is not in close
combat is carried out as follows: Remove one or
two bases from the same or opposite ends of the

front rank and place them in any other rank. Move

bases not in the front rank to make the formatior
legal. To qualify as i}'mg advanced at least 3 MU
when contracting, 86th front corners of the final

formation must have moved at least 3 MUs.

CONTRACTIONS

VARIABLE MOVES

In some situations, move distances are not fixed Tf

the rules state that a variable move must be made,

mll one dice and consult the table below t

determine any change to the distance to be moved




GENERAL MOVEMENT RULES

s i generally the case when making evades/ charges VARIABLE MOVEMENT
i sses / pursuits, and will sometimes result in the DISTANCE (VMD)

Enops being caught or outdistancing the enemy. Roll 1d6

-2 MUs
. : MU
_TIP!_ s %5 = 3 S or 4 | Normal distanice
R T +1MU '
+2 MUa
 Quality se-roll do not apply

Keep variable move distances in mind
when approaching enemy. troops with
skirmishers, as froops that normally miove
fess may still catch you due 1o the VMD.

EXPANSIONS
CONTRACTIONS
VARFARLE MOVES

MOVING THROUGH
FRIENDLY
TROOPS

MOVING THROUGH FRIENDLY TROOPS

Ty - ral
, certain circumstances your battle groups can _INEERELELTRATIOE;’ 22
we voluntarily through other friendly troops,  Interpenetrations are situations where you can

.+ other times this may happen involuntarily  choose to move through friendly troops and

may cause deterioration in the cohesion of  where there is no penalty for doing so. No

e bartle group being passed through. interpenetrations are permitted when charging.

INTERPENETRATIONS

.'.l.I = i
Py |k 401 | B

A
R N
|
id
an b gy
- F
s %
) ) ) _l-‘t.u ) r
* = » o '
TEEE .,
1.1‘—
L I
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The following interpenetrations of friendly impassable terrain or the table edge) the
troops are permitted: move is not allowed. When a partial
* Commanders can pass through and be passed interpenetration has occurred, no wheel

through by any troops in any direction.
Light foot can pass through any troops in
any direction.
Cavalry, light horse, light chariots and
elephants can pass through light foot in any
direction.
Foot can pass through artillery perpendicularly
from back to front or front to back only.
Some armies are allowed special
interpenetrations for troops who were
historically capable of this. Where this is
permitted, it is shown in the companion
army list books. Such interpenetrations
must be perpendicular from back to front
or front to back only.

If a battle group does not have sufficient

move distance to pass fully through another

battle group:

- Light foot pass completely through if there
is room beyond and they do not exceed
their normal move distance by more than
2 MUs. They cannot then shoot this turn.

- In all other cases, bases of the moving
battle group that reach the battle group
being interpenetrated are maoved all the
way through and are placed on the far
side. Those that did not reach are placed
with the front base in contact with the
near side. If any do not pass through, the
battle group making the interpenetration
is DISORDERED until the interpenetration
is completed in a subsequent turn. Other
battle groups blocking placement of the
moving battle group’s bases are shifted as
far as necessary in the direction of
interpenetration to miake room. If this is

not possible (due to enemy troops,

or turn by either battle group is permitted
(except a 180 degree turn by skirmishers)
until either battle group moves clear of the

other L1.t'.'|i|g a pcrmitled inlcrpenelranrm

TIP!

Be careful not to let hattle groups become
tapped in front.of your main battle line
with Ao escape route. Foat skirmishers
can interpenetrate in most circumstances,
but pot-always. If you delay too long you
might get trapped. Mounted skirmishers
always need gaps 1o pass through.

BURSTING THROUGH
FRIENDS

In various circumstances, battle groups may be

forced to burst through other battle groups tha:
they cannot normally interpenetrate. This is not
voluntary and causes difficulties.

A battle group burst through by friendly shock

troops drops one cohesion level:

* Move the shock troops their full move.
Then, if necessary, shift back the entire
battle group being passed through so tha
they are behind the shock troops.

* Any other friends behind are shifted back
to make room,

* If it is impossible (due to enemy troops,
impassable terrain or the table edge) {o shifi
friends back sufficiently to make room, the
shock troops do not move at all and (if they
were STEADY) drop to DISRUPTED.

A battle group burst through by friendly evaders

or routers drops one cohesion level:




- Move the evading or routing battle group to
the full extent of its move. If its move does
not completely clear all friends, it is placed
beyond any battle groups(s) it s currently
bursting through if there is room for it

heyond, otherwise it is destroyed and

+ A commander who is with a battle group at
the start of a phase can move with the battle
group as it moves. A commander not with a
hattle group, or who wishes to leave a battle
group (and is not fighting in the front rank
in close combat), can move in the
manoeuvre phase of his own side’'s turn and
again in every joint action phase.

« Commanders, however depicted, have the
move distance of light horse when not with
a battle group.

- Commanders can move in any direction
without any CMTs and without having to

wheel or turn the base to face the direction

GENERAL MOVEMENT RULES

SHOCK TROOFPS WHO THIS TIME BURST THROUGH

MOVEMENT OF COMMANDERS

removed {rom the table. No cohesion test is

taken for friends seeing this.

A battle group that is burst through by more than
one friendly battle group in the same phase only

drops one cohesion level.

3 Battle Groups of cat I Mlmg:m
- advanced protected encmy
uéwnutom:hinzyug’:lan#bmtﬁm
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of movement.

- Commanders' bases represent only the
commander and a few aides. Therefore they
do not obstruct the movement of other
troops. Commanders can interpenctrate any
friendly troops in any direction and vice versa.

+ When a commander joins a battle-group:

His base must be placed in edge to edge
and corner to corner contact with a base

of the battle group.
_ His base can be moved at any time the
minimum necessary to a new such
position if this is necessary to avoid

obstructions or make way for friendly or

MOVING THROUGH

FRIENDLY

TROOPS
MOVEMENT OF

COMMANDERS



FIELD OF GLORY

enemy troops. (This is not permitted
if he is fighting in the front rank - see
below). If there is no room left for him
to be so placed, a marker must be placed
on top of one of the bases of the battle
group to represent his position.

He can only be with one battle group at a
time. If possible, he must be placed in a
position that makes it clear which battle
group he is with. If not, the player must
declare which battle group he is with.

- He can only leave the baule group, or
voluntarily move to a different position in
contact with it, during the manoeuvre or
joint action phases. If he moves with the
battle group, he must remain in exactly
the same position relative to it, unless
its formation changes. In that case he
[T1OVES 1]}_L‘ []'III'Ii[T'Il.“n Ilt'.l'{:fnhdl‘) [0y 4 New

permitted position.

* If a commander is declared to be fighting in
the front rank, his base is placed anywhere in
the front rank (player’s choice) to show that
he is fighting The base(s) he displaces is (are
placed behind him, but still count as fighting
as if in their original position. Once declared
as fighting in the front rank, the commander
cannot leave the front rank of that batte group
until it is no longer in close combat and nc
longer in contact with enemy routers.

* If a battle group’s move would take it inu
contact or within shooting range of an
enemy commander who is not with a battle
group, he must immediately move (in any
phase or turn) to join a friendly battle
group, if there is one within his normal
move distance. If not, he does not move and
is immediately lost. It is not necessary for
the enemy to declare a charge on him, nor

to halt their move at the point of contact

MOVING FROM AN OVERLAP POSITION

A battle group which fought in melee in a
previous turn as an overlap only, can choose to

charge a different enemy or evade in the impact

phase, move normally in the manoeuvre phase
or continue to fight against its existing

opponents in the next melee phase.

TROOPS LEAVING THE TABLE

* If any part of any base of a battle group leaves

the table, that battle group is removed from
play and cannot return during the game. If it
routed off the table, it counts as 2 attrition
points towards its side’s defeat. If it evaded
off the table, it counts as | attrition point.

* Except by evading, battle groups cannot
voluntarily leave the table except in

campaign games or in scenmario games

where this is allowed by the scenario.

* A charging or pursuing battle group whose

move would take any part of it off the table
edge instead halts its move at the table edge

* In situations where battle groups are shifted
to make room for others, they cannot be
shifted if this would take any part of any
base off the table.

* If a commander is routing or i_-va(]jng_ with
a battle group that leaves the table, he is
removed from play for the remainder of the
game. [t is not necessary to take a cohesior

test for battle groups seeing this.
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The impact phase is divided into four stages:

* Declaring charges. (In addition, some
troops may charge without orders.)

* Troops responding to charges by
intercepting or evading the chargers

* Moving the chargers into contact.

* Resolving combats for battle groups that

have come into contact

All activity in the impact phase is resolved by
battle groups. Battle lines are not used in the
impact phase at all. We start by showing a
straightforward sequence of events detailing whar
happens in a charge when there is no special
reaction possible by the opponent. We then
consider battle groups that are unable or
unwilling to charge or that make an involuntary
charge. Finally, we consider what happens when

troops intercept or evade the chargers.

DECLARATION OF CHARGES

The active player declares which of his battle
groups are to charge and by convention places a
dice behind each to note this, To be allowed to
declare a charge, there must be a visible enemy
base that can be “legally” contacted by the
charging battle group within its normal move
distance through the terrain to be crossed. A
battle group can declare charges on as many
enemy battle groups as can be “legally” contacted
within this move distance. When the charge
declaration stage is over, no charge declarations
can be rescinded, nor additional voluntary
charges declared.

Any enemy battle group in the path of a
charge counts as being charged if it can be

“legally” contacted, even if it was not one of the

originally declared targets of the charge. This

applies even if it can only be contacted by bases
stepping forward (see below). It does not apply
if, due to intervening friends, it could not be
contacted even by stepping forward bases
unless the situation changes, as follows: If a battle
group is revealed and can now be contacted du
to friends evading or breaking and routing, i
becomes a target of the charge and will therefore
take any required tests once the evade or rou
move has occurred

If a CMT is required to make a charge agains:
certain troops, it must be taken if required for
any of the battle groups that can be “legally
contacted in the chosen direction of charge
including by stepping forward bases. It need not
and cannot be taken for those that can only be

contacted if another battle group evades or rout

LEGAL CHARGE CONTACT

A battle group makes a “legal” charge comtact if
at least one of its bases contacts an enemy base
either:

a) with its front edge, or

b) with its front corner only against the enemy

base's edge.

Other bases of the charging battle group ma
contact the enemy in other ways (e.g. only corne
to corner), but will not be eligible to fight in the

impact phase combat.




IMPACT PHASE

T3 King of France and his nobles thunder towards the enemy.

CHARGING WITH YOUR BATTLE GROUPS

arging battle group must make a char