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"The moral is to the physical as three is to one." ~ Napoleon

"Everything in war is very simple," Clausewitz notes, "but the simplest thing is difficult."
Standards of Valor: FMA in the dark ages.

By: Phillip E. Pournelle based on the game Stargrunt by Jon Tuffley.

Chapter I: Introduction


Legionnaires, Hoplites, Spearmen, Warriors, call them what you will – the infantry have been a round for as long as there have been armies.  Over time they have developed new weapons, materials, and fighting techniques but someone still has to slog through the mud and take the fight to the enemy.  These rules are for formed unit combat in historic (and not so historic) combat action using miniatures.


Yet another set of miniatures rules?  While there are many excellent skirmish and unit level combat games available for play, Standards of Valor is focused on probably the most decisive aspect of warfare in any age, Command and Control.  In actual combat leadership will decide the fate of men.  Here leaders and heroes are not titans who wade across the battlefield dispatching their foes with abandon but men who inspire others to achieve great feats of arms.

Here the fog of war and friction of conflict reign.  Your troops will not move in perfect synchronization like on a parade ground.  Generals must place their troops carefully as they engage the enemy and choose where to assert themselves.  This game is designed to make players think tactically.  You will find that tactics of the era were developed and limited precisely because of the difficulty of controlling dispersed troops across a wide battlefield and the advantages gained by mutually supporting formations.

Standards of Valor is designed to simulate combat between opposing forces from the stone ages through the American Civil War.  It can also be used to simulate combat between eras or between forces having different levels of technology such as British colonial eras, etc.  For eras approaching or beyond World War I, we recommend using Ground Zero Games’ Stargrunt.

Designers Notes


Standards of Valor is based on the FMA system designed by Ground Zero Games and is an adaptation of the squad level combat game titled Stargrunt.  (Stargrunt can be purchased from Geo-Hex at www.geo-hex.com, GZG’s American distributors).  We have tried to develop a set of rules that encourages players to think tactically.  The rules for Confidence, Motivation, Suppression, Cohesion, etc. are designed in a way that simple frontal assault will in all likelihood not work.  On the other hand command and control efforts in the ancient world required battle lines.  Players will have to make decisions on where to place their leaders and make their main effort to succeed.


As with Stargrunt, Standards of Valor is a generic rules set – it is designed to be tailored to whatever forces, figures and background you wish to use.  We have provided a limited set of army lists for both historical and non-historical armies.  If you wish to use your own background or lift one from a film or set of stories, then you may have to adapt some of the rules to fit the particular hardware and style of action from your chosen source.  Standards of Valor is also compatible with other GZG products such as Stargrunt and Full Metal Anorak.  There are notes on how to use both rules to simulate encounters between cultures at different technical levels.

Using this Rulebook


Throughout these rules, we have included brief Rules Summaries (in the highlighted panel).  Much of the main text of the rules is discussed and explained as to why we have done things in a certain way, as well as explaining how the rules actually work.  Once you have read through this and understood it, you should only need to refer to the highlighted summary to remind you of how the rule works in play.


For your convenience we have collected all the most important summary boxes together in the Playsheet.  Once you are reasonably familiar with Standards of Valor, you should be able to play most games using the Playsheet and minimal reference to the rulebook.

Spirit of the Game


As a reformed power gamer (some would still call me overly competitive) I’d like to provide a word of caution.  Many games have exploded in their length and complexity as they attempt to close every loophole created by those seeking to exploit them.  The main reason to play is for fun.  While players should attempt to play competitively, it is not fun if players seek out and attempt to exploit gaps in the rules.  The best ways to prevent this is the use of an impartial umpire to adjudicate rules.

If you do not have an umpire to adjudicate your game, then it is up to the players to think in terms of the spirit of the game, rather than the letter of the rules.  Never lose sight of the fact that the rules are simply here to provide a framework to make the game function.  You are trying to simulate “real” events (that is events either recreated from history or consistent with your chosen background).  You are not playing chess or some other highly formalized game.  If something occurs during a game not covered in this rulebook, try to work out logically what would be the most likely outcome if the situation were to be real.  If you still can’t agree, then let a die roll decide it.

Above all, remember:  Don’t play the rules, play the game.

The role of the Umpire


Umpiring a game can be a lot of fun – often more fun than being a player.  This is because you know exactly what is really going on.  The players know only exactly what you have told them, which of course may or may not be entirely accurate depending on their intelligence and scouting.  This could be based on a historical battle, scene from your chosen genre or a twist upon the theme.


The role of an Umpire in Standards of Valor is similar to that of a game master in a role playing game.  You are responsible for running the scenario (and probably for designing it in the first place), informing the players what they can and can’t do, and adjudicating their disputes.  Umpiring a miniatures game is not quite as detailed as running an RPG, as most of the time the players are taking care of the turn-by-turn mechanics of play.  You are there just to oversee things.  You must of course, be fair and impartial.  Any dirty tricks you throw in should have the chance of affecting both players.  That is unless you are using them to balance an otherwise one sided game.


Good umpiring can make an enjoyable game out of the most unbalanced forces.  If one player shows up one night with a “super” army and another has only a motley bunch of poor troops, they can still fight; the umpire just has to bias the scenario so the powerful player has a lot of obstacles put in his way, while the weaker force has much easier objective that is within the grasp of even his limited resources.  This gives everyone a good game, as well as putting the clubs power gamer in his place.

Your First Game of Standards of Valor


If you are new to miniatures or to the FMA style of rules in particular, we strongly recommend that you keep your first game or two as simple as possible.  Standards of Valor is very straightforward in its basic concept, but some areas are quite unconventional and may take you a while to get used to them.


Read through the rules (just the main sections – don’t worry about the advanced or optional portions just yet) until you are happy that you have grasped the basics.  It is important to fully understand the turn sequence, actions/activations, the confidence/reaction systems and the close combat system.  Now set up and play a game or two using very small simple forces.  We suggest for your first games using only three or four small companies per side.  Don’t worry about additional troops like chariots, elephants, or artillery.


Once you have done this you will be familiar with the most important aspects of the rules.  Everything else is a logical extension of these basics.  You are now ready to progress to larger forces and more varied forces and as many of the optional advance rules as you and your opponents wish to use.


Standards of Valor is potentially capable of handling quite large forces – up to a full legion and maybe beyond.  Very often you will find that a smaller game built around a single cohort and supporting troops will be more fun and tactically challenging.  You also don’t have to spend as much on such a larger force.

Tactical Notes and Suggestions 


Standards of Valor employs the FMA system, which has certain qualities that affect the play of the game and are designed to recreate the effect of the fog of war, the confusion on the battlefield created by friction.  Your opponent, the environment, and your actions may cause this friction.


First, throughout the game you are making decisions and trade offs, which unit do you activate when, do you use crew served weapons (bolt throwers, etc.) to support them or to hold off enemy units, do you take a safe route and march your troops or attempt to force march them into position.  Your decision on any of these can make a great difference to the outcome of the game – don’t just rely on a few lucky die rolls to bring things around if you make a mistake.  The game is supposed to reward good planning and command.


Poor quality troops can be a definitive problem, but poor leaders are even worse.  In many ways you are better off with a low quality unit with good leaders than vice versa.  While there are only three levels of leadership, there is a significant difference between them.  Level 1 leaders are charismatic heroes who can lead their men through hell and back.  Level 2 leaders are normal, average, and competent but not outstanding.  Level 3 leaders are the Tribune who sidles up to the Centurion in the midst of a fight and asks “What do I do now?”


If you are stuck with a level 3 leader, place him where he will do the least amount of damage.


Make use of your higher command levels.  The chance to reactivate some units via the actions of a superior officer can tip the balance more often than you’d think.  Victory will often go to the player who makes best use of his chain of command.


In many cases, especially with average weapons and armor being used on both sides, ranged fire combat may result in relatively few casualties.  Decisive battles are won in hand-to-hand combat.


Standards of Valor is an alternating sequence game.  Each player taking turns moving a unit at a time, with certain exceptions.  Each side does not move their entire force at once.  This means your opponent will have an opportunity to respond with his own counter moves.  An excellent general will be able to determine his opponent’s overall strategy through the myriad detailed small unit events.


Finally, many battles are not won, they are lost.  The “winner” is the one that does not run away.  As Mary Gentle said “Victory usually goes to the side that screws up next to last…”

Chapter II: Game Scale and Definitions

Figure Scale


The game is designed to be played with 25mm, 15mm or even 6mm scale miniatures.  Each individual figure can portray an individual soldier or any number of soldiers depending on the background of the scenario you are playing.  

Basing your figures


There is no fixed requirement for basing your figures, but it makes it much easier to based them individually and then employ trays for formed units, etc.  Troops are not fixed into rigid formations; they can organize as skirmishers, open order, or closed order.  The important consideration is to ensure the proper proportion of forces in opposition.

Groundscale


For the intended 25mm/28mm, figures a ground scale of 1 inch on the table equals 5 meters.  For 15mm figures a ground scale of 1cm equals 5 meters.   If you employ 15mm or 6mm figures replace inches with centimeters wherever you read inches in the rules.  The groundscale may be altered to match the scale of the genre the game is representing.

Timescale


The timescale is the amount of “game time” that a full turn is assumed to last.  In Standards of Valor, the timescale is fairly loose, and in most cases pretty irrelevant to normal play.  Most real combat consists of sudden bursts of frantic fighting, separated by long periods of movement, scouting, observation, and general inactivity.  Although a game turn may safely be assumed to occupy only a few seconds worth of actual combat, the full turn may safely be assumed to occupy one or even several minutes of elapsed time.  If it is necessary to determine how long a battle has lasted in game turns (for example in a campaign) then treat each full turn as approximately five minutes.  A six-turn game would represent a battle lasting about thirty minutes.  This could be an important factor if either side is trying to bring reserve forces up to the battlefield.

Equipment Needed


Standards of Valor is a miniatures combat game.  The most important requirement is a selection of model figures in whatever scale you have decided to use.  You will need some sort of battlefield to play on, anything from a simple cloth to a fully detailed model terrain.   For the actual mechanics of play you will need a selection of dice (as fully described below).

Dice Types and Convention


Standards of Valor makes use of the full range of “polyhedral” dice from four sided through twelve sided.  They are commonly referred to D4, D6, D8, D10 and D12 according to their respective numbers of faces.


While this selection of dice may be unusual at first to some new players, anyone who has had any involvement with Roleplaying side of gaming should be familiar with them and will most certainly have access to a full set of such dice.  In any case they are readily available from virtually any game shop or mail order supplier, either individually or as a set.


As a minimum you will require one full set of the five dice to play the game.  If possible, however, it is best to keep as many on hand as you can.  It will be necessary for both players to roll dice simultaneously and often with several dice at once.  It will be simpler and quicker if each player involved has his own set(s) of dice.  If you have a pool of extra dice for use in certain circumstances then so much the better.


As far as possible we have tried to make die rolling in Standards of Valor a What You See is What You Get system.  Whenever you roll a die, the number you actually roll is the number you actually use, rather than having to add or subtract loads of numerical modifiers to the roll to get the final results.


In very general terms, any factor (weapon accuracy, unit quality, etc.) that is below average status will use a D6 as its normal die type.  Those that rank average will use a D8.  Those above average will use a D10.  The real extremes of worst and best will use a D4 and D12 respectively.  Circumstances that increase the chance of success will raise the die type, while adverse conditions will reduce it.


Once you have got the concept of using the different die types then you are well on the way to grasping the basic mechanisms of play. 

Die Type Shifts 


Whenever the rules call for a die roll to be made, the type of die to be used will be specified.  When the rules tell you to “shift up one Die Type” this means that you should select the next largest die.  For example, if the usual die for that roll would be a D6, then “shift up one Die Type” is specified for then a D8 would be used.    Similarly if “shift down one Die Type” is specified for then use the next smaller die.  For example, if the usual die for that roll would be a D6 then “shift down one Die Type” is specified then a D4 would be used.


There are two kinds of die shifts used in the rules – close shifts and open shifts.  In a Closed Shift if cumulative shifts would move the die outside the range of available dice, (e.g. less than a D4 or more than a D12), then any excess shifts are ignored and the D4 or D12 used as appropriate.

In an Open Shift if cumulative shifts would move the die outside the range of available dice, (e.g. less than a D4 or more than a D12), then any excess shifts are applied as opposite shifts to the opponent’s die type.  Thus if one players dies type would shift one type above D12, the opponent’s die is instead shifted down one level, or vice versa if the first player’s die should drop below a D4.

Unless otherwise specified, all shifts should be considered closed shifts.

Types of Die Rolls


The dice and combination of dice are used in Standards of Valor in a number of different ways.  The most important are explained below, along with a convention for as to what gives a successful roll.

1. Roll versus target number.  This is the simplest type of roll.  A single die (of whatever type called for) is rolled, in an attempt to roll higher than the number is a success, while one lower or equal to the number is a failure.  The most common use of this type of die roll is for confidence or reaction tests, where the target number is the Leadership Value (plus a Threat Level modifier if appropriate) and the die type is determined by the unit’s Quality and circumstances.  For example a regular unit an LV of 2 would roll a D8, needing to exceed the target number of 2.  A roll of 1 or 2 would be a failure while a roll of 3 or more would be a success.  In some circumstances, a major failure may occur when a player rolls less than half the target number.  For example, if the target number is 3 and the player were to roll a 1, a major failure will have occurred.

2. Opposed Roll.  An “opposed roll” is so called because both players involved (attacker and defender) roll dice simultaneously and compare their scores to determine if the action has been successful.  The type of die rolled by each player depends on the particular circumstances of that action.  The objective of a single Opposed Roll is for the player attempting the action (e.g. the attacking player) to try and roll higher than the score rolled by his opponent (e.g. the defending player).  If he rolls higher, he is successful.  If he rolls equal to or less than his opponent, the action fails.  In some circumstances, a major success may occur when a player rolls greater than twice than the opponent.

3. Multiple Opposed Roll.  This is a variation of the simple opposed roll.  In some cases a player may be able to roll two or more dice.  In the event a single die roll is greater than the opposing role a minor success will have occurred.  In the event two or more die rolls are greater than the opposing role, a major success will have occurred.

The Clockface Direction Method


There will be times during the game when players will need to determine a direction for something.  For example where artillery deviates and does not hit its intended target or the direction the wind is blowing and so on.  The simplest way of determining direction is to use a D12 to randomly determine direction and apply a clock face where the number 12 is “north” and each number is 30 degrees from there.

Pre-Measuring


In many game systems requiring players to guess the range of a charge or artillery placement adds an element of chance.  Of course this element of chance is completely removed as players develop “calibrated” eyes or memorize the random marks on a table.  Due to the playing sequence in SofV this is not an effective game mechanic.  The random distance factors are applied via dicing of combat movements and artillery.  There is no prohibition on pre-measuring movement and firing.  To not abuse this players should limit their measuring to accomplishing the immediate objectives of their units so as not to delay the game.  

The Counter Sheets


This game employs the same counters as in Stargrunt.  Carefully punch out all the counters, sort them into types and store them safely.  Small grip plastic bags or segmented storage trays are the best ways.


Most of the counters on the sheets are markers for use in play.  They are designed to indicate the status and condition of units on the table, and to perform other game functions to effectively remove the need for bookkeeping during the game.  This speeds up the flow of play and prevents important information from being overlooked.


The markers are designed be placed on the table next to the units and elements they affect, thus showing at a glance exactly what the status is of any given unit.  While it is true that this allows your opponent to see the conditions of your units, it does work both ways, and this is a small price for the ease of play the markers allow.


Some players may prefer to not actually see markers on the table (perhaps for aesthetic reasons).  Instead you may place the counters on a sheet of paper ruled up with a box per unit on the table.  The relevant markers for each unit are simply placed in the boxes on the sheet relating to that unit, rather than on the table itself.  This method still dispenses with the need to make any written records, but does also remove the immediate visual link between the marker and the models they affect.

The Counters and Markers


Standards of Valor employs the same marker sheet as Stargrunt with a few additions:

IN for inspired

Open Order

Close Order

Skirmish

More Panic markers

Chapter III: Organizing Your Forces

Organizing Your Forces


Before starting the game, you will need to organize your miniatures into units, usually companies (or centuries) of troopers – the basic operating formations used in Standards of Valor.  A unit is any group of figures that includes a leader figure and is thus capable of independent actions.  A unit can theoretically be of any number of men.  Smaller formations, such as skirmishers or cavalry may have as few as five figures while large formations such as a roman maniple may have fifty or more.   As the technology of a force improves and the lethality of their firepower improves, units will generally become smaller in size.


Single figures or specialist teams of two or three figures operating as sub-units of companies are referred to as elements.  A single vehicle model such as a chariot or war beast (e.g. elephants) are considered a unit in its own right while figures that may dismount (such as chariot riders) would be considered elements.


At all times during the game, each unit has two markers (counters) placed with them on the table.  One is the activation marker, the other is the confidence marker.  The function of these markers is fully explained later.

Several Companies could be combined together to form a Battalion (usually three to five companies will make a Battalion).  In larger games several Battalions may be organized as a Regiment.  Each of these organizational levels (Company, Battalion, and Regiment) is called a command level and is fully explained below.  Organizational levels may vary depending on the genre or setting of your particular game.

Types of Units


The two basic categories of units are Infantry and Cavalry.  Additional forces may be made up of chariots, wagons, and warbeasts such as Elephants.  For some scenarios (such as sieges) there may be fortifications and warmachines such as artillery, siege towers, etc.

Unit Descriptions


Units basic abilities on the battlefield defined by their movement rating, armor type, weapons, Unit Quality, Leadership Type, and Confidence Level.  In most scenarios you will need to define the Command Level of a Unit.  Some units may have special abilities that are defined later.  

Movement Ratings 


Movement type defines how fast a unit may move on the battlefield.  Normal Infantry such as warriors, spearmen, etc. have a movement rating of a D6.  Heavy Infantry wearing heavy armor and/or in rigid fighting organizations have a movement rating of D4.  Light Infantry carrying few items and little to no armor such as scouts and messengers have a movement rating of D8.


Light Cavalry and light chariots have a movement rating of D12, while heavy cavalry and heavy chariots have a movement rating of D10.  Elephants and wagons have a movement rating of D8.

Armor Rating


Armor Rating defines how much armor protection a unit has and mitigates the damage done by enemy missile and weapons in close combat.  Forces without armor have an armor rating of D4 and use a D4 for armor checks.  Light Armored units have an armor rating of D6, medium D8, heavy D10, and super heavy units have an armor rating of D12.  They each use their respective armor rating when resolving armor checks.

Weapons


A more detailed description of weapons is provided later.  Weapons are defined by their Reach (length), Fire Power (rate of fire, attack) and Impact (penetration).  For comparison a short sword has a Reach of 0, a FP of D8 and an Impact of D6 while a long spear may have a Reach of 1, a FP of D6 and an Impact of D6.  A two handed sword may have a Reach of 0, a FP of D6 and an impact of D10.  Some weapons have special effects or means of employment that are described later.

Unit Quality


Throughout the game, each unit is marked with a counter that is referred to in the rules as an Activation Marker.  The color of the Activation Marker denotes the Unit Quality – Red for Elites, Orange for Veterans, Blue for Regulars, Green for Greens, and Yellow for Untrained.  The Numbers on the marker indicates the Leadership Level.  Thus for example a Regular Unit with an average commander would have a Blue “2” activation marker.  At the extreme an Elite company with a brand new politically appointed officer would be an Orange “3” while a company of raw recruits with an inspiring leader would have a Green “1”.


The Activation Marker remains with the unit at all times during the game.  It serves as a reminder of the die type and leader value used in all confidence, reaction tests and combat.  It is inverted each turn to indicate when a unit has been activated for that turn.  The only times that an Activation Marker will be changed for another are: 1) If the Unit Commander is lost and a new Leadership Level is required to display the leader’s abilities or 2) if two units are merged together under the rules for regrouping.

Leadership Value


Each company sized Unit in a player’s force has two important characteristics – its Unit Quality and the Leadership Value of the unit commander.  The Unit Quality is rated as one of the five values, from Untrained through Elite, as described below.  The Leadership Value is a measure of how good the commander of that unit is at his job and how he is liked/respected by his troops.  Leaders are rated as 1, 2, or 3.  A grade 1 leader is a man so inspiring they would follow him through anything.  A grade 2 leader is an all around average officer.  Finally, a grade 3 is more likely to be killed by his own troops than the enemy.

Confidence Level


In addition to its Activation Marker, each Unit also has a marker placed by it at all times that indicates its current Confidence Level.  This is the state of the Unit’s morale at any given time, and will fluctuate up or down depending on the Unit’s fortunes during the battle.  The Confidence Level markers and their effect are described in more detail later but the following six Confidence Levels are used in the game.

CO = Confident.  Morale high, “ready for anything.”

ST = Steady.  Morale holding, generally still willing to fight.

SH = Shaken.  Distinctly worried and reluctant to take risks.

BR = Broken.  Morale almost gone, no longer willing to fight.

RO = Routed.  Morale shattered and running away.

IN = Inspired.  Morale extremely high, spoiling for a fight. Special condition for only a few select (or foolhardy) troops.

Unit Quality and Leadership Type

The terms used for the different Quality Levels are actually quite loose, as the level does not refer solely to the degree of combat experience.  It also reflects the amount of formal or informal training the troops have received, their general level of competence, skill with weapons, coolness under fire and many other factors.

The five Quality Levels are: 

Untrained troops are usually non-military personnel (i.e. civilians), with little or no weapons training and no real idea of how to function in combat.  This grade should only be used where non-combatants are forced to take up arms by circumstances.  Examples would include farmers defending their homes, etc.  Leaders for untrained units may be civic leaders with no combat experience (LV 3) or may sometimes be retired military (LV 2 or even LV 1).  The Quality Die of an Untrained unit is a D4.  Untrained units have a yellow activation marker.


Green troops are those who have had at least a little relevant combat training, but have seldom or yet seen real combat.  Such troops would be generally new, raw recruits to the military, levy or a militia.  They can fight but are by no means very good at it.    Leaders for Green squads may potentially by of any LV.  The Quality Die for a Green Unit is a D6.  Green Units have Green activation markers.


Regular Troops are average in terms of combat training and experience.  They form the bulk of most military units.  Companies of regular status normally have at least some experience in combat, know how to react in combat conditions and are reasonably competent with their weapons.  Regular leaders may be of any LV.  The Quality Die of regular units is a D8.  Regular Units have Blue Activation Markers.


Veteran troops are particularly well trained and experienced in combat.  They will either be professional soldiers with a few good years of service, or else those who are naturally good fighters.  Veterans know what it is like to be in combat and respond in kind.  Most professional or long service military units will include a fair proportion of Veteran Units, as will any reasonably good mercenary forces.  Veteran Units can be leader by leaders of any LV but are more likely to be LV 1 or LV 2.  The quality die for Veteran Units is a D10.  Veteran Units have Orange activation markers.


Elite troops are the very best of all.  These are royal guards, praetorian or religious order knights.  They have the highest levels of training, morale and experience and are rare.  Leaders for Elite Units are generally LV 1 or LV 2.  In very rare cases a leader may lead them with LV 3, such as when court politics have had a role… The quality die of an elite unit is D12.  Elite Units have Red activation markers.

Command Level


Throughout these rules you will find references to Command Levels.  This represents the organizational chain of command and is particularly relevant to attempts to transfer actions, request support and generally communicate between units.  As explained above, the examples have used modern and Roman terminology for this.  You are free to rename any or all of the Command Levels to fit your own background if you wish.


For the purposes of these rules the usual progression of Command Levels is as follows:

Platoon (usually a detachment), Company (smallest standard unit), Battalion, Regiment, Corps.


While on table forces will almost never represent anything above Battalion level, off table support will frequently be organized at the Regiment and Corps levels and are thus included in the sequence above.


The basis of the chain of command is that orders and communications are generally only passed up or down one command level at a time.  A Regimental Commander will generally only talk to the Battalion Commander and not directly with a Company Commander unless circumstances were exceptional.  Normally this would be the job of the Battalion Commander.  The structure of the command and communications rules in Standards of Valor is designed so that interaction between units following the normal chain of command is usually straightforward.  If there are extraordinary circumstances where a commander must bypass a level in the chain of command, it becomes more difficult to communicate effectively.


Whenever provision is made in a scenario for off table assets (such as artillery), the Command Level at which these assets are allocated must be specified, as it will affect the on table units’ attempts to communicate with their off table assets.  For example a Company Level force might be told that it has access to a battery of artillery assigned to the Regiment, but it will have difficulty gaining their support when needed.

Sample Force Organization


The Table Organizations & Equipment (TO&E) below is a simple example of a roman punitive expedition and is just an example of how forces may be put together, to give you a starting point for working out your own organizations.  Each figure would represent four soldiers.  The example Reinforced Cohort presented would make for a rather large game.  For your first two games you may want to start with only a portion of the force listed.

Reinforced Punitive Cohort

Cohort Command Unit


One headquarters unit incorporating the Cohort Commander, a Tribune, and up to 10 headquarters troops.  Unit may be mounted or on foot.  Unit will include the Cohort standard bearer and may include a musician.

Three Heavy Infantry Centuries


Each Heavy Infantry Century includes up to 80 Legionnaires (20 figures) and is led by a Centurion.  Legionnaires are armed with short swords, pilum, heavy armor and large shields.  They form the backbone of any Imperial Roman army.  They may have a small attachment of skirmishers.

One or two Auxiliary Infantry Century


Up to 80 non-Roman troops (20 figures) serving the Empire with a desire to become citizens.  The Auxiliary are led by a Centurion and are armed with short swords, pilum, light armor and large shields.  An important reinforcement for Roman forces on the frontier.

One or two Auxiliary Missile Company


Up to 80 allied troops (20 figures) providing missile support.  The Auxilia Missile Company is led by a centurion and armed with short bows and possibly light armor.

One squadron (Turmae) of light cavalry (Ala Equestria)


Up to 64 roman citizens (16 figures) of the equestrian class or allied cavalry.  They serve as scouts, dispatch riders and skirmishers.  In a battle they may turn a flank or harass the enemy with missile weapons.  Led by a Centurion and mounted, they are armed with javelins, swords, shields and light armor.

Other support assets may available may be missile weapons such as Ballistae used to defend camps or Onager used in sieges.

Determining Quality and Leadership


There are a number of ways to determine the Quality and Leadership values of a unit prior to a game.  If the unit is used through a series of games (or the campaign rules in a later section) it will build up its own unit history and carry its characteristics over from game to game, perhaps rising in quality as it goes, or declining as it absorbs a large number of new recruits.  The campaign section provides suggested rules in these circumstances.


When starting a unit from scratch, or just determining values for a one-of game, the best way is to put a selection of Activation Markers face down or in a cup and draw them at random.  You may either draw markers in turn for each unit or draw them and assign them as desired. (More on this later…)  The mix of markers provided on the counter sheet is biased towards average units, so if you draw at random from the whole set of markers then you should arrive at a balanced force of largely regular forces with smaller proportions of veterans and greens, plus a few Elites if you are really lucky or untrained if you are not.  If the particular scenario or background justifies it, feel free to bias the selection of Activation Markers to draw upon.  For example if you are drawing markers for a force of very high quality Imperial or mercenaries troops, you might draw from a mix of Veterans with average/good leaders.  You should add a few Green and Regular markers to provide some uncertainty.  On the other hand if you are generating a force of tribal levy and militia, you should probably use mostly green markers with a few regulars.


You may of course simply lay down the unit qualities and leaderships when writing the scenario based on the background or genre of the game.

Loss of Unit Leader


Should the leader figure of any unit become a casualty (wounded or killed), the unit is immediately given one suppression maker.  The unit counts in all ways as if suppressed by missile fire, until the marker is removed.  This represents the confusion that surrounds the loss of a unit leader, until the next in line can take over command and pull the unit together.  Note that this suppression effect happens even with High Mission Motivation Units – it is pretty much instinctive on the part of the troops.


As soon as the leader is wounded or killed, the second in command of the unit will assume the duties of unit leader.  When this occurs it is necessary to determine the leadership ability of the new leader.  Simply roll a single D6.  On a roll of 1 or 2 the new leader is one level worse than the original.  On a roll of 3, 4 or 5 the LV remains the same.  On a roll of 6, the LV is one better.


As soon as the LV of the new leader is determined the first action should be to remove the suppression marker.


Note that the unit must take a Confidence test immediately when the leader is a casualty and there is a higher threat level in these circumstances.

Balancing Forces


While there is a point values system published in the back of these rules, it should not be viewed as absolute.  They are designed to assist you in generating forces of a reasonable parity but cannot possibly account for all the potential factors in a scenario.


Over reliance on the point system tends to lead to unimaginative games – the line them up and advance types.  It really does not take too much time to come up an interesting scenario, even an off the cuff one for impromptu games.  Just a quick one-line background is all you really need.


Using the point system you can make an assessment of the relative strength of two forces and make accommodations or adjustments as required.  You can balance a game by adjusting factors such as motivation level, fatigue and the placement of objective points to make it a fair game.


You can also use these factors to recreate the conditions of a historic battle or to match one from the particular genre your group is playing in.

Chapter IV: Basic Principles of Play

Unit Integrity


There are four levels of Unit Integrity in SofV: Close Order, Open Order, Skirmishing and Disorganized.


Close Order formed troops are standing shoulder to shoulder with a small gap between rows.  They are formed closely to provide mutual support and in some cases may interlock large shields to create a protective shield wall.  Dense formations such as a phalanx are examples of Close Order formations.  Close Order formations have significant movement restrictions.


Open Order formed troops are standing at half an arms length from each other.  They may still provide some mutual support but are not close enough to each other to lock shields or concentrate their attack as in Close Order.  Close Order formations are much more flexible in their ability to move and maneuver.


Skirmishing troops are spread out with lots of room between soldiers.  Units may assume skirmish formation when scouting or harassing enemy forces.  Skirmishing formation are extremely maneuverable but have no mutual support or protection.


A skirmishing Unit is said to be within Unit Integrity limits if all its figures can satisfy one of two of the following criteria: No figures in the unit is more than 2” (between base centers) from another figure in the same unit or all figures are within 2 inches of the leader.

Should a unit be deemed to have some figures outside these Unit Integrity limits, and those figures have not been designated as a Detached Element, the unit is Disorganized.  On its next activation the first action by the leader must be a reorganize action in which the player must move any of the out of integrity figures by the minimum necessary distances to regain integrity.  While a unit is disorganized, it may do nothing except respond to a close assault.

Units may start in any formation desired by the player.  Further units may change their level of Unit Integrity by employing a successful reorganization action.  Units may lose a level of Unit Integrity as a result of close combat, their formations becoming less organized as they are pushed back and/or disrupted by the enemy.

There are variations of basic formations.  A wedge is a variation of the Close Order formation and is designed to break up the cohesion of defending units during a charge.  A column is a variation of an Open Order formation and is used when troops are conducting an administrative move into the battlefield.

Unit Integrity Effects on Combat

Unit Integrity has an important role in Close Assault & Hand-to-Hand Combat.  The higher the Unit Integrity of a unit the denser the formation is and the more casualties it will likely inflict on opposing forces.

The following table shows the ratio of forces and can be used for basing figures, comparing figures from different basing systems and determining formation effects on combat.

	Attacker/Defender
	Close Order Infantry
	Open Order Infantry
	Skirmish Order Infantry
	Close Order Cavalry
	Open Order Cavalry
	Skirmish Order Cavalry

	Close Order Infantry
	1:1
	3:2
	2:1
	3:2
	2:1
	3:1

	Open Order Infantry
	3:2
	1:1
	3:2
	1:1
	3:2
	3:2

	Skirmish Order Infantry
	2:1
	2:3
	1:1
	2:3
	1:2
	3:2

	Close Order Cavalry
	3:2
	1:1
	3:2
	1:1
	3:2
	2:1

	Open Order Cavalry
	1:2
	2:3
	2:1
	2:3
	1:1
	3:2

	Skirmish Order Cavalry
	3:1
	1:2
	2:3
	1:2
	1:2
	1:1



So a Unit of Infantry in an Open Order formation fighting a Unit of Cavalry in Skirmish formation would be able to line up three infantry figures for every two Cavalry figures.  In combat the Infantry Unit has three potential hits for every two from the Cavalry Unit.

Modeling loss of Unit Integrity


When a unit loses a level of unit integrity, you can remove figures to represent the loss of cohesion.  When a unit loses a level of integrity remove the middle figure of every three figures (rounded down) and place it in the rear and side of the formation to match the width of the formation.  For example a unit six figures wide in Close Order formation would remove two figures (numbers 2 and 5 counting left to right) from each rank when dropping to Open Order.  If the same unit were then to drop to Skirmish formation remove one of the two figures in the middle and place the remaining middle figure in the center.

If a unit losing integrity must place a figure in terrain that would prevent its free movement (usually rough terrain) then the unit automatically breaks into skirmish formation.  If a unit cannot place figures to model its current formation without entering into the unit integrity of another unit or impassible terrain then place a panic marker on the unit.  It counts as being in skirmish formation until it can remove the panic marker.

It is important that the outer figures of a formation (particularly in the front) maintain the same distance apart after figures are removed to reflect the unit occupying the same amount of frontage.

Line of Sight and Line of Fire


If you can stretch a tape measure in a straight line between two units without touching an intervening obstacle, then there is a clear line of sight (and if in range a clear line of fire).  As the relationship between model size and terrain is distorted anyway (see notes on scales and definitions), any more detailed method is actually pretty abstract and not all that relevant to play in the majority of cases.


Line of sight/fire is blocked by raised ground, buildings and woods, unless the observer is on terrain high enough to look over the intervening obstacle.  Smoke and other obscurants will also block line of sight and firing.


A clear line of sight/line of fire is required between firer and target for all fire combat except indirect fire (artillery or archery).  A clear line of sight is normally required for all observation and spotting attempts.


As the playing area of a Standards of Valor game represents quite a small area, there is no limitation to visibility distance on the table in normal conditions (daylight and good weather).  Variations on these factors however may be deemed to limit overall sighting distances.  More details are provided later in weather section.

Formed Units and Line of Sight


Formed units (those in Close Order and Open Order) block line of sight.  For the purposes of units seeking cover, if there is no natural cover (woods, etc.) troops who are Shaken may choose to cower behind their fellow soldiers who are still holding the line.  The rules regarding movement out of cover also apply (Reaction Tests, etc.).

Airborne Units and Line of Sight


All airborne objects are assumed to be actually flying higher than the model’s actual stand height, and are generally visible from anywhere on the table (unless there is a particularly very tall terrain feature on the table).  Conversely, such objects can also see anything on the table themselves.

Measuring Ranges Between Units


As most activity in Standards of Valor is carried out using groups of figures (units), the measurement of such things as ranges and line of sight is not quite as simple as measuring between two single figures.  In the case of close and open order units, measure the distances between the two closest figures for determining ranges for charges and missile fire.  For units in skirmish formation, measure the distance from the approximate center of each group of miniatures.  A certain amount of common sense and fair play will be required.  Most cases will not be too contentious, but sometimes it may mean the difference between on Range Band and the next.  In certain cases it may be necessary to use an umpire’s adjudication or a die roll if you can’t come to an agreement.


To determine the effect of cover, apply the cover that the majority of the figures of the unit are in.  If the unit is split exactly in half use the less protective cover as the default value.  The same applies for units for determination of line of sight.  If half the figures are fully out of sight but the other half is visible, the unit is considered visible to enemy units.


When judging line of sight and line of fire to or from a vehicle or large object, this must also be traced from the center of the model.

Target Priority


This is an important rule, but (it must be admitted) one that will probably cause the most disputes between players.  It concerns the selection of target unit(s) for activated units to fire at or charge.  It is almost impossible to put down a watertight set of rules for this, as every situation must be different and must be judged on its own merits.  The basis of the target priority rules is:  Any unit will treat as a priority target the enemy unit that is seen as the greatest threat to the unit itself.


This needs considerable amplification, so we add the following to the general principle:

1) Units will generally engage an already activated enemy unit rather than one that has not been activated for that turn.

2) Units will normally engage enemies closer to them rather than ones further away, unless the nearer unit poses less of a threat.

3) Units will normally engage an enemy that is in the open, rather than one that is concealed or in cover, unless the exposed enemy unit does not pose an immediate threat.

4) Units will normally engage enemy units that are directly in front of them, unless an enemy unit in their rear poses a greater threat.

Note that these priorities may be overcome by orders given by a superior commander through a successful Command Roll.  The Commander giving the order must have both the friendly and enemy unit(s) in line of sight in order to attempt the overriding Command Roll.

Compulsory Targets


Some targets attract the attention of forces and compel them to attack.  The opportunity to gather booty and/or ransom from enemy forces or baggage trains draws even the most disciplined forces into pursuit.  Units will automatically attempt to charge the following targets when within charging range unless it successfully accomplishes a Reaction Test.

1) Enemy Baggage Train

2) Undefended Enemy Encampment 

3) Fleeing Enemy Forces

There are some units noted for their impetuous behavior.  An Impetuous Unit’s desire for blood or glory compels them to attack the nearest enemy forces.  To prevent an impetuous unit from charging the nearest enemy force requires a successful Reaction Test.

Effect of Woods


Wooded areas on the table block lines of sight and fire and can also provide concealment to troops.  Woods are defined as Light or Dense for unit purposes, but for all other game functions both types of woods are treated the same.  Any unit that occupies a wooded area must be declared to be either within or on the edge of the woods.  To be counted as on the edge the majority of the figures (or front row) must be in contact with the defined fringe of the wooded area depicted by cloth, paper or other edge marker.


Units that are on the edge of a wood may fire normally at targets outside the woods and count as being in Soft Cover when fired at.  Units that are actually within the woods may neither fire nor be fired upon.  They may only be engaged in close assault by units that are also inside the woods or by indirect fire such as from artillery.

Cover and Concealment


Units in skirmish formation may adopt “covered” positions in bushes, scrub, trees, etc.  Such positions enable the unit to be in Soft Cover.  The unit in cover may fire and perform other combat actions normally, but receives defensive bonuses when being fire at.  To qualify for the benefit, the majority of the figures in the unit must be in physical contact with the feature they are claiming cover behind or within.


If a unit is in cover of a solid object such as a wall, a clump of rocks or boulders, behind a hillcrest or ridgeline, etc. then they are taken as being in Hard Cover, which conveys greater benefits in terms of protection from fire than Soft Cover does.


Units in Soft Cover always benefit from having their Range Die (Target Defense Die) shift up one when fired at.  Units in Hard Cover get their die shifted up two types.


A lot of cover then is directional.  It gives protection only against fire coming through the cover.  For example, if the troops are hiding behind a wall they will get a Hard Cover benefit from anyone firing at them from the other side of the wall, but not from any troops that get around behind them.  If a unit is actually within an area of bushes, rocks or scrub, they may claim all around cover.

Units in Position


Skirmish Units In Position represent a unit making the best use of what cover or concealment is available.  Each trooper finding himself a good position with as much protection as terrain allows.  The better trained (i.e. higher Quality) the troops are, the more easily they will be able to go In Position.  Their leadership is also a factor as good leaders can choose the proper positions and ensure their men are doing what they should.


Getting a unit In Position takes one action and need a successful Reaction Test roll.  As no area of terrain on the table is ever really “clear”, units may attempt to go In Position even if out in the open.  The men are prone and taking cover behind anything that is available.  Of course, it is easier to go In Position when in decent cover vice open ground.  The threat level for the Reaction Test to go In Position in cover is 0.  The Threat Level for the Reaction Test to go In Position in open ground is +2.


Failing the reaction test means the unit does not go In Position and the action is wasted.  If the test is passed the unit is marked with an In Position marker and gains the benefits of being In Position for as long as it does not move.  It may freely carry out all non-movement actions including fire, observe, communicate, etc.


If a unit carries out a Reorganize action while In Position, it must take another reaction test (at the same level as before) to see if it may remain In Position.  Failing this means the Reorganize action happens as normal but the unit loses the In Position marker and its benefits.


When an In Position unit wishes to move, the player has two choices – he may either spend an action to remove the In Position marker (success is automatic in this case), and then move in his next action.  Alternatively, he may attempt to get the unit to move in the same action as he removes the IP marker.  To do this he must take and pass a Reaction Test at a Threat Level of 2 (whether the unit is in cover or in the open).  Failing this test means the IP marker remains, and the unit cannot move – that action is lost.  If the test is passed the unit may move as desired, using normal or combat movement to the player’s choice.

Benefits of Being In Position


Units that are In Position are more difficult to hit with both direct and indirect fire.  When an In Position unit is fire on with direct fire, treat the Range as being One Range Band Greater than it actually is (so the Target Defense Die will be shifted up one die type).  This die shift is in addition to any shifts due to soft or hard cover.


If the die shifts puts the Target Defense Die over a D12 then casualties are impossible and no suppression effects will be felt.


Troops engaged by direct fire do not get an Armor Die shift for being In Position – just the Range Die modification.


When figures from an In Position unit are caught in the blast of any Indirect Attack (artillery, etc.), shift their Armor Die up one die type (again this is in addition to any shifts due to cover).  This is because troops are less vulnerable to shrapnel and blast if they are prone and “hugging the ground.”  Thus troops that are in hard cover and In Position will actually benefit from shifting their die type three levels – two for the cover plus one for being In Position.


This armor modifier is an Open Shift, so if the target Armor Die should be shifted to over a D12 then apply any extra shifts to lower the Impact die of the blast.

Shield Wall


Formed troops in Close Order equipped with Large Shields may form a Shield Wall.  To form a Shield Wall the unit must pass a Reaction Test with a threat level of 0.  
Failing the reaction test means the unit does not raise a Shield Wall and the action is wasted.  If the test is passed the unit is marked with a Shield Wall marker and gains the benefits of having a Shield Wall for as long as it does not move.  It may freely carry out all non-movement actions including fire, observe, communicate, etc.


If a unit carries out a Reorganize action with Shield Wall, it must take another reaction test (at the same level as before) to see if it may remain behind a Shield Wall.  Failing this means the Reorganize action happens as normal but the unit loses the Shield Wall marker and its benefits.


When a unit behind a Shield Wall wishes to move, the player has two choices – he may either spend an action to remove the Shield Wall marker (success is automatic in this case), and then move in his next action.  Alternatively, he may attempt to get the unit to move in the same action as he removes the Shield Wall marker.  To do this he must take and pass a Reaction Test at a Threat Level of 2.  Failing this test means the Shield Wall marker remains, and the unit cannot move – that action is lost.  If the test is passed the unit may move as desired, using normal or combat movement to the player’s choice.


Units that are behind a Shield Wall are more difficult to hit with direct fire and in Close Combat.  When a unit employing a Shield Wall is fired on with direct fire, treat the Range as being one Range Band Greater than it actually is (so the Target Defense Die will be shifted up one die type).  When a unit employing a Shield Wall is attacked in Close Combat, treat the Defense Die (Quality Die) as being one Greater than it actually is (so the Defense Die will be shifted up one die type).  


If the die shifts puts the Target Defense Die over a D12 then casualties are impossible and no suppression effects will be felt.


Shield Walls provide defense only in the direction the unit it facing, which in normal conditions is to the front.  Units that can form a square and successfully raise a Shield Wall gain the defensive protection on all sides.

Field Defenses


Field Defenses covers the provision of man made defensive positions such as trenches, foxholes, or gun pits. Field Defenses like this should be represented on the terrain in such a manner as to be clearly identifiable to all players.  Any unit that is declared to be occupying such a position gains the benefit of the defenses, which provide Hard Cover against incoming fire (direct and indirect).  Should the unit move from the position, it loses the benefit of the defense works.  The defense work (being part of the terrain) remains on the table and may be reoccupied later by either player’s forces.


Given the timescale of the average SofV battle, field defenses may only be used by forces that start the game deployed into these positions.  The actual creation of such defense works is not possible within the time frame of a single game.


Field Defenses such as foxholes, trenches, and gun pits give protection from all directions.  Walls, barricades, and berms will only give the protection to their front.  Skirmish Units may go In Position while in field defenses, thus gaining the cumulative benefits of the hard cover and being In Position.  The usual rules regarding In Position apply as above.

Chapter V: Setting up the Game


It is strongly suggested that Standards of Valor games are played using Scenarios designed either by the players themselves or an umpire.  The scenario should define specific items such as force disposition, objectives, and so forth.  For examples refer to the Scenarios section in the back.  For a quick set up employ the Encounter or Fixed Battle scenarios.

Terrain Setup


Before the game starts, the terrain must be set up either in accordance with the scenario to be played (such as a historical or fictional recreation) or otherwise to the mutual satisfaction of the players.  Random terrain generation tables are listed in the back.


In a Stargrunt game with modern firearms, the terrain should be fairly cluttered and close to break up line of sight and provide plenty of cover.  In Standards of Valor games the terrain should not be overly restrictive and generally open.  Generals do not have radios to control their troops.  Losing line of sight will often mean losing command of those forces.


The terrain on the board has a number of effects on play.  It can hinder (or sometimes assist) in movement, block line of sight and fire lines, provide cover and protection for units and so on.  It is important that both players agree before the game begins on what each piece of terrain is and its effect on the battlefield.  For example, you may want to define what terrain provides Soft or Hard Cover or is just a nuisance that would slow forces down.


The same applies to hills and raised areas.  You must agree before the game which ones are low enough to see over and which block line of sight.  Which slopes are too steep for vehicles such as chariots, wagons, etc..  For any water areas (streams, rivers, or lakes) you must define if (and/or where) they are shallow enough to for troops and vehicles to ford or only by boats.


The reason we have left the definitions to the players is because no two player’s model terrain collections are the same.


Assuming a conventional rectangular playing area, the table edge closest to each player is termed his baseline.  In most cases the two players’ baselines are on opposite sides of the table.  As a general rule each player’s forces may only enter and exit the battlefield through his own baseline, though this may be changed by rules and objectives for a specific scenario.

Random Terrain Placement Procedures


For one of games where you do not have a specific scenario available from the genre or historic period of your game the following are procedures to randomly deploy terrain.  Whenever possible terrain should be selected based on the environ where the game is to take place, a location where the two forces would likely have met.  

Terrain should be identified into four potential candidates Common, Uncommon, Rare, and Unique for the environ where the battle is to take place.  Ratios should then applied to terrain to be placed. For every five Common terrain pieces, there can be three Uncommon terrain pieces, and one Rare.  A Unique terrain feature can be placed if this is to be a dramatic battle.


Before terrain features are placed an objective or several objectives should be placed on the battlefield.  For neutral games the objective should be placed in the middle of the board.  Objectives can be terrain such as bridges, fords, crossroads, villages, wells, springs, oasis, etc.  The Objective(s) should be an item(s) the two forces were drawn to capture.

Terrain items should be around 6” in diameter.  One terrain item may be used per four square feet for a very dense battlefield and one per 16 square feet for sparse battlefields.  For larger terrain items, count that terrain item against your limit.

To place a terrain item roll 1D6 for each two feet of length of the longer axis of your table along with 1D12.  For example if your table is 4’ x 5’ roll 5D6.  If your table is 5’ x 6’ roll 6D6.  From the center of the table use the D12 to determine the clockwise direction and the total of the six sided dice for the distance.  If a terrain item “drifts” off the table, then do not place it, but count it against your total number of terrain features.
Fixed Battle 


This is the simplest form of game.  Two armies have located each other and form into lines of battle facing each other.  Divide the table equally and laterally into three regions.  The region closest to each player’s baseline is his deployment zone.  Each player first deploys his overall Command Unit (the unit containing his army’s commander in chief) in the middle of his deployment zone.  Then each player alternates placing a unit on the table anywhere within his deployment zone.  The player with the most Units starts placing a Unit first.  If the other player has a lot fewer units he may require the player with the larger number of units to deploy two units for each one of his until the two players have an equal number of Units to deploy. 

Encounter Battle


This battle or meeting engagement simulates two armies on the march encountering each other in the field.  They have located each other but not had time to move from a column of march into battlelines.


Each player deploys their lead Unit (usually some sort of scouting force such as light cavalry or skirmishers) on their baseline.  They then each move the lead Units onto the table.  They then proceed to alternate moving units from their baseline onto the table.  The player with the most Units starts placing Units first.  If the other player has a lot fewer units he may require the player with the larger number of units to deploy two units for each one of his until the two players have an equal number of Units to deploy. 

Objective and Victory Conditions


Each player in the games should be given an Objective for his troops, which sets what his force is trying to accomplish in their mission.  The type of objective will depend on the scenario being played and in most cases will fairly obvious from the scenario itself.  One player’s objective may to prevent opposing forces from getting past his forces in which case he is defending his baseline.  The opposing player’s objective may be to get as many forces as possible through his opponent’s baseline.


Objectives may be on the battlefield.  Bridges, fords, and crossroads are obvious strategic objectives as are farms, vineyards, villas, castles, and villages.  In most cases the opposing players’ objectives will be mutually exclusive.  Some scenarios may be designed as a race to see which player accomplishes his mission objective first with the possibility of a draw.


Wherever possible, players should also be given a secondary objective to attempt if they are unable to accomplish their primary.  In a simple battle, a defender may be tasked with holding a defensive position, but a secondary objective would be to inflict maximum casualties on his opponent’s forces.  If a player can fulfill his secondary objective while denying the enemy the ability to accomplish their own objective he may win.

Multiple strategic objectives with a weighted value may also be used with victory going to the player that holds the most objective points at the end of the game.  Additional objectives could be capturing enemy units, commanders, camps, or baggage trains.

Chapter VI: Game Sequence

Overview of Game Sequence


Standards of Valor is a series of Game Turns.  During each turn, the players alternate in choosing one of their Units (Companies) to be Activated.  They then make all the actions they wish to do with that Unit.  It is then the opponent’s chance to pick one of his units to activate.  As each squad gets activated, its Quality/Leadership counter (also referred to as an Activation Marker) is turned over to indicate the unit has finished its activation for that turn.  The only way that unit can then perform any other actions during that particular game turn is if it has an “extra” activation passed down to it by a senior command element (see rules for transferring actions).  Otherwise it must wait until the following game turn before being able to activate again.


Under most circumstances, there is no restriction on which unit a player may activate at which time.  He may freely choose any of his still unactivated squads, regardless of quality levels, leadership or any other factors.

Actions and Activations


Please read the following definitions of these two terms carefully as they appear throughout the SofV rules and are one major way in which basic gameplay differs from other GZG products.


An Activation is when a player decides to do something with a particular Unit, when it is his turn to do so in the game sequence.  The Activation of a unit allows it to move, shoot, and/or do other various things.  Afterwards the units Quality/Leadership counter is flipped over to indicate that it has “done its thing” for that turn.  Once a unit has been activated and has had its Activation Marker flipped over, it may not do anything else that turn except in special circumstances (e.g. it is close assaulted).


An Action is the unit doing one thing such as moving, firing, etc.  Some actions are carried out by the entire unit (e.g. movement), while other actions only concern the unit leader (e.g. communication attempts).  In all cases one action is taken irrespective of how many unit members it directly involves.   During each activation, a unit normally gets to perform two actions.  For example it might move (1 action), or fire (1 action) while the squad leader attempts to communicate with another unit (1 action), and so on.


If a Company is all together (all men within unit integrity distance), one action normally affects all troops in the company, if desired (e.g. it takes one action to make them all move).  If part of the company has been divided off as a detached element for any reason, then one action affects only one of the separated parts of the unit.  So to get both of them to move the squad leader would have to expend both his actions, one for each part.


Note that even if all of the company is together, one action need not affect all members of the company.  The player may decide to have some Company members (archers) fire at one target while he uses the other action to make other members of the company fire at another target.

Sequence of Play


One of the central mechanisms of Standards of Valor is the turn sequence.  While many other games use either simultaneous or alternate move sequence (I go all, then you go all), consisting of a several steps that must be followed by both players in a set order, we instead use a system we call the Integrated Game Sequence.  This functions by each player taking it in turn to move, fire and/or make other actions with any one Company sized Unit of his choice.  Following this the opposing player may make similar actions with one of his units.  The first player may then act with another unit, and so on until all desired units on both sides had their turn to do something.  This completes one full Game Turn.  The key to this system is when a player decides to do something with any particular unit (this is termed as activating the unit), that unit gets to perform all of the action it wishes to do for that turn at that one point and effectively in any order the player wishes.  The unit may move, then fire or conduct any combination of permissible actions.  Once a unit has performed all the actions the player wishes, its Activation Marker is inverted to show that it has used up its activation for that turn.  A unit with an inverted Activation Marker may perform no further actions that Game Turn, except in special circumstances.


At no time is a Unit forced to make any actions, unless it is a result of adverse Confidence Levels.  In the Game Turn, each player may activate all, some or none of his forces.

Pass Activation


A player may elect to pass on an activation (that is to forgo his right to activate a unit, and thus force his opponent to activate two units in a succession) only if at the time he has fewer unactivated units (with face up Activation Markers) than his opponent does.  A player may activate a unit and have it remain in place (such as a unit in hiding).  The player simply turns over the Activation Marker.  This action removes the opportunity for that unit to take any other actions that turn.

A player may not pass on activating a Unit if he has any units that are Broken (BR), Routed (RO), or in Hand-to Hand combat.  He must take the action and conduct the compulsory movement or combat for at least one unit before the other player moves a unit.  The player may move another unit (such as a superior commander attempting to rally the Broken or Routed unit) but must activate a Unit.

First Activation


The player with the smaller number of units on the table has the choice of whether to have the first activation of each turn, or to make his opponent activate first.  This may be altered by mutual decision of the players through an initiative roll or alternating between players in successive turns.

Final Activation


Once one player has activated the last unit he has (or the last he wishes to activate for that turn), the opposing player may activate any remaining units he has, one at a time, until he too has done all he wishes in the turn.


Use of the Integrated Game Sequence ensures the full involvement of all players at all times in the game and requires them to make continual tactical decision about the exact order in which they will activate their individual units.  For instance, if a particular unit is threatened, do you activate it immediately to get it out of trouble (thus doing exactly what your opponent wants you to do) or do you instead activate another unit that may cause him some trouble and him rethink his plans?


Players are encouraged not to think of each Game Turn as a separate period of time, but to think of the alternating sequence of activations as an ongoing, fluid representation of the ebb and flow of the battle.

Turn End Phase


When both (or all) players have conducted the Activations for all desired units, this completes the Game Turn.  The Turn End Phase consists of all inverted Action Markers being turned face up in readiness for the next Game Turn to start, and moving any markers that are currently on the “Inbound Chart”.  If players are recording the elapsed turns of the game using the turn track on the Inbound Chart, move the turn marker.  The players also must conduct Fright Checks if they have had casualties or have Routed Units on the table.

Reinforcements 


If your scenario or campaign has reinforcements arriving on the battlefield this is the time for you to check or bring them onto the table.

Fright Checks


As troops watch their comrades run (and die) they may begin to panic and join in the flight.  If a commander is not careful he may see a small trickle of troops turn into a torrent of frightened troops in a full-fledged rout.


As figures are removed as casualties from the table, place on them on the side and keep count.


During the Turn End Phase after all the marker have been placed face up, conduct a Confidence Test for all units that are within Line of Sight of friendly Routed forces fleeing the fight.

The Threat Level is the ratio of friendly forces in sight (even to the sides or rear of the unit) fleeing plus those figures removed as casualties.  Ignore the effect if the number is less than half the size of the unit in question.  When calculating the odds count each trooper as 1, but each mounted figure as 2.   Thus 10 ordinary troopers observing 4 skirmishers running would not have to check while 10 ordinary troopers observing 5 cavalry running would check at a Threat Level of +1.

Units in a line of battle are less likely to panic if they see stalwart companions standing beside them.  For each friendly unit (not panicked) in Open or Close Order formation adjacent to the testing unit reduce the Threat Level by one.  For each enemy unit within 12” on their flank increase the Threat Level by one.  For each enemy unit within 12” in their rear, increase the Threat Level by two.  Thus a unit in the center of a formation would reduce the threat level by two (one friendly on each side), while a Unit on the end of the line threatened by an enemy unit in its flank would test with no change (increase threat by one for enemy unit in flank, then reduced by one for opposite flank secured).

For Each superior Commander’s Unit that is Routed, increase the Threat Level by two.

Chapter VII: Actions

Available Actions


When a unit is Activated, its Leader is able (in normal circumstances) to perform two actions.  The possible actions are divided into two types: Motivation Actions, which consists of the Leader getting the rest of the troops in the unit to do something (e.g. to move or fire) and Leader Actions which are the Leader himself doing something (such as communicating with another unit, observing, etc.)  The main type of actions is as follows.  Certain actions require dice tests to be rolled successfully before the action is carried out, as noted.

Motivation Actions

Move



No test required.

Move out of Cover*

Reaction test if unit is Shaken or lower confidence.

Fire Missile Weapons

No test required unless firing twice.

Close Assault*

Reaction Test required (requires two actions).

Reorganize Unit*

No test required.

Leader Actions

Communicate


Communications Test required.

Observe


Spotting Test required in some circumstances.

Remove Suppression

Suppression Removal Test required.

Form Detached Element
No test required.

Rally Unit*


Rally Test required 

Reform


Reaction Test required.

Transfer Action

Communication Test normally required

 (unless in direct contact).

Shield Wall


Reaction Test required.  Unit may not move.

Note:  Actions marked with an asterisk (*) may only be attempted once per activation.  Some actions may be performed twice per activation, but require Reaction Tests and may have detrimental effects if they fail (such as missile troops running out of ammunition when firing twice in the same activation).

Communications 


When it is necessary for two units to communicate, the success or failure of the attempt is resolved as follows:

The sender and receiver of the communications must have Line of Sight between them.  Intervening troops (friendly or otherwise) count as blocking unless there is a height difference (such as the leader on a hillside).  Take the poorer of the Leadership Value of the two communicating units (i.e. the numerically higher LV), then roll a die type equivalent to the Quality Level of the unit making the communication attempt (i.e. the “sender” of the communication).  For the communication to be successful, the die score must exceed the worst (i.e. higher number) LV plus one for each 6” of distance beyond the first 6” between the two units.  This roll simulates the noise and confusion of the battlefield and whether the communications is clear or garbled.

Example: If a Regular Battalion Command element with LV1 is trying to communicate with a Green company commander of LV2 13” away, a D8 is rolled (for the Regular status) with a 5 or better needed on the die (must exceed LV of 2 plus distance effect of 2).

If the communication attempt is between two units that are more than one command level apart in the chain of command (e.g. the Brigade Commander communicating with a Company Commander) then reduce the die type used by one for each additional command level between the sender and receiver.

If the communications roll is failed, it is assumed the message either did not get through or was misunderstood (deliberately or otherwise) and the action is wasted.

Communication with units in combat

Units in close combat may not send communications by any means and may not receive any communications except an order to withdraw from a superior.

Direct Communication

If the sender and receiver are within 6” of each other they are deemed to be within direct contact range and may successfully communicate without a die roll.

Courier Communication


The sender of a communication may dispatch a messenger to deliver the communication.  The player writes a short message on a scrap of paper, folds it and writes the destination of the message on the outside.  He then removes a figure from the sending unit’s formation and places the message with the figure.  Following this, every time the parent unit takes a normal action (no reactivations); the dispatch messenger figure is moved directly to the designated recipient at a Combat Move.  Once the message arrives at the designated receiving unit, conduct the communications check, without any effects of range.  The receiving unit must act upon the message as written based on what is observed at the time of reception.  To prevent abuse of this rule, the umpire (or opposing player) will interpret the instruction.

Special Communication


Throughout history communications have improved through technological enhancements and the development of doctrine.  You may adjust the range factor according to the technology in use but will require the use of special troops to support the communication.


Units employing horns or drums may double the range effectiveness and thus increase the TL by one for each 12” beyond the initial 6”.  Horns and drums require the employment of musician troops.


Units employing heliographs or semaphore ignore the range factor as long as there is an unbroken line of sight between the sender and receiver.  Heliographs and semaphore require the employment of signalmen.


Units employing telephones and telegraphs ignore the range factor but the lines must be placed before the scenario begins and are fixed in place.  The employment of telegraphy requires the employment of operators and technicians in a fixed facility.


Other genres may employ special characters and equipment to provide communications.

Transferring Actions


One of the key uses of actually having command elements (e.g. Battalion or Brigade Commanders) present on the table is in certain circumstances they can “transfer” one or both of their own actions (when they are activated as a unit) down their chain of command to a subordinate unit or units.  This allows the subordinate unit to take an “extra” activation in a turn whether or not it has already used up its own activation.


For a superior officer to transfer an activation, he must make a successful Communication action in the same way as normal communications (see above rules).  For example, for a Brigade Commander trying to activate one of his Battalion Commanders the die would be unmodified (this is a “normal” command chain link).  But if he were to attempt to communicate with a Company Commander (thus bypassing the Battalion Commander) he would drop the die type by one for the communications roll.


If the communication action is successful, the subordinate unit may immediately make a full activation (two actions); just as though it was on its own activation turn.  This is carried out before the opponent’s next activation occurs.  It is considered to be a part of the superior commander’s activation.


Note the superior only has to use one of his activations in order to give two full activations, and thus may attempt to communicate with and activate two subordinate units if he wishes (though both must be resolved at the same time).


It is perfectly acceptable for a subordinate unit activated in this manner to in turn transfer his action(s) down to his subordinate units, subject to the same rolls for success.  Thus it is theoretically possible for a Brigade Commander to activate and grant additional actions to four Companies at the same time before an enemy may respond to them.  This is of great use in organizing a final assault or bringing up reserves.  This is exactly the kind of thing commanders are supposed to be used for.  It is one of the quite reasonable benefits of having senior commanders on the battlefield (balancing the tendency of them to become “fire magnets” as soon as they appear).

Reorganization Action


Reorganize is a general action for units in any formation that can encompass a number of minor events.  Basically it involves the leader getting his company back into good order, pulling in stragglers who are out of unit integrity and repositioning men to the best advantage of the unit.  When a reorganize action is used the overall position of the company does not alter.  It is not a “movement action” as such, but individual figures may be moved around short distances in order to restore unit integrity, move individuals to better positions and so on.  Although players should be allowed some reasonable freedom in repositioning figures the center of the formation should not move and the unit should not “creep” in an advantageous direction.  If you want to move the unit, use a move action.  Units in Shield Wall or similar defensive formations may not reorganize without lowering the Shield Wall.  Units in Close Order may move less than ¼ of all figures in a reorganize action.


A Reorganize action may be taken when a unit is suppressed, but only if the unit is currently in some sort of cover (soft or hard).  Units in the open may not reorganize while suppressed.

Shield Wall


Formed troops in Close Order equipped with Large Shields may form a Shield Wall.  To form a Shield Wall the unit must pass a Reaction Test with a threat level of 0.  
Failing the reaction test means the unit does not raise a Shield Wall and the action is wasted.  If the test is passed the unit is marked with a Shield Wall marker and gains the benefits of having a Shield Wall for as long as it does not move.  It may freely carry out all non-movement actions including fire, observe, communicate, etc.


If a unit carries out a Reorganize action with Shield Wall, it must take another reaction test (at the same level as before) to see if it may remain behind a Shield Wall.  Failing this means the Reorganize action happens as normal but the unit loses the Shield Wall marker and its benefits.


When a unit behind a Shield Wall wishes to move, the player has two choices – he may either spend an action to remove the Shield Wall marker (success is automatic in this case), and then move in his next action.  Alternatively, he may attempt to get the unit to move in the same action as he removes the Shield Wall marker.  To do this he must take and pass a Reaction Test at a Threat Level of 2.  Failing this test means the Shield Wall marker remains, and the unit cannot move – that action is lost.  If the test is passed the unit may move as desired, using normal or combat movement to the player’s choice.  The Unit no longer retains the advantages of the Shield Wall.


Units that are behind a Shield Wall are more difficult to hit with direct fire and in Close Combat.  When a unit employing a Shield Wall is fired on with direct fire, treat the Range as being one Range Band Greater than it actually is (so the Target Defense Die will be shifted up one die type).  When attacking a unit employing a Shield Wall in Close Combat, shift the Quality Die type of the attacking unit down by one.  


If the die shifts puts the Target Defense Die over a D12 then casualties are impossible and no suppression effects will be felt.


Shield Walls provide defense only in the direction the unit it facing, which in normal conditions is to the front.  Units that can form a square and successfully raise a Shield Wall gain the defensive protection on all sides.


Specially trained units may move and retain the Shield Wall after it has been formed (see Phalanx and Testudo).

Reform Action


A Reform Action is used to change the facing, formation or integrity of a unit.  Some Reform Actions require a Reaction Test.  If the Reaction test is successful, rearrange the Unit accordingly.  If the Reaction Test is failed, the action is lost.  Units may not conduct a Reform Action while it is suppressed.

Facing

A Unit may change its facing by 90 or 180 degrees without requiring a reaction test.  Cavalry in Close Order Formation may not conduct a face changing.

Unit Integrity

A Unit may decrease its Unit Integrity down from any formation to Skirmish automatically without a reaction test.  A Unit in Close Order may decrease its Unit Integrity down to Open order or Skirmish without testing.  A Unit in Open Order may decrease its Unit Integrity down to Skirmish formation without a test.  

A unit may increase its Unit Integrity by one level (from Skirmish to Open Order, or Open Order to Close Order) by successfully passing a Reaction Test with a Threat Level of 0.

Formation Adjustments

A unit in Open Order may move troops and narrow/widen the formation and lengthen/shorten it to add/subtract one or two additional ranks by successfully passing a reaction test with a threat level of 0.

A unit in Close Order may move troops and narrow/widen the formation and lengthen/shorten it to add/subtract one or two additional ranks by successfully passing a reaction test with a Threat Level of +1.

Specially trained units may move from Open Order to a Close Order Wedge formation by successfully passing a reaction test with a Threat Level of +1.

Rally Action


If a unit is suffering from lowered Confidence, it is possible for a superior command element to attempt to Rally the troops, that is to attempt to boost their morale and restore their Confidence level.  First, the command unit in question must announce it is using an action for Rallying, and indicate the unit it is attempting to rally.  A communication test must then be made (unless in direct contact), with the usual modifications if more than one command level exists between the two units.


If the communication attempt is successful, the Rally test is rolled.


A rally test is similar to a normal Confidence Test, and the unit being rallied rolls the usual die type for its Unit Quality.  The score that must be exceeded is the sum of the Leadership Values of both the unit testing and the Command Unit.  If the score rolled exceeds this total then the Unit’s Confidence rises by one level.


For example: a “Regular 2” unit is currently Broken (BR).  The player attempts to rally it, using the Battalion Commander (a “Veteran 1” unit).  Adding the Leadership Values of both units give 3 and a D8 is rolled as the unit being rallied is of “Regular” quality.  If the number rolled is 4 or higher (thus exceeding the required score), the unit will have its Confidence Level raised to Shaken (SH).

Regrouping


It is possible to combine two (or more) depleted Units into one “new” unit during the game, if a player so wishes.  This is known as Regrouping.


The remaining figures of one unit must be moved (during their activation) in to Unit Integrity distance of the unit with which they wish to regroup.  The latter unit must not have already been activated this turn.   If it has been activated, the regrouping must wait until the next turn.


The Regrouping uses up the activation of the unit being joined, so its Activation Marker is inverted.  It also uses up any remaining action of the unit that has moved into contact.


Once the necessary activations have been expended, the two former units are considered grouped into one new unit.  The new unit has the leadership of the better of the two unit leaders, the Quality of the Larger of the two units (in terms of number of men in each) and an average of the two Confidence Levels (rounded up if necessary).

{Need a lot more work here?}

Detached Element


For most game purposes the basic “unit” or troops is the Company, with all its members operating together.  The Company moves, fires and performs other actions as a cohesive group.  There are certain circumstances, however, where it is necessary to separate a small sub-group (platoon or squad) from the Company and send them off to perform a separate function.  Obvious examples would be to a recon team sent to check on something or missile troops dispatched to take up a supporting or blocking position.  When a Company is divided in this way, the main part of the Company is defined as that which the still contains the Company Commander figure (even if this part is numerically smaller), while the separated group is termed the Detached Element.


A Detached Element is marked with a DET counter as soon as it is moved out of Unit Integrity with its parent unit (if skirmishing) or formation (if in Open or Closed Order).  It takes one action by the unit leader to form a detached element.  If figures are moved out of Unit Integrity without being designated as a Detached Element, then they are simply separated and the unit is disorganized.


Once formed and separate from the parent Company, the element acts as a separate “company” in its own right, with certain limitations:  the Detached Element may only do something when its parent Company activates, and the leader of the parent Company must spend one of his action to activate the element, in the same manner as a superior officer transferring actions down the chain of command (see “Transferring Actions).  When activated in this way, the Detached Element may perform two actions as a normal unit would.


If the main company and the Detached Element are within 6” of each other, then the part containing the Company Commander may activate the Detached Element by simple direct communication (still taking an action to accomplish).  If they are more than 6” apart then a successful Communications roll is required, rolling against the LV of the Unit Leader.


Once a Detached Element moves back into unit integrity with its parent unit, the DET marker is removed and the element once again becomes part of the parent unit.


Note the Detached Element should only be used for specific purposes separate from the actions of the parent unit.  The splitting off of detached elements just to increase the number of actions available to the unit is not permitted.

Forming Square and Refusing the Line


There may be situations where a Unit may need to form either a square or portions of a square to prevent the formation from being outflanked.  To accomplish this the owning player may form detachments in Close Order or Open Order at or near right angles.  The detachments are considered to be in direct communications with the Unit Commander.   Should one of the detachments be charged, it fights as a separate unit with only the figures in the detachment, facing in the same direction, counted for rank bonus, etc.,  but counts the entire parent unit for the purposes of establishing odds for the Threat Level when being charged in Close Assault. 

Suppression


Suppression is normally the result of combat, but it is placed here in this section because of its main relevance is to actions, or rather preventing them.  Suppression is the disruptive effect of combat and other factors on a unit.  It is a measurement of chaos and disorder preventing a unit from accomplishing its mission.  A unit is suppressed when it is fired upon effectively enough for its members to feel in danger of being hit.  Troops cower behind their shields and/or their comrades and are thus inhibited from carrying out actions that would expose them to further risk.  The main effect of suppression in games terms is that it stops a unit from taking most actions until the suppression is lifted.


When a unit is suppressed, place one of the Suppression Markers from the counter by the unit to indicate the effect.


Whenever a unit has had a suppression result inflicted upon it by enemy action (or other causes), and is therefore marked with a Suppressed counter, it may not perform any actions (apart from certain exceptions detailed below).  The suppression counter remains in place until it is successfully removed.  To do this requires the unit to be activated and its leader to expend one action, for which he gets to roll the unit quality die.  If he rolls greater than his own leadership value, the suppression marker is removed and he may use his second action in any way desired.  If the first roll fails, the player may try again with the leader’s second action, but of course this means the unit may do nothing else until the next turn even if the roll is successful.


The main use of suppression is to prevent the target unit from using one or both actions.  You can thus use missile troops to pin down a unit so that it may be attacked in close-assault, or to allow your troops to cross a killing zone.  This is the main source of friction in battle as opposing forces use missile fire and other techniques to prevent their opponents from maneuvering.


Always be aware that good quality troops with decent leadership will find it relatively easy to remove suppression counters.  For this reason we allow Multiple Suppressions as described later.


The only cases in which a Unit may actually do something while suppressed are:

1) The Unit may defend itself if close assaulted but only in Close Combat.  It may not fire at the oncoming assault.

2) The Unit may carry out a Reorganize action, but only if it is currently in some sort of cover.  Units in the open may not reorganize while suppressed.

3) Units equipped with Large Shields may form a Shield Wall.  This takes an action and requires a successful Reaction Test as described under Shield Wall.

4) The Unit Leader may still carry out Observe or Communicate actions while the unit is suppressed.

5) The Unit Leader may attempt to remove a suppression marker by passing a Reaction Test as described above.

Suppression Due to Close Combat


Units may be inflicted with Suppression effects due to Close Combat.  If an attacking unit scores a hit during Close Combat, even if it inflicts no casualties (usually due to armor saves), the defending unit will receive a suppression marker.


There are special weapons (such as pilum) and tactics (such as a wedge) that may inflict additional suppression markers on a unit.

Suppression of Structures


Suppression markers may be placed against structures including fortifications, wagon laagers, etc. if they take fire that would produce a suppression result.  Suppression of structures prevents the occupants from doing anything that involves leaving the protection of the structure.  Troops within a structure may not exit the structure from the side under fire, or from an adjacent side.  They may leave via the opposite side.  To indicate this, place the suppression marker against one wall where the structure is being fired upon.


Suppression markers may be removed by an action by the commander of troops occupying the structure.

Multiple Suppressions


If a unit receives another Suppression result while it already has a suppression counter, it receives another suppression counter.  A unit may have up to three suppression markers at any one time.  A player may fire several times at one enemy unit, with the intention of using missile troops to pin it down for a considerable time while preparing a shock force to charge into Close Assault.

Loss of Weapons Advantage due to Suppression


Suppression represents the chaos and disorder a unit experiences, usually due to enemy missile fire.  This disruption prevents the unit from fully employing long weapons such as thrusting spears and pikes.  For each suppression marker a unit has, reduce its Reach effectiveness (and therefore supporting ranks in combat) by one.  A unit will always be able to fight with at least one rank in combat.

Loss of Integrity Due to Multiple Suppression


Multiple Suppressions have an additional effect.  When a Unit already having three suppression counters would normally receive another suppression marker, reduce the unit’s Integrity level by one instead.  For example, a unit in Close Order with three suppression markers comes under fire and as a result would receive another suppression marker would be reduced to Open Order.  Any further suppression would reduce it further to Skirmish formation unless the leader successfully removes a suppression marker.  The successful removal of suppression markers does not make the unit revert to higher order of Integrity.  A separate Reform Action is required to increase the unit’s Integrity.

Chapter VIII: Confidence and Reaction

Mission Motivation


The concept of Mission Motivation needs some explanation, because it is a key factor in the way Standards of Valor games are played.  It can be considered as part of the morale/confidence system, in that it affects the psychological state of the troops and how they will fight.  It is also something that is not often addressed in miniatures rules of this type, and hence the idea will be unfamiliar to many players.


Mission Motivation is an abstract representation of the importance the troops on the ground place on the success of their particular mission and is rated as Low, Medium, or High.  Effectively it determines at what point a force will change from its primary objective (usually destroying the enemy) to a secondary “survival” objective of getting their own men out safely.  The idea is illustrated in the examples below:

1) A company has been sent out on a regular patrol sweep, with orders to identify and report any signs of enemy activity.  Engagement of any enemy units is at the discretion of the Company Commander.  This is a typical Low Mission Motivation.  The troops are not certain they will make contact with the enemy, and if they do they have no real incentive to make a fight of it.  It is more likely that if enemy forces are discovered the Company Commander will err on the side of caution and withdraw, especially if he starts to take casualties.  It will not be worth the loss of his men when they can simply pull back and let a proper force take care of the enemy for him.

2) Leonidas, three hundred Spartan Hoplites, and their allies stand at the pass of Thermopylae.  This is the only known route for the Persian Empire to invade Greece.   This situation has a High Mission Motivation, as the troops know they must hold on as long as possible to enable the Hellenic League to organize and meet the Persian Army.


In general terms, a Low mission motivation will be one where the troops are unwilling to take what they see as unnecessary risks or to absorb more than a few casualties, because the importance of the mission is not enough to warrant them.  Someone else can mop up later.  A Medium motivation mission would be a “normal” battle, where success is important (because the king says so…) and a certain level of casualties is accepted as the price to be paid, but forces will still withdraw if faced with unreasonable odds.

A High motivation mission is likely to be either a last stand defense as is in the example above, or else a swift strike/infiltration mission where the mission must succeed at whatever cost.  The price of failure would be too high.


In game terms, the function of the Mission Motivation level is to determine under what circumstances the unit will take confidence and reaction tests, and hence how fast (on average) it will lose its confidence levels and thus lose the will to fight on.  For example a Low MM force will test virtually every time anything unpleasant happens to it, a Medium MM unit less often and a High MM force will only have to test under the very worst circumstances.


Note that even a High Mission Motivation will not mean that a unit will automatically fight “to the last man.”  It is simply that casualties and other adverse circumstances will be less likely to make the force abandon its mission.


The level of Mission Motivation to be used for each side in a game should be determined by the scenario, along the lines of the examples given above.  If no specific scenario is written, then use the default values of Medium Mission Motivation for both forces.


Generally, all of one player’s forces will have the same Mission Motivation level for a given scenario, but this need not always be the case.  For example, a small force of good troops (probably Medium or High MM) might be supported by auxiliaries or allies who could be of low MM.  They have their own agenda for survival and will probably fade away into the countryside if things get nasty.

Fatigue Level


In addition to the Mission Motivation of troops involved in the game, the Fatigue Level of the force should be determined before the game starts.  As with MM, this is normally written into the scenario, depending on what is happened to the force prior to the battle.  There are three levels Fatigue Levels: Fresh (troops new to the battle area or just rotated in), Tired (men who have been on the front lines for some days at least, or have had a long period of stressful garrison duty) and Exhausted (those who have been in active combat for several days or weeks, on long forced marches, and/or have been on short rations and supplies).


The effect of Fatigue Level on the game is that Fresh troops start the battle with their Confidence Level at Confident (CO).  Those that are Tired will start off at Steady (ST) and any that are Exhausted will start at Shaken (SH).  Thus the more fatigued the troops are, the quicker they will approach a Broken or Routed state as things start to go bad.  Troops may not be raised above this starting level during the game by rallying.  This is the highest Confidence Level they can attain without rest away from the battlefront.

Confidence Levels


In addition to its Activation Marker, each Unit also has a marker placed by it at all times that indicates its current Confidence Level.  This is the state of the Unit’s morale at any given time, and will fluctuate up or down depending on the Unit’s fortunes during the battle.


The Confidence Level Markers (known as the CL marker) are the gray counters with white letters on them.  There are six different kinds, for the six Confidence Levels in the game:

IN = Inspired.  Morale extremely high, spoiling for a fight. Special condition for only a few select (or foolhardy) troops.

CO = Confident.  Morale high, “ready for anything.”

ST = Steady.  Morale holding, generally still willing to fight.

SH = Shaken.  Distinctly worried and reluctant to take risks.

BR = Broken.  Morale almost gone, no longer willing to fight.

RO = Routed.  Morale shattered and running away.


In general, most units will start a game with a CO (Confident) marker.  However, this is not always the case – a few units might start at ST (Steady).  If the scenario warrants it, there may even be units that start the game at SH (Shaken).  For instance a shaken unit may be one that has been defending an outpost under constant attack for some time with no hope of a relief force.


For a one of game players can mix some ST markers with CO ones (and a very few SH if desired), and draw at random for each unit they have.  Otherwise use the Fatigue Level rules.


A unit’s CL marker may change as the result of a Confidence Test.  Failure to achieve the necessary score in the test will cause the unit’s Confidence to drop by one or two levels.  For example, a Unit with a current CL of ST (Steady) fails a test and drop one level of confidence.  It replaces the ST marker with an SH (Shaken) one.  If the test was failed badly enough for a two level drop all at once, then the unit would drop to BR (Broken).


There are circumstances where the Unit’s CL can actually rise (e.g. a Shaken unit could return to Steady).  These cases are detailed in the rules for Rallying.

Confidence Tests


Confidence Tests are taken immediately following the occurrence of whatever event requires the test to be taken.  For instance, if casualties suffered by a unit require a Confidence Test then it will be resolved then and there, as soon as casualties have been inflicted.  This may well result in a given unit having to take more than one test in a game turn.  This is fully acceptable and may cause the unit to lose several levels of confidence in the turn.  This could occur if more than one enemy unit fires upon a unit in the turn, each firing in different enemy activations.  The effects of a Confidence test are applied immediately.  If a unit that had not used its activation had to take a test due to enemy action and lost a Confidence Levels as a result, it might not be able to carry out whatever action the owning player had intended it to do in its activation for that turn.


A Confidence Test is a simple, quick procedure involving a single die roll, which is made as soon as a Unit is placed in any of the circumstances detailed on the list below.  Note that each circumstance described has a threat level assigned to it, which indicates just how serious the occurrence is to the Unit’s confidence.


When a Confidence test is called for, simply take the Unit’s Leadership Rating (the number on its activation marker) and add this to the Threat Level that applies in this case.  This is the total score that must be exceeded to pass the confidence test safely.


The player then rolls one die, the Die Type being determined by the Quality of the Unit (as indicated by the color of its Activation Marker).  If the roll is higher than the score needed, the test is passed and the unit’s Confidence is not unaffected.  If the roll is equal to or less than the score needed, the unit’s Confidence drops by one level.  If the number rolled is half or less of the required score, then the unit’s Confidence drops by two levels.


For example, a unit has a current CL of ST (Steady).  It is a Regular (“Blue”) unit with Average (“2”) leadership.  It is on a medium motivation mission.  The unit has just taken its first casualty, which requires it to test confidence with a threat level of +2.  Adding the Leadership to the Threat Level give a total of 4.  As it is a Regular unit, the player rolls a D8.  If he is lucky enough to roll a 5 or greater then the units Confidence will remain unchanged at ST.  If he rolls a 3 or 4, the units CL would drop by one level to SH (Shaken).  If he was very unlucky and rolled a 1 or 2, this would be less than half the required score of 4 and the CL would drop by two levels to BR (Broken).

Threat Level Table for Confidence Tests


There are some Threat Levels in this table that are cumulative, and some that are not.  If the table gives just a number (e.g. 2), then that is the basic threat level – use just the highest one of these that applies to the unit at any given point.  If the threat level is noted a “+” number (e.g. +2), then this is a cumulative modifier.  Any “+” threat levels should be added to the basic threat level to get the final level.

	
	Mission Motivation

	Circumstances for taking test
	Low
	Medium
	High 

	First time unit is suppressed by fire
	2
	1
	NTR

	First time unit is suppressed by gunpowder fire
	3
	2
	1

	Unit takes casualties from fire
	2
	1
	NTR

	Unit takes more casualties in one attack than it has surviving members afterwards
	4
	3
	1

	Unit leader becomes a casualty
	4
	3
	2

	Unit is under Artillery attack
	+2
	+1
	+0

	For each currently Untreated Casualty in unit
	+1
	+0
	+0


NTR = No Test Required.


There will be times when cumulative Threat Levels render it impossible for a unit to pass a Confidence Test.  For example if a green unit (rolling a D6) ends up with a total Threat Level of 6, or more; this is quite acceptable in game terms, as it indicates a situation so bad that some drop in confidence is unavoidable.  In such cases the test roll should still be made as it is necessary to check whether the unit loses just one level of confidence or two (by rolling less than half the required number).

Results of Reduced Confidence Levels


As a unit drops in Confidence, it may become reluctant to do things that are obviously dangerous.  As the degradation of Confidence becomes more severe, so do the restrictions on what a unit may do.


At Inspired (IN), a unit may make any actions that are normally available, but must attempt to Close Assault any enemy unit that is within charging range.  Only special units (such as religious zealots) lead by an inspiring leader may start the game with an IN Confidence Level.  If as a result of a Confidence Test, the unit drops in confidence to CO or below, it may not rise again to IN.  The highest it can possibly be raised is CO.


Once an Inspired unit loses a level of confidence it is no longer require to charge enemy units unless caused by other factors (e.g. Impetuous or compulsory target).


At Confident (CO) or Steady (ST), a unit may make any actions that are normally available to it.


At Shaken (SH), a unit may not leave cover (terrain or friendly troops) and move into the open or advance towards a located enemy, unless is passes a Reaction Test.  It becomes difficult (though not impossible) to get the unit to Close Assault the enemy.


At Broken (BR), a unit in the open must move to the nearest cover of terrain or friendly troops (but must not move closer to any located enemy while doing so).  Broken units may not leave cover except to withdraw further from all located enemies, and will only fire on enemy units that have fired on them.  Broken units may only assume a skirmish formation as each member prepares to run and save himself.  If Close Assaulted, they will immediately drop to Routed.


At Routed (RO), a unit is effectively no longer capable of fighting.  It must withdraw towards its own baseline and will not fire at anything.  If there are enemy units within 12” and the unit cannot withdraw without moving closer to a located enemy, it will surrender.


Note that all the above effects are cumulative (i.e. a unit at Broken suffers all the restrictions of being Shaken as well).

Reaction Tests


A Reaction Test is in most ways similar to the Confidence Test, except that failing the test does not actually reduce the Unit’s CL.  The Reaction Test is taken whenever a unit is ordered to do something that its troops may or may not have the nerve to carry out.  Such as entering into Close Assault with enemy troops, or leaving cover while under the threat of enemy fire.  Reaction test circumstances (as described in the table) are assigned Threat Levels in the same manner as for Confidence Tests, and the test is taken in exactly the same manner.


If the die roll exceeds the required score, then the unit will carry out whatever action forced the test to be made.  If the die roll is equal to or less than the required score, the troops will not carry out the action.  They have decided it is much safer to continue to skulk in cover or behind a Shield Wall and pretend they did not hear the order to advance…  No change is made to the CL marker however, and the unit may again be ordered to carry out the same action next turn (in which case they have to test again, and may pass or fail in the same way).  If a unit fails a reaction test to carry out its first action of the activation, then that action is lost.  The player may not change to another action instead, but must move on to the Unit’s second action.  This second action may not be an attempt to repeat the failed test, but must be a different action.  The failed action may not be re-attempted until the following turn.

The only exception to this is additional test to remove a suppression marker.  Players may repeat an attempt to remove a suppression marker with their second action, whether or not they succeed with the first.

Example: A Shaken unit tries to leave cover in its first action, but fails its Reaction Test.  For the second action the player may not attempt to get the unit to leave cover again, but may do something else (e.g. fire).  In the next turn, he may once again attempt to motivate the unit to leave cover.

Threat Level Table for Reaction Tests

	Unit attempts to go In Position in open
	2

	Unit attempts to go In Position in cover
	0

	Unit attempts to form a shield wall
	0

	Unit attempts to move without removing IP or Shield Wall (must be in Close Order)
	2

	Shaken Unit attempts to leave cover and advance
	2



Reaction Tests are also used in Close Assault.  For details refer to the Close Assault rules.


Note that Mission Motivation (MM) does not affect the Threat Level for Reaction Tests as it does for Confidence Tests.


Umpires (and players in agreement) should feel free to use Reaction Tests in other circumstances as they see fit.  Those given above should be considered examples and used as guidelines when setting threat levels for other tests.

Panic


Panic is a special reaction that affects only lower quality troops, and represents their tendency to “freeze” when they first make contact with the enemy.


Inspired (IN) Troops of any quality never have to test for panic unless they have lost their IN Confidence Level and have dropped to Steady (ST) or below before encountering the cause of panic.


Untrained units must test for Panic the first time they come into line of sight of any enemy unit in the game.


Green unit test for panic the first time they are fired on by an enemy unit in the game, or the first time they see any unit of enemy Heavy Cavalry or Heavy Infantry.


Regular units only need to test for panic the first time they are attacked by an enemy unit that provokes a Terror reaction.


Veteran and better troops never need to test for panic.


To test for a Panic reaction, roll a Reaction Test at a threat level of 0 (so the unit just needs to exceed their unmodified LV to pass).  If this test is failed, the unit panics -mark it with a panic counter.


While it is panicking, the unit may do nothing – not even the actions that would normally carry out when suppressed.  To attempt to remove the Panic marker, the unit leader must spend two actions (his whole next activation), and pass a reaction test at TL 0.  Each time a unit tries to remove a panic marker and fails, if they roll a one then they also lose one level of confidence.


Once a unit has tested once for Panic and passed, or else has panicked but the Panic marker has been successfully removed, the unit is no longer at risk of panic for the rest of the game.  It has got over the shock of first contact.


Note that the Panic markers are also used in the reaction of Independent Figures, but in this case the rules and the results are different.

Chapter IX: Movement

Moving Units


When a unit in Skirmish formation moves, the whole group of figures representing the unit is moved the relevant distance.  Players should not get too picky about exactly how far an individual figure is moved within the group moves, as long as the overall unit is seen to move the required distance.  In general, it is suggested the front most figure of the group is move the measured distance, the other figures moved up “by eye” to roughly their relevant positions.


When a unit in Open Order or Close order formation moves, the whole group of figures moves as a block retaining their original positional relationship and generally travels forward in the direction they are facing.  Players may find it convenient to mount formations on movement trays and move the whole group together.  Otherwise, move a unique figure such as the standard bearer the required distance and then move the remaining figures into place around him.

Movement


When activated, a unit may use one or both of its actions in order to Move.  There are two types of Move actions: Normal Movement and Combat Movement.

Normal Movement


In normal movement the unit may move up to its base mobility in inches for each action spent (e.g. a unit with base mobility of D6 will move 6”). A unit may use both its activations to move if desired, thus moving up to twice its base mobility.


No die roll is required for normal movement, unless a Reaction Test is called for (e.g. if a Shaken unit is trying to leave cover and advance) in which case the test must be passed before the movement can be made.

Combat Movement


A unit will use Combat Movement when it is trying to cover dangerous ground in short dashes.  For each action of Combat Movement, roll the die type equivalent to the unit’s base mobility (e.g. if the base mobility is 6, roll a D6) and double the die score.   The result is the distance in inches the unit moves.


When using Combat Movement, the player must state the direction of proposed movement before rolling the die, along with the required endpoint for the movement (e.g. if the unit running for a point of cover, the player would indicate the cover as the destination for the movement).  The die is then rolled, and if the score is enough for the unit to reach its indicated destination, then it does so safely and then may stop.  If the die roll turns out to be insufficient for the desired destination, the player must move the unit the full distance of the die roll in the indicated direction.  If this means that the unit ends its activation stuck out in the open, then this is exactly what happens.  The unit is caught mid dash and may be fired upon as a target in the open until its next activation gives it a chance to make it into cover.  This gives an element of risk to balance the advantage of the increased movement that may be gained from a good die roll.  If the unit is using both its actions for Combat Movement, each action is taken separately and the die is rolled once for each action.


For example, a Company of normal troops (base mobility of 6) attempts to dash 15” across an open space into some cover, using both its actions.  For the first action the player nominates the scrub as his final destination and rolls a D6, scoring a 4.  This doubles to 8 and the unit moves 8”.  For the second action the player is lucky and rolls a 6 for 12” of movement.  The unit easily covers the remaining 7” and reaches the scrub safely.  If the player had been less lucky and rolled a 3 or less for his second action, the unit would have had to move less than 6” and ended its turn stuck out in the open mid turn, still short of safety.

Base Mobility Distances

Heavy Infantry

4”
Combat Movement D4*2

Regular Infantry

6”
Combat Movement D6*2

Light Infantry


8”
Combat Movement D8*2

Heavy Calvary

10”
Combat Movement D10*2

Light Calvary


12”
Combat Movement D12*2

Elephants


8”
Combat Movement D8*2

Heavy Chariots

10”
Combat Movement D10*2

Light Chariots


12”
Combat Movement D12*2

Wagons


8”
Combat Movement D8*2

Terrain Modifications to Base Mobility


The base mobility factors assume movement over clear, relatively unimpeding terrain.  Certain types of terrain features will slow down movement considerably according to the type of troops which are attempting to move through it.  Different troop (both type and formations) have different definitions of what constitutes poor or difficult going, as explained in the Terrain Types section, but when these circumstances apply the following movement costs are used:

Clear Terrain

Costs 1” worth of Movement to actually move figure 1”.

Poor Terrain

Costs 2” worth of Movement to actually move figure 1”.

Difficult Terrain

Costs 3” worth of Movement to actually move figure 1”.

Impassable Terrain

Cannot be traversed by that troop type.

Terrain Types and Effects

The list given here details a wide range of typical terrain that would be found on a battlefield.  There are notes in the appendices for those players who wish to set their games in more exotic environments.

Roads: undamaged, solid roads and highways; includes dirt tracks if they are stable and in good condition.

Open: flat desert, plains, grasslands, etc. with only minimal obstacle bushes, trees, and rocks.  Provides good, firm going

Light Scrub: rougher grassland, tundra, etc. dotted with occasional bushes trees and rocks.

Rough/Broken: rocks, gullies, thick scrub, etc. making the going tricky for most vehicles and slowing foot movement.

Cultivated: farming land includes ploughed fields, paddy fields and similar plantations.  It is quite difficult to cross quickly on foot or by vehicle.

Slopes: Moderate hills and rolling terrain.

Swamp: areas of boggy or unstable ground, can include bayous, soft sand, deep snow, etc.

Open Water: wide rivers, estuaries, lakes and calm coastal waters.  Rivers count as Open Water if they are defined as being wide and deep enough to be easily navigable to waterborne craft.

Rivers and Streams:  narrower & shallower watercourses that provide obstacles (usually due to steep banks) but are not wide enough for effective navigation.

Light/Open Woods: fairly sparse forest or woodland, with trees well spaced and not too much undergrowth to hinder movement.

Dense Woods/Jungle:  thick forest or tropical/subtropical jungle, with very dense undergrowth.  Trees are closely packed, very difficult going even for men on foot.

Terrain Effects on Mobility


Having defined what each type of terrain is, we can now combine that with the different mobility types and show exactly how the various types of elements are affected by the terrain they cross:

Skirmishing Infantry

Clear = Open, Light Scrub, Slopes, Roads

Poor = Rough, Cultivated, Swamp, all woods

Difficult = River/Streams (crossing only)

Impassible = Open Water (unless embarked on boats, then counted as poor)

Open Order Infantry

Clear = Open, Slopes, Roads

Poor = Light Scrub, Cultivated, Swamp, 

Difficult = Rough, Light Woods, River/Streams (crossing only)

Impassible = Dense Woods, Open Water 

Close Order Infantry

Clear = Open, Slopes, Roads

Poor = Light Scrub, 

Difficult = Cultivated, Swamp, 

Impassible = Rough, all Woods, River/Streams, Open Water

Skirmishing Cavalry

Clear = Open, Light Scrub, Slopes, Roads

Poor = Rough, Cultivated, Swamp, all woods

Difficult = River/Streams (crossing only)

Impassible = Open Water (unless embarked on boats, then counted as poor)

Open Order Cavalry

Clear = Open, Slopes, Roads, Light Scrub

Poor = Cultivated, Swamp, 

Difficult = Rough, Light Woods, River/Streams (crossing only)

Impassible = Dense Woods, Open Water 

Close Order Cavalry

Clear = Open, Slopes, Roads

Poor = Light Scrub, 

Difficult = Cultivated, Swamp, 

Impassible = Rough, all Woods, River/Streams, Open Water

Light Chariots
Clear = Roads, Open

Poor = Light Scrub, Cultivated, Slopes

Difficult = Rough, Swamp, Rivers/Streams (crossing only)

Impassible = all Woods, Open Water

Heavy Chariots & Wagons

Clear = Roads, Open

Poor = Slopes

Difficult = Light Scrub, Cultivated, Rivers/Streams (crossing only at designated fords)

Impassible = Rough, Swamp, all Woods, Open Water (settler wagons may float as difficult)

Elephants

Clear = Roads, Open, Light Scrub, Slopes

Poor = Rough, Cultivated

Difficult = Open Woods, Swamp, Rivers/Streams, Open Water (no crews).

Impassible = Dense Woods

Formation Maneuvers


Units in skirmish formation are in a loose grouping and therefore are very flexible in their movement.  The wide distance between figures provides them with lost of flexibility of movement, but little mutual support in combat.


Units in Open Order formation maintain a closer formation and provide each other with some mutual support while maintaining some distance between troopers.  This formation is less flexible than Skirmish, but more flexible than Close Order.  This loss of flexibility makes it not only more difficult to move through terrain (as noted in the Terrain Effects) but to move the entire group.


Units in Close Order formation maintain a very close formation.  This formation provides not only mutual support in combat but enable those with Large Shields to lock them together and form a shield wall.  This concentration of combat power comes with a price; it makes the whole formation harder to maneuver.


For each activation devoted to movement the following formation movements can be made.  In many cases a Reaction Test is required to conduct the movement.  The player conducting the movement must declare the maneuver before hand and the direction (e.g. for a Turn the direction, right or left) and execute the Reaction Test.  If the Reaction Test is passed, move the figure stand accordingly and then complete the distance to be traveled.  If the Reaction Test does not succeed (i.e. the player rolled equal to or less than the TL + LV), move the unit half way through the maneuver and stop.  The remainder of the action is lost.  If the Reaction Test is a major failure (roll is half or less than the TL+LV), move the unit half way through the maneuver, stop and reduce the Unit’s Integrity by one (Close Order becomes Open Order, Open Order becomes Skirmish) [Is this too harsh?  I’ve done close order drill and I know how bad it can get if done poorly…]


These maneuvers can be conducted in conjunction with a combat move but risk not moving far enough to complete the maneuver.

Facing


Each trooper changes his facing at either 90 degrees or 180 degrees.  Infantry may conduct a facing maneuver in any level of Unit Integrity.  Cavalry may only conduct a facing maneuver if in Open Order or Skirmish formation.  No reaction test required.

Forward March

Unit moves straight ahead.  No Reaction Test Required.

Column Left/Right

Also known as a corpen or wheel. The front man in each rank turns at a specified spot and each man behind follows him in turn.  The inside man turns directly to the new direction being traveled with each row towards the outside traveling the greater distance to maintain the front line.

In a Column Left/Right the Unit’s front moves Left/Right 45 or 90 degrees with the remainder of the formation following behind.  Distance traveled is equal to the distance the outside front figure moves when pivoted off the inside front figure.  If conducting a combat move in combination with this maneuver and the die roll is less than the distance required to complete the maneuver, stop the Unit when the outside figure moves the total distance rolled.  The Threat Level for a Column Left/Right is 0 for Close Order and Open Order formations.

Left/Right Oblique

In this case each and every trooper, not just the front, turns left or right 45 degrees and moves in that direction for the distance specified and then returns to face the original direction.  This allows the formation to move forward at a diagonal and remain facing the same direction.  Units in Phalanx or Testudo may not execute the Oblique maneuver; they must lower their shields prior to execution.  The Threat Level for an Oblique maneuver is +1 for Open Order formations and +2 for Close Order formations.


Counter-Column March

This is perhaps one of the most difficult maneuvers to execute and may only be done by troops in Open Order.  In a Counter Column March the formation changes direction of travel by 180 degrees.  Each row of troops marches forward and around to the opposite side of the formation, folding the formation in on itself and passing in between the oncoming troops to eventually exit on the opposite side.  The advantage of this maneuver is the formation retains the same troops in the exact position but having reversed the direction of travel.  This maneuver may not be combined with combat movement. 


The Threat level for a Counter-Column March is +2 for Open Order Formations.

Caracole
The Caracole is a derivation of the Counter Column March and is used by missile troops on horseback for devastating effect.  Each rider arrives at the front, fires at the enemy, and turns inward on the formation.  This enables every rider the opportunity to fire and then withdraw in formation away from the enemy.  To execute a Caracole, the player uses both actions for the activation.  The unit is considered to have moved up, fired, and reversed direction.  If the player successfully rolls the Reaction Test, simply reverse the direction of the formation.  The player is considered to have fired each figure from a position that is half the Unit’s Movement Rate closer to the target.  If the player fails the roll the unit is left in skirmish formation and moved half the distance closer to the target, and the fire is automatically considered ineffective.  Conducting a Caracole takes up two actions.

The Threat level for a Caracole is +2 for Open Order Formations

Movement Through Formations


Units may not move into Unit Integrity or through enemy formations unless charging to engage in Hand to Hand Combat.

Friendly Units in Skirmish formation may pass through each other or friendly Units in Open Order formation, but must end their movement without figures inside each other’s Unit Integrity.  Units must move around friendly units in Close Order formation.

Fleeing units are counted as being in Skirmish formation.  Fleeing units moving through a friendly unit will potentially cause a panic.  A unit with fleeing forces passing through its Unit Integrity must take a Confidence Test with a threat level equal to the ratio of fleeing figures to figures in the standing unit (cavalry count double for both).

If a fleeing unit moves its full movement in an activation and remains inside the Unit Integrity of another friendly unit, move the remaining figures of the fleeing unit the distance required to take it out of the Unit Integrity of the standing unit.

Transportation of Troops


Some vehicles (such as wagons, boats, ships) are specifically built for transportation of infantry.  They may carry a number of troopers based on their size used in their design.  For each size class a vehicle is it may carry 5 infantry members or two cavalry.


Embarking or disembarking troops from a vehicle takes a Move action.  When disembarking, infantry figures are placed in a skirmish formation within 6” of the debarkation point (back of covered wagon, side of open wagon, gangway of ship).  Troops must be within 6” to embark a vehicle.  The limit for the number of figures who may enter and depart the vehicle is based on how many can fit into the area within 6” of the departure point.


Squadrons of Vehicles are considered separate Units and have their own Activation Marker, etc.  Large Vehicles such as ships are each considered Units on their own.

Travel Movement


Travel Movement is a special movement action, which may be made in place of normal or combat movement, but only when the unit is not expected to be engaged in combat or be fired upon.  Travel movement is used when a Unit is expected to move quickly, but at the cost of losing its immediate combat readiness.  The men will be marching with weapons shouldered or packed.


To conduct Travel Movement a Unit must be formed into a column either one or two man wide and in Open Order distance.  In this mode the Unit may not use any other actions than movement.  For each action spent on movement, the unit moves double its base mobility in inches.  If it uses both actions it will actually move four times its base movement.


It takes one action to form up a unit in Column formation, and one action to revert to Skirmish formation.  These are considered Reorganization actions.  A Unit may perform a Reform action to change the formation (for example to widen the formation or conduct a facing change).


If a unit is fired upon in travel mode, they are considered in Close Order for range determination.  Any unit fired upon while in travel mode automatically receives a suppression marker, regardless of the fire results.  After removing the suppression marker they still must use a Reorganization or Reform action to get back into a combat ready state.


If a unit is charged while in Travel Mode, it must take a Confidence Test like normal but will automatically withdraw and break into a skirmish formation regardless of the results.  Any losses of Confidence due to the test apply.

Chapter X: Observation and Hidden Units

Hidden Units


When playing an Attack/Defense game or an ambush scenario (or any other that warrants it), a defending player may elect to deploy some of his forces in concealed positions.  Such units are not placed on the table during the deployment phase, but are instead represented by “Hidden Unit” markers placed face down on the position occupied by the actual unit.  The Hidden Unit markers (use the green counters marked with single letters) may be supplemented by a number of dummy markers.  We suggest 1D6 dummy markers for every three to four real units.


One “real” marker is used per Unit that starts the game in concealment, and must be placed in positions in which the elements could be concealed from enemy reconnaissance (such as the edges of woods, within groups of buildings, in bushes or scrub, etc.).  The placement of the marker represents the approximate center of the Unit’s actual deployment area.  When the figures are placed on the table they should be suitably spaced around the markers location, within the limits of Unit Integrity or in their deployed position.  Any Dummy markers are also placed in suitable locations to confuse the attacking player.


During the deployment phase, the player will write down which of his units is represented by which letter counter.


Hidden Unit markers are revealed and replaced by the actual units they represent in the following circumstances:

1) When the owning player first wishes to activate that unit.

2) The first time an opposing unit obtains a clear line of sight to the marker if it is in the open.

3) When an enemy unit makes a successful spotting action on a marker that is in line of sight but concealed.  Dummy markers are removed from play when thus revealed, while the models replace “real” markers they represent.

Note that inverted counters can be used to represent mines, booby-traps, etc.  These are not automatically revealed when in line of sight.  There are specific rules for these below.

Units in Open or Closed Order formations may not be concealed, though they may start the game hidden.  If you wish to conceal a large Unit in terrain (such as a village) they must start in Skirmish formation and close up as their first action.

Generally, units may not enter a “hidden” state while the game is in progress, with the important exception of concealed characters, who may go into hidden positions using their own special rules.  Rules for semi-double blind games are provided in Appendices. 

Spotting Hidden Units


A Leader (at any Command Level) may use an action to Observe in an attempt to identify an “unknown” inverted counter.  To resolve this, an opposed roll is made:  the “target” (the player owning the counter being observed) rolls a die type depending on distance from the observer to the counter.  Starting with a D4, go up one die type for every 12” of distance, the die rises one additional die type if the target is in soft cover, or two types if in hard cover.  If the target is also “In Position”, raise the die one more type.


The observer rolls two dice, one is his quality die, and the second is whatever die type is either a D4 for the naked eye or a D6 if he is employing a spyglass or pair of binoculars.


If both the observer’s rolls are less than or equal to the score of the target’s, then he has failed to identify it and the counter remains in place, still inverted.  If one of the observer’s rolls exceeds the Target’s then the owning player checks to see what kind of counter it is (without revealing it at this stage).   If it is a Unit he flips the counter over to show that there is something there.  He does not actually place the miniatures on the table.  If the counter is a concealed character, mine, booby-trap or dummy, it is left inverted and the observer knows only that there is not actually a troop Unit present.


Should the observer beat the target’s score with both of his dice, then if the counter represents a Unit or concealed character it is revealed and the actual figures placed on the table.  Dummy counters are removed from play.  Mines and booby-trap counters are left inverted unless the observer is within 6” of them, in which case they are flipped face up.

Firing at Unlocated Targets


A Unit may, if wished, fire on any inverted counter that is within line of fire.  This simulates attempts to suppress troops that might or might not be there, allowing for speculative fire and “reconnaissance by fire.”  Fire is calculated exactly as normal, with the following provisions:


The “target” rolls a range die as normal (this is calculated by the firing unit’s quality or weapons type), modified by cover if appropriate (e.g. if the inverted counter was hidden in some soft cover, he would increase the range die type by one).


No casualties can result from speculative fire against unidentified counters.  There is no effect from the fire unless the firer manages to beat the target’s best roll with two dice or more.  If he is successful in this, then if the counter represents an actual Unit it is flipped over but the figures are not placed on the table.  Noise and movement have revealed the presence of troops when they came under fire, but their strength and type is uncertain.  The unit thus revealed also receives a suppressed marker.

Chapter XI: Characters

Independent Figures


There are some special cases where certain figures do not operate as part of a unit, but as single “independent” figures.  These are special characters who can be almost any type of person, military or otherwise.  They can be introduced into a scenario as a bit of added background interest or may be a carry over from another game.  These could be scouts, assassins, champions, and in unique circumstances (particularly after the invention of rifles) snipers.  Special Characters will be out of the ordinary types, normally the sort that could be regarded as heroes.  Standards of Valor is a game of military unit tactics rather than individual heroics.  We do not recommend the extensive use of special characters as they can distort the game 


Independent Figures must each have an Activation Marker like that of a normal unit, but do not require a confidence marker.  The color of the Activation Marker still represents the character’s quality, and the leadership number is his self-discipline and motivation – how good he is at getting the job done in the face of personal danger.  Thus for example a “Green 1” counter on a character would indicate a newly trained but highly motivated individual while a “Veteran 2” would be a man with plenty of combat experience, but not so inclined to take risks.


An Independent Figure may be Activated at any time in the game sequence, in the same way as activating an unit in play.  Like any unit, they get the chance to conduct two actions during their activation, and most of the standard actions available will apply to them.


Special Characters may act like leaders if they are written into the scenario as such (Joan of Arc would be able to lead troops and make them do as she wishes, especially when leading them personally).


Independent Figures may be joined to any Company, simply by moving them within Unit Integrity distance of the Company they are joining.  Similarly they may separate off from the Company they are accompanying at any time by moving away from it.  When an Independent Figure is accompanying a Unit it is treated as a member of that Unit in some respects, but may still be activated separately and carry out its own actions if desired.  Each turn the player may choose whether to have the figure share the actions of the Unit or perform its own actions.  An Independent Figure with leadership abilities may act like a “senior officer”, transferring his own actions to the squad and thus allowing them to do more than they would normally be capable of in one turn.


[More on this subject later]

Firing at Independent Figures


When an Independent Figure is accompanying a squad, it is treated as a member of the squad for incoming fire purposes.


If an Independent Figure is on its own, not joined to any Unit, it may be fired on under the normal rules as if it were a unit in its own right.  The normal fire procedures apply, but the Target Die is shifted up twice to reflect the difficulty of hitting a single man rather than a group of troops.  Thus if the Independent Figure is over one range band from the firers (and in the open), the range die would normally be a D6 but is shifted up to a D10 as the target is a single figure, if he was in soft cover it would rise to a D12.  If the ranges were any greater or the target was in Hard Cover, the shot would be impossible.


Independent Figures may go “in position” using the usual rules, which gives them the usual extra die shift.


If an Independent Figure is on his own and hit by missile fire, apply all of the hits normally.  Some Independent Figures may be able to take more than one hit.


Independent Figures may be suppressed like any other troops, and need to make the usual roll (against their own leadership number) to remove the suppression.

Independent Figures caught in an explosive burst are diced for like any other figure – they get no special die shifts in this case.

Reaction of Independent Figures


Independent Figures take Reaction tests like any other unit does, with the same threat modifications and the same results.


Confidence Tests are also taken in the normal way, but because Independent Figures do not have Confidence Level markers, they use a different method or reacting to the results.  When an event occurs that would require the figure to take a Confidence Test, roll as for any other unit (using the Independent Figure’s Leadership Rating as the number to beat plus any modifiers as appropriate).  If the figure fails the test, instead of the usual drop in confidence, it is given a Suppression marker.   If the figure has a Major Failure (a result that would normally drop two confidence levels in a normal Unit) then give the Independent Figure a Panic marker.  An Independent Figure with a Panic Marker suffers the same effects as if suppressed, and must roll to remove it as if it were a suppression marker, but if the owning player rolls a one when attempting this, then the Independent Figure’s nerve will go completely and the figure is permanently removed from play.


Independent Figures must attempt to remove any Panic markers before removing any suppression markers.

Concealed Characters


Some Special Character, a type of Independent Figure, may have the ability to conduct Concealed Movement.  When a character is concealed the owning player replaces the character with a an inverted Hidden Unit marker and places two dummy markers face down in suitable covered positions within 6 “ of the Hidden Unit marker.  During his activation, the Concealed Character may use one action to exchange his position with one of the dummy counters.  To attempt this undetected, the player rolls the Concealed Character’s Quality die.  If the score exceeds the Concealed Character’s Leadership rating, he has successfully managed to change positions without being spotted – his own counter is swapped with the dummy counters and remains inverted.  If the Concealed Character fails to exceed his leadership, he is spotted while changing positions and his figure is placed on the table in its new location, assuming an enemy Unit is in suitable line of sight to observe him.

Going into Hiding


If a Concealed Character wishes to go from being located (figure on the table) to concealed (figure removed from table and replaced by counter) during the course of a game, he may attempt to do so by using one action and rolling his Quality Die as for changing position.  The Concealed Character must, at that time be in a suitable position (some sort of cover).  If an enemy Unit has line of sight to the character, a Threat Level of +2 is applied to the test; so the Concealed Character must exceed his Leadership +2 in order to successfully go into hiding.  Provided he succeeds in this roll, the figure is removed and three markers are placed on the table, all in covered positions and each not more than 6” from where the figure was.  One of the markers is the Hidden Unit marker and the other two are dummy markers.

Snipers


The first recorded use of Snipers occurred in the 16th century, after the invention of rifles.  Mythical figures such as Robin Hood, ninja, shinobi, or others could be considered snipers as dictated by the genre of your game.  Snipers are a special type of Concealed Character who can be very deadly on the battlefield as their role is to pick off the most important individuals in the enemy force, the leadership.  They are very effective in SofV, so we recommend that their use be carefully limited in most scenarios to avoid unbalancing the game.  If your force includes a sniper or two, their correct use can be crucial to the success of your mission.


Snipers may be attached to ordinary Units, in which case they move and act with the Unit as any other trooper.  If they fire, they are considered as any other trooper in the Unit.  They may either add their weapon count to the rest of the Unit, or take a separate action to fire on their own.  If a sniper fires as part of the Unit, he may not choose the target.  If he fires on a separate action, he may use the sniper fire rules below.


It is when they split off from the main force and operate independently, however, that snipers become truly effective.

Sniper Fire


When a sniper fires, the shot is resolved in a similar way to the normal firing process for a heavy weapon.  But with a few variations:  the target player rolls a range die as usual, calculated from the sniper’s range band (shifted upwards as usual for cover or in position status).  If the sniper is using a telescopic sight, then double the range band.


The sniper himself rolls two dice, his quality die and the FP die relevant to the particular type of sniper weapons.  Even if he fails with both dice, the effect is still a suppression on the target due to the psychological effect of incoming fire from an unknown source.  Success with one die means the sniper has hit one member of the Company, but has failed to strike a key figure.  Success with both dice means the sniper has picked out his target correctly and hit him – the sniping player gets to choose which figure in the Unit the sniper has struck.  Any figure hit will still have to check for wounds/kill using the Impact versus Armor roll.


If the Sniper rolls a 1 on his Quality die, he has given his position away as he fired, and his miniature is placed on the table.

Chapter XII: Weapons and Equipment

Personal Armor


Soldiers throughout history have employed varied degrees of personal armor protection.  This armor can range from partial light armor (a combat helmet and some light cloth armor) all the way up to Super Heavy armor such as that employed on a Cataphract or Heavy Knight.


When creating a unit, determine the type of armor based on the figure.  Figures in a Unit are considered to have the same armor protection.  If you have a unit with mixed levels of armor, use the average armor rating.  If the Unit is a Composite Formation, use the armor rating the majority of the figures on the face of the Unit being engaged by fire or in combat. 


Each type of armor protection is assigned an Armor Die Type, which determines how well it protects its wearer from injury – these are listed in the table below.  This is the die type rolled whenever you have to conduct an armor check and is normally used against the weapons Impact Die.  The use of large shields may be considered in the determination of armor rating, but is primarily used for determination of the Unit’s ability to employ a Shield Wall.


Note the wearing of no armor count as an Armor Die of D4.  In rare cases a particularly tough unit or character may have a base defense die of D6 instead of D4.

Armor Table

Type of Armor Worn

Armor Die

None




D4

Light




D6

Medium



D8

Heavy




D10

Super Heavy



D12

Missile Weapons


Missile weapons are employed in Fire actions.  Missile Weapons are characterized in three ways: Range Band Modifier (RBM), Fire Power (FP) and Impact (Imp).

Range Band Modifier (RBM) determines the values used for the Range Band when employing the weapon.  The unmodified Range Band for any weapon is the base Quality Die of the unit employing it.  For Example a Regular Unit employing a Missile Weapon has an unmodified Range Band of 8”, while an Elite Unit would have an unmodified Range Band of 12”.  The Range Band Modifier is multiplied by the Unit Quality Die to determine the Range Band of the weapon.  So a Javelin in the hands of a Regular Unit has a Range Band of 2” or 3” in the hands of an Elite Unit.  A Short Bow in the hands of a Regular Unit would have a Range Band of 4” or 6” in the hands of an Elite Unit.

Fire Power (FP) is a measurement of the rate of accurate fire the weapon may lay down on a target.  Fire Power is used in resolving the number of effective hits on a target in Fire Combat.  FP Die is used in heroic combat.

Impact Value (Imp) is the penetration/lethality effect of being hit by the weapon and is used in comparison to the Armor Value for determining the final effect on the target(s).

Missile Weapons Table

Weapons Type
RBM
FP
FP Die
IMP
Cost
Notes

Sling


1
1
D8
D4
12

Javelin


1/4
1
D8
D4
4
No penalty if unit moved

Throwing Spear
1/8
1
D8
D6
2 
No penalty if unit moved

Pilum


1/8
1
D8
D8
6

Short Bow

1/2
1
D8
D6
7

Long Bow

1
1
D8
D6
14

Crossbow

3/4
0.5
D4
D8
8
May be Volleyed

Harquebus

1/2
0.5
D4
D8
6
May be Volleyed 

Musket

1
0.5
D4
D10
14
May be Volleyed

Muzzle Loaded Rifle
1.5
0.5
D4
D10
21
May be Volleyed

Mini-Ball Rifle
2
0.5
D4
D10
28
May be Volleyed

Weapons Notes

Slings may only be used by troops in Skirmish formation.  Units employing slings never have to test for ammunition supplies.


Javelin: The movement of the thrower in the first activation does not degrade throwing accuracy.


Throwing Spear: A long shaft of wood with a warhead on the tip used for throwing.  Heavier than a Javelin, it has a reduced range but higher impact rating.  Very commonly used.  The movement of the thrower does not degrade throwing accuracy.


Pilum: If a Unit scores a successful hit with the Quality die when employing a Pilum in a Fire action, the target Unit will gain a suppression marker as usual and lose the benefits of a Shield Wall.


Short Bow:  May conduct Area Fire.


Long Bow:   May be used as a stand in for composite bows and re-curve bows. May conduct Area Fire

Thrown Weapons


Thrown weapons include javelins, throwing spears, and Pilums.  If a Unit moves and then conducts a Fire action immediately following in the same activation, it suffers no Range Die modifiers for movement.

Area Fire for Bow Weapons


Bow Weapons may be Area Fired.  The Leader estimates the range and the Unit fires at an appropriate arc to rain arrows down upon enemy Units.  Area Fire may be fired over intervening skirmish troops, other archers in the same formation, or other troops in a Composite Unit.  To determine the total number of potential hits, count only half of those archers who are conducting Area Fire.

Volley Fire Weapons


Crossbows, Harquebus, muskets, muzzle loaded rifles and other related weapons may be volley fired.  The Unit must spend one action (a reorganizations action) to prepare a volley followed by a Missile Fire action.  When fired in a volley, the FP rating for these weapons is doubled.  The unit does not conduct any other actions while preparing a volley.

Ammunition Supply


A Unit normally may fire once per activation.  If a Unit decides to fire twice in the same activation, they may do so and resolve the fire in the normal manner.  Upon completion of the second firing action, conduct a Reaction Test, if the Reaction Test is failed the members of the Company have run out of ammunition and may not fire again until a successful reorganization action is completed.  If the Reaction Test is a critical failure, the Unit is completely out of ammunition and may not fire again until it is re-supplied.


Units employing Slings never have to test for ammunition supply.  Units adjacent to a supply wagon or other weapons storage facility never have to test for ammunition supply.

Close Combat Weapons


Close Combat Weapons are employed in Hand-to-Hand Combat.  Hand-to-Hand Combat is initiated by at least one unit conducting a Close Assault on another.  Similar to Missile Weapons, Close Combat Weapons are characterized in three ways: Reach (R), Fire Power (FP) and Impact (Imp).


Reach (R) is the proportional length of the weapon used in combat.  The longer the reach the earlier an opponent may be engaged by the weapon and the more ranks may be employed in combat.  Infantry Units in Close Order may count for purposes of potential hits as many ranks as the effective Reach of the weapon they are employing.  Infantry Units in Close Order may count for purposes of potential hits 2/3 as many ranks as the effective Reach of the weapon they are employing rounded down.  All units may always count the minimum of the first rank for potential hits in hand-to-hand combat.


Reach also gives the Unit employing a weapon the ability to reduce opposing unit’s effective FP in HTH combat.  Shift the opposing Unit’s FP down by one die for each point of Effective Reach the employing Unit has.  Cavalry Units count only the first rank for the determination of potential hits, but do gain the Reach bonus for shifting their opponents FP die.

Fire Power (FP) is a measurement of the rate of accurate blows the weapon may deliver to an enemy unit in Hand-to-Hand combat.  Fire Power is used in resolving the number of effective hits on a target in Fire Combat. Fire Power Die is used to resolve heroic combat.

Impact Value (Imp) is the penetration/lethality effect of being hit by the weapon and is used in comparison to the Armor Value for determining the final effect on the target(s).

Hand-To-Hand Weapons Table

Weapon

Reach
FP
FP Die IMP
Cost  Notes

Dagger
/Club

0
½
D4
D4
4

Short Sword

0
1
D8
D8
16

Spear


1
1
D6
D6
13

Long Spear

2
1
D6
D6
18

Sword


1
1
D8
D8
19

Kontos


2
1
D6
D6
20  Cavalry charge

Pike


3
1
D6
D6
21
Lance


2
1
D8
D6
24  Cavalry Charge

Long Sword

1
1
D8
D10
20  Two handed or Mounted only

Saber


1
1
D10
D6
19
Halberd

2
1
D6
D10
20  Two Handed weapon

Cavalry Charging Weapons


Calvary charging employing Thrusting Spears and Long Spears will shift the Impact up by one die type for casualty resolution.  Cavalry employing Lances use a D12 for Impact during their first charge.  Thereafter, they must employ their secondary hand weapons.  Cavalry employing lances may re-arm with lances after a charge by conducting a reorganization action.

Warhorses


Cavalry with warhorses specially trained to assist in close combat add additional attacks and are covered in Hand to Hand Combat.

Weapons Technology


There may be scenarios where the two opposing forces are employing weapons from different technological eras.  For each era of technology between opposing forces shift all armor checks up or down accordingly.  For example if a Bronze Age army was facing an Iron Age army the Bronze Age Army would shift their armor down one level when attacked with Iron Age weapons while the Iron Age army would shift their armor defense up one level.  These armor shifts apply only to soldiers employing armor and never shift any armor above a D12 or below a D4.

Technological Eras

Stone

Bronze

Iron

Steel

Composite


As technology improves so will the lethality of weapons employed.  As forces become more lethal and able to project fire across longer distances, the size of forces will decline and become more dispersed.  Maneuver elements will reduce from Company size to Platoons or even squads.  Upon the advent of accurate multi-shot capable firearms, maneuver elements will drop down to the fire team level.

Heavy Weapons


Heavy Weapons types are defined by Size Classes in much the same way as vehicle sizes.  Weapons are generally available in sizes 1 (smallest) to 5 (largest).  The size of a weapon determines the damage it can inflict and how much space the system takes up when mounting it in a vehicle (e.g. wagon or ship).  It also affects the range of the weapon, but this is of fairly minor consequences in SofV (at least with the bigger systems) due to the short distances involved in most tabletop games.


Heavy Weapons of class 1 may be used on infantry portable groundmounts, usually a tripod or other platform mounting with the complete weapons system broken down into man portable loads.  The weapons crew will normally consist of at least four men, and such a unit is considered a Unit in its own right.  The weapon takes one action to set up, and a separate action to load.  The number of actions required setting up or loading doubles if the crew is reduced to half strength.  Tearing the weapon down for movement takes the same time as setting up.  When moving with the weapon packed for transport the crew is counted as Encumbered.  If the crew is reduced to half its strength, the weapon may not be moved.


Heavy Weapons of size 1 and their crew are considered as being in skirmish formation for fire and hand to hand combat.  Size 1 Heavy Weapons may fire at any target within the front 45-degrees of center line.  It takes an action to move the weapon to a new weapons arc.


Heavy Weapons of size 2 or larger may not be moved unless they are on an appropriate sized vehicle.  Many Heavy Weapons for sieges were built in place using pre-made sections.  In this case the weapon would be in place at the beginning of a scenario.  Size 2 or larger Heavy Weapons may only fire directly forward and take a move action to re-aim them.

Heavy Weapons Systems


The weapons systems described below are the main types of heavy weapons.  Players are free to develop their own additional systems if they wish.

Heavy Crossbow (HXB)
Earliest known heavy weapons.  Employed a gastrophetes (or crossbow) device to store potential energy.  When released it is used to drive either a stone or bolt at enemy troops or fortification.

HXB Base Impact D6

HXB Impact multiplier = size class.  E.g. HBX/2 has impact D6x2

Torsion Driven Weapons (TDW)


Heavy weapons employed by Romans and other armies.  Employed a torsion device to store potential energy.  When released it is used to drive either a stone or bolt at enemy troops or fortification.

TDW Base Impact D8

TDW Impact multiplier = size class.  E.g. TDW /2 has impact D8x2

Gravity Driven Weapon (GDW)


Heavy weapons employed in the Middle Ages.  Employed a falling counterweight to store potential energy.  When releases it is used to drive either a stone at enemy troops or fortification.

GDW Base Impact D10

GDW Impact multiplier = size class.  E.g. GDW /2 has impact D10x2

Gunpowder Weapon (GPW)

Heavy weapons employing gunpowder in cannons or mortars.  When fired used to drive either solid shot or explosive shell at enemy troops or fortification.

GPW Base Impact D12

GPW Impact multiplier = size class.  E.g. GPW /2 has impact D12x2


Chapter XIII: Vehicles

Use of Vehicles in Standards of Valor Games


SofV is a game designed primarily for ground forces in combat.  The vehicle rules are here in a sense of completion to support genres and scenarios containing re-supply wagons, field artillery, and siege engines.


Animals or men may pull/push Land Vehicles.  Sails and/or oars may drive water borne vehicles.

Vehicle Size Classes


Vehicles (and structures) are referred to by their Size Class.  This is generally from Class 1 (Very Small, for example a light chariot) through to Class 5 (Very Large, for example a light ship).  The available Size Classes are listed below, along with some notes as to the kinds of vehicles that fall into each Class:

Class 1 (Very Small):  Light Chariot, Buck & Board wagon, rowboat, etc.

Class 2 (Small): Heavy Chariot, prairies wagon, skiff, etc.

Class 3 (Medium): Transport Wagon, working boat, etc.

Class 4 (Large): 

Class 5 (Very Large):  schooner


To determine the capacity of a vehicle for carrying personnel and equipment, multiply the vehicles size by five.  Thus a class 4 (Large) vehicle would have 4x5 = 20 Capacity points available.  Each infantry figure takes a capacity point while each cavalry figure takes up three.  A stowed heavy weapon takes up its size class in capacity points.


You may have a scenario where an oversized vehicle (greater than size 5) is part of the background (a mighty warship) but it should not be part of the scenario itself.  A Frigate in the age of sail would dominate any game it was used in.

Vehicle Design and Classification

Vehicle Armor


Each vehicle is assigned an Armor Value, which is a numerically rating from 1 to a maximum of 5.  Vehicles of the ancient world were not heavily armored and the highest expected armor rating would be 2 on a ruggedly built ship, or siege tower.  Iron reinforced Stone structures like castles may have an armor rating of 3.


For the purposes of determining the effect of fire against a vehicle or structure roll a D12 and multiply it by the armor rating.  For non-armored structures (Armor Rating of 0) roll a D6 when determining the effects of weapons damage.

Mounted Weapons


Weapons types are defined by Size Classes in much the same way as vehicle sizes.  Weapons are generally available in size 1 (Smallest) to size 5 (Largest).  The size of a weapon will determine how much damage it can inflict and how much space it takes when mounted.


The size and number of weapons that a vehicle may be fitted with is determined by its capacity points (from its Size Class) and by the type of mounts (i.e. fixed or turreted) that are chosen for the weapons.


When equipping a vehicle with weapons, select the largest weapon to be fitted first.  If the weapon is a fixed mount (like a shipboard canon), the amount of capacity the weapon takes up is equal to twice the weapons size class.  If the weapon is a turreted mount capable of all around traversing (such as on civil war monitor class warship) the amount of capacity the weapon takes up is equal to three times the weapons size class.


Vehicle crews – the personnel actually required to operate the vehicles and its weapons – do not cost capacity points.  They are considered part of the basic construction of the vehicle.  If constructing a troop-carrying vehicle, the space for carried troops must be paid for in capacity points, as this is the “payload” of the vehicle.

Arcs of Fire


Weapons on a turret may fire in any direction.  Some multi-turreted platforms may have restricted traverse turrets.  In these cases they should be restricted to 180 degrees of movement.


Weapons on a fixed mount are restricted to fire only in a 30 degree arc, 15 degrees off either side of its mounting (for side mounted cannons this would be 30 degrees off either side of the broadside).  

Chariots


Heavy Chariots may be employed as individual units, but most Light Chariots will operate in squadrons (units).  Chariot Squadrons may operate in Skirmish or Open Order formations.  Chariot squadrons fighting to the front have a combat ratio of half that of cavalry if the riders are armed with a long spear.  Chariots armed with missile weapons are considered Mobile Missile Platforms.  Missile armed troops firing from chariots do not have to check for ammunition if they fire twice in the same turn.

Scythed  Chariots


Heavy Chariots armed with scythes may be crashed into enemy units to inflict damage.  The Chariot unit initiates a charge as described in HTH Combat.  Note a Heavy Chariot causes terror for units being charged and counts as 16 figures for computing the defender’s reaction (4 figures x Terror factor of 4).

If it successfully comes into contact with an enemy formation it will inflict hits for each rank it passes through depending on the target’s Unit Integrity.  For infantry in Close Order it will inflict 6 per rank, 4 for Open Order, and 2 for Skirmish.  Each figure hit suffers a D12 impact.  If the Chariot is destroyed if it impacts a unit in Close Order or Open Oder formation. The driver must pass a Reaction Test to travel safely through a Unit in Skirmish formation.


Units Suffering casualties from a Scythed Chariot must immediately take a confidence test.

Chapter XIV: Fire Combat

Potential Shots


Figures in Skirmish formation may fire in any direction.  Every figure that has an unblocked line of sight to the target may be counted for determining potential hits.  The line of fire must not cross the base of any intervening figure.  The remaining figures may count for Area Fire if armed with appropriate weapons.  Slings may only be employed in skirmish formation.


Figures in Close Order formation may fire at enemy units directly in front of them.  For Close Order formation only the front rank may be counted as having an unblocked line of sight.  The remaining figures may count for Area Fire if armed with appropriate weapons.


Figures in the front rank of an Open Order formation may fire at enemy units within 45 degrees of their forward facing.  For Open Order formation the second rank may be counted as having an unblocked line of sight for target directly ahead of the formation.  The remaining figures may count for Area Fire if armed with appropriate weapons.


To determine the number of Potential Shots for a given Fire action, add up all the figures who have the Target Unit in their unblocked line of sight and half of those armed with conducting Area Fire.

Area Fire


Certain Missile weapons such as bows and throwing spears may be thrown or fired over the heads of intervening troops.  Thrown or fired weapons from figures in single or composite units may be fired under the direction of the leader.  For units firing under the direction of a leader who has a direct and unobstructed line of site to the target, half of all back rank figures may be added up for an additional Area Fire Die.  For large formations of archers or other missile troops, the unit would potentially throw three dice: a Quality Die, a Firepower Die and an Indirect Firepower die.


For units firing over the heads of intervening troops, such as archers firing over a line of troops, the leader must have an unobstructed line of sight.  The situation may occur if the archers are firing from an elevated position or the target unit is at an elevated position.


For units firing over the heads of skirmishing units who partially block the line of sight, shift the target die up by one level in addition to counting only half of the firing troops.

General Fire Procedures


When a Fire action is made – whether firing the collective hand weapons of a Unit or firing a single shot from a heavy weapons – the basic procedure is the same.  The Firer and the Target players make multiple opposed rolls.  The Firer will roll at least two dice while the Target will roll just one.  What these dice represent and how the die types are determined varies according to the kind of shot being resolved, but the results are always read in the same manner.


If the Firer fails to beat the Target’s die roll with any of his dice scores, the fire attempt has failed.  The fire is too inaccurate to cause any effect.

If one of the Firer’s dice exceeds the Target’s die roll a minor hit has occurred.  Enough of the fire was placed accurately and will have some sort of effect on the enemy.


If two (or more) of the Firer’s scores exceed the Target’s score, then a Major Success occurs.  The unit has fired accurately together and will have a dramatic effect.


This roll is followed by various different procedures for determining the final results of the hits depending on the type of shot and target, but the above general rule holds true for all direct fire Heavy Weapons and hand held weapons.


The dice used by the firer and target for each type of weapon is as follows:

Handheld Weapons:

Firer’s Dice:

Quality Die, Handheld Weapons Firepower Die, Area Fire Die

Target’s Die:

Range Die

Heavy Weapons:

Firer’s Dice:

Quality Die, Fire Control Die

Target’s Die:

Range Die

Range Bands


The Range Band for any given weapon or firer is the distance after which the Range Die (which is the die rolled by the Target player in the fire resolution) is shifted up one die type.


For every full multiple of the Range Band between the firer and the target, increase the Range Die by one die type.  Shots at up to one Range Band start with a D4 as the Range Die.  At up to two range bands the Range Die goes up to a D6, at up to 3 range bands the Range Die goes up to a D8 and so on.

Moving and Firing


Units that move and then fire will suffer a penalty for most weapons.  If a unit moves during activation, in either action, then the intended target will shift the defense die up by one die type.  A unit is considered to have moved for any action that causes a figure, other than the leader, to be moved.  This includes reorganizing, reforming, etc.  The only exception is if a composite unit has a front rank raise a Shield Wall and the second action is for missile troops in the back to fire.  If a player conducts a fire action in his first action and does not shift the target die up by one, he may not move the firing Unit during the second action, but must choose an action that does not require movement.


Units firing throwing weapons (javelins, spears, Frankish axes, etc.) do not suffer a penalty.

Handheld Weapons Ranges


For all fire from handheld weapons, the basic range bands are equivalent to the Quality Die type of the Unit firing.  Thus to an Untrained Unit, one Range Band is 4”, to a Green Unit it is 6”, to a Regular Unit it is 8”, to a Veteran Unit 10” and to an Elite Unit 12”.  The maximum potential range of Handheld Weapons is five times the Effective Range Band regardless of the Range Die modifiers.


The Effective Range Band is determined by multiplying the Range Band Modifier (RBM) (listed in the Missile Weapons Table) by the basic range bands to determine the Effective Range Band. For Example, a Veteran Unit throwing javelins would have a basic range band of 8”, multiplied by the RBM of ¼ to arrive at an Effective Range Band of 2”.


For every full multiple of the Effective Range Band, the Range Die is shifted Up one type.  Further shifts may also be applied for the circumstances of the target.

Units in Skirmish formation shift the Range Die up one.

Units “In Position” shift the Range Die up one.

Units employing a Shield Wall shift the Range Die up one.

Cavalry and other mounted Units shift the Range Die down one.

Units in close formation shift the Range Die down one.

Elephants and other large creatures shift the Range Die down two.

Vehicles and structures shift the Range Die down one factor for each level in size.  (i.e. a size 3 vehicle would shift the range die down three.)


Handheld Weapons fire is effective up to the point where the Range Die would be greater than a D12.  When this upper limit is reached then effective handheld weapons fire is impossible.


Against a target in the open, the range die starts at a D4 for up to one range band, rises to D6 in the second range band, and so on reaching a D12 when the range is up to five range bands.  Thus at over five range multiples of the range band, the shot is impossible as the range die type would be more than D12.  If the target were in soft cover or skirmish formation, any shot over 4 range bands would be impossible, as would any over 3 range bands if the target was in hard cover.


For example, a Regular unit with short bows has a basic range band of 8”.  The RMB of a short bow is ½ for an Effective Range Band of 4”.  Its maximum effective range against targets in the open is five times this or 20”.  Against targets in soft cover or Skirmish formation the maximum effective range is 16”.

Fire Resolution

Step 1: Determine Potential Shots.

Count up the number of figures with valid shots against the target and apply the FP value.

Step 2:  Results of opposed fire effect roll. 


The Firer and Target players roll their respective dice.  The Firer rolls his Quality Die and the Firepower die related to the weapons employed.  The Target player rolls the Range Die based on the Effective Range Band.


If all of the firer’s die rolls (taken as individual numbers, not added up) are equal to or less than the target’s roll – the fire was too wild and random to have any effect.


If one of the firer’s die rolls exceeds the target’s die roll then the fire was effective enough to suppress the target unit.  The target receives a suppression marker and the fire resolution ends.


If two or more of the firer’s die rolls exceeds the target’s die roll then the fire was fully effective and may cause casualties.  Add up the scores on all the dice rolled by the firer (including any that scored less than the target’s rolls).  The target receives a suppression marker and a number of potential hits.

Step 3:  Penetration and Effect.

If you get a “fully Effective Fire” result in the previous step, then the fire has been accurate and concentrated enough to potentially cause some casualties.

As noted above, total up the scores on all of the firer’s dice.  The number of potential hits is the firer’s total dice score divided by the Range Die Type that the target used in step 1:  thus if the target had rolled a D6 as his Range Die then the total fire points will be divided by 6 to give the number of potential hits.

If the total fire score is not an exact multiple of the Range Die type, then the points “left over” represent a chance to inflict another hit.  In this case the Target player should roll the Range Die type once.  If this roll exceeds the left-over fire points, then no extra hit is scored.  If it is equal to or less, then the firer gets to claim an additional hit.  Apply the same procedure if the firer’s total score is less than the Range Die Type.


For Example, a unit of 12 Regular archers in a line armed with Short Bows fires at a line of Infantry in Close Order formation in light armor with a Shield Wall deployed 9 inches away.  The basic range band is 8”, with a RBM of ½ the modified Range Band is 4”.  The target is beyond the second Range Band of 8”, so the Range Die starts at the third range band of D8 and shifts up one due to Shield Wall for a D10.


The Firer will roll a D8 for Quality Die and a D12 for the Firepower of the Short bows while the Target will roll a D10.  The Firer throws a 4 and a 5 while the Target throws a 4.  Only one of the attackers dice exceeds the target’s Range Die and so only a suppression marker is applied.  If the firer had rolled a 5 and a 6 then both would have exceeded the defender’s roll and the attacker would have inflicted a single hit with a 1 in 10 chance to inflict a second.


The Firer will roll a D6 for the Impact (Imp) rating of a short bow, while the Target will roll a D6 for light armor.  The Firer rolls a 4 and the defender rolls a 3.  The defender will suffer a casualty.  Had the firer rolled a 3 or less, there would have been no wounds.

Removing Casualties


For normal troops the final number of wounds inflicted is the number of figures to be removed from the Target Unit.  Remove the number of figures from the formation.  You may remove figures from the back of the formation and assume the back rankers have stepped forward to fill the gap.  In the case of composite Units, you must remove figures that correspond to figures matching those on the face of the formation where the fire took place.  For example if you have a composite unit of spearman in the front and archers in the back that was attacked from the front, you must remove spearmen until there are no longer any left in which case remaining casualties would be taken from the archers.


Leaders and special character are not removed unless they are the last remaining figures left in the unit.  You may also keep decorative figures such as musicians and standard bearers until they are the last remaining figures.  Leaders and special characters may only be targets by snipers and other special characters under heroic combat.

Chapter XV: Artillery & Heavy Weapons Fire

Artillery 


Artillery may play a part of combat at a Battalion scale game of Standards of Valor and would be a distinct possibility for a large game at the Regiment level.  A Battalion may have an attached battery as a “cannon company.”  In the ancient world most artillery was employed to either defend or lay siege to a fort, camp, castle, or walled city.  After the Hundred Year War the use of mobile artillery made it truly the “Queen of the Battlefield.”  For all of these reasons, artillery, and heavy weapons, should be relatively rare or a strategic objective in a battle.  SofV should be a game of combat and maneuver, not an artillery duel.

Heavy Weapons Range Bands


The basic Heavy Weapons Range Band against a Size 1 Target or formation of troops is 12”.  If the target is larger than size 1 you multiply the 12” basic range band by the target size class.  Against a size 3 vehicle one range band is 36”, and against a size 5 target it is 60”.  This multiplication factor is used only for the firing of Heavy Weapons, not Handheld Weapons.

Impact Value for Heavy Weapons


For Heavy Weapons, the impact values listed in the Heavy Weapons description section are for the size 1 version of the weapon.  For larger weapons you multiply the impact value by the size class of the weapon.  So for a size 2 gunpowder driven weapon you would use a D12x2, giving it a potential hit range of between 2 and 24.

Armor Values of Vehicles & Structures


As for impact values, the armor values of a vehicle or structure are expressed as die types with multipliers.  For armored targets the die type is always D12 and the multiple is equivalent to the level of armor class.  Class 1 vehicle armor would use a D12 x 1 roll, class 2 D12x2, etc.  Unarmored Vehicles and Structures roll a D6.

Heavy Weapons Fire at Vehicles & Structures 


Fire by Heavy Weapons at Vehicles & Structures is resolved in a similar manner as Handheld Weapons fire.  It is an opposed roll between the firer and target players.


The Target rolls a single Range Die, which is determined by the Range band relevant to the shot (as calculate above), modified for cover or other circumstances as applicable.  Against this the firer rolls two dice:  the Quality Die of his weapons crew and the Fire Control system die.  In most instances this will be a D4, for later periods where the firer is employing a plum bob, sextant or other range finding systems, this will be a D6.


If the firer fails to beat the Target’s roll with any of his dice, then the shot has missed completely.


If one of the dice beats the Target’s roll, then he has scored a minor hit.


If both of the dice beats the Target’s roll, then he has scored a major hit.

Armor Penetration and Hit Effects


If a hit (major or minor) is scored, the players then make another opposed roll to see if the hit penetrates the target’s armor.  The target player will roll his vehicle’s or structure’s Armor Die (A D12, with the score multiplied by the vehicle’s armor class).  The firer will roll his weapon’s Impact Die (multiplied as required for the weapon’s impact value).  If a Major Hit has been scored, then double the final results of the firer’s roll.  If the firer’s final score exceeds the target’s, then the shot has penetrated the target’s armor.


A penetrating hit that exceeds the target’s armor roll by more than twice the required number destroys the vehicle completely.  A spectacular crash topples it and rendering it completely useless while crushing the crew and any passengers aboard.  If there are any incendiary or explosive devices aboard it catches fire or explodes.  A hit that simply penetrates but does not double the target’s final armor roll, renders the vehicle immobile and repairable after the battle.

Non-Penetrating Hits on Vehicles


If a vehicle is hit but the penetration roll then fails, there may still be some damage.  Roll a D6, on a score of 1 or 2 the vehicles suspension or propulsion system has been hit.  


If the roll gives a suspension or propulsion hit, there is a chance of damaging it (and thus immobilizing the vehicle).  Roll a die for the suspension according (usually a D6) against the Impact Value of the weapon (for minor or major hit as appropriate).  If the Impact score exceeds the Target’s, the vehicle is immobilized.  For wheeled vehicles the wheels have shattered or jammed.  For boats and ships, the oars are splintered or the mast has been knocked down.


On a roll of 6 its commander or supporting systems have taken damage.  The Commander is wounded or the rudder has been shot away or the main sheets to the sails are destroyed.  Place a Panic marker on the vehicle and treat the unit as being suppressed; it must clear the suppression marker to take any actions including firing of weapons, etc.

Indicating Damaged Vehicles


There are counters provided for marking damage to vehicles.  If a vehicle is immobilized, place an IMM counter by it.  If it is completely disabled use a DIS marker.  If a vehicle is destroyed, we recommend you tip the model over.  It if can catch fire, place some cotton balls as smoke.  Brown cotton balls could be used to illustrate a cloud of dust from the collapsing structure.

Casualties to Vehicle or Structure Occupants


When a vehicle or structure is struck by a penetrating hit from a Heavy Weapon, there is a strong likelihood that some of its occupants (crew and/or passengers) will become casualties.  Being inside a vehicle or structure that is penetrated by a powerful round is a bit like being inside a blender when it is turned on.  The firer rolls a D12 and multiplies it by the size of the Heavy Weapon used.  The target player then divides this roll by the armor value of the armor value of the occupants (4 for no armor, 6 for light, etc.).  This is the number of casualties to the occupants.  Double this number if there are any cavalry inside.

Oversized Vehicles and Structures


Some extremely large structures (such as a castle or citadel) or vehicles (ships) are larger than size five and should rightly be considered as being built up of compartments or sections.  Castles can be subdivided up into sections of walls and towers.  Ships larger than size 5 can be divided into sections (forecastle, midships, and aft deck, etc.).  For oversized targets, each section is considered a separate element and takes damage independently of the other sections.  Large ships will likely have separate sections of sail masts or banks of oars.  Loss of these will slow the ship down in proportion to the amount of propulsion capabilities lost.

Artillery Fire


Artillery Fire in Standards of Valor is based on direct fire artillery aimed at enemy formations or positions.

Firing Accuracy


To fire an artillery unit, the firing player places an aim point on the table for where he wants the round to impact.   The minimum range for all artillery except HBX is 6”.  The firing player rolls the Quality Die of the firing unit.  The target number is the LV of the unit plus one for each range band (12” in most cases).  If the player’s roll is equal to or greater than the target number, the round impacts on the aim point.  If the roll is less than the target number the round impact position will drift.  Use a D12 to determine the direct of drift.  The distance of the drift is equal to the difference between the number rolled and the target number multiplied by the results of a D8. ((Target – Roll) x D8)

Example:  A Regular artillery unit with a LV of 2 aims for an infantry force 25 inches away.  The target number is 4 (2 + 2).  The artillery unit would roll a D8.  If they roll a 4 or greater they hit the aim point.  On a roll of 3 the deviation distance would be a D8.  On a roll of 2 the deviation distance would be a D8 x 2.   On a roll of 1, the deviation distance would be a D8 x 3.

Area Effect Artillery


The use of explosive rounds, such as mortars, did not occur until the 1600s.  If explosive rounds are being used then the area is based on the size of the weapon.  The blast radius of an explosive round is equal to the size class of the weapon fired.  Each figure within the blast radius of the weapon must conduct an opposed armor check.  The impact value of the explosive artillery is a D8 rolled against the figures armor value.  If the impact value exceeds the armor value then the figure receives a wound.


Vehicles and building caught in an explosive burst area roll their armor versus the impact of the explosive as if taking a minor hit from a direct fire heavy weapon.


Figures protected by cover receive the same bonuses as for other fire, i.e. in soft cover may shift their armor value up one die type, while figures in hard cover may shift their die type up by two.  As usual some cover such as a foxhole provides cover from all directions while other such as a wall provide protection from certain directions.


Note that if any figures from a unit are caught in the burst area of an explosion, whether or not any figure is actually injured, the unit receives a suppression marker.

Heavy Weapons Fire Against Troops


Heavy Weapons fire against troops is handled just as Artillery but employing a different impact geometry.

Solid shot


Solid shot rounds such as from smooth bore cannons, single stones from a catapult, or bolts from a heavy crossbow will effect figures in rectangular corridor 1/2” wide with a length equal to the Impact value of the weapon (e.g. a size 2 HXB would have a corridor equal to D6 x 2).  The rectangle starts at the final impact spot and points directly away from the firing weapon.  All figures in the rectangle are subject to an impact value equal to double the weapon’s normal impact value.


The length of an impact corridor is divided in half if the round strikes any soft cover, broken, marsh, or wet ground.  The impact corridor stops at any hard cover, instead the hard cover takes the blow as if fired upon by direct heavy weapons fire.

Grape Shot


Grape shot is fired at close range.  Grape Shot from cannon will affect figures directly in front of the cannon in a triangular area 15 degrees off either side of the firing direction.  The length of the triangle is 3” x the size class of the weapon fired with the apex at the mouth of the cannon.  There is no artillery aim point procedure.  Each figure within the blast area of the weapon must conduct an opposed armor check.  The impact value of the grape shot is a D8 rolled against the figures armor value.  If the impact value exceeds the armor value then the figure receives a wound.

Canister Shot

When a cannon fires canister shot, use the normal aim point procedure in the Firing Accuracy section above.  When the final aim point is resolved, use a similar procedure as for grape shot.  The apex of the triangle is the final aim point and the firing axis is away from the firing cannon.  Each figure within the blast area of the weapon must conduct an opposed armor check.  The impact value of the grape shot is a D8 rolled against the figures armor value.  If the impact value exceeds the armor value then the figure receives a wound.

Chapter XVI: Close Assault & Hand to Hand Combat


Close Assault and Hand to Hand combat differ from ranges fire in they are carried out in close quarters, and are much more decisive in their outcome.  A lot of missile fire is intended to keep the enemy suppressed, and often does not results in many actual casualties.  Close Assault however, are the real “in your face” battles – the final charge against the enemy requiring the courage of men of steel.


The outcome of a Close Assault is very often more a function of psychology than firepower.  Do the attackers have the nerve to make the final charge?  Will the defenders stand and receive or will they decide it is healthier for them to turn and run?


Close Assaults are about the taking and holding of ground.  For formed units it is also a question of mass against mass.  Formed units will quickly find disorder creeping into their ranks as the two formations start to pull each other apart.   Quite often this can collapse into a general melee, with both forces mixed together in a desperate swirl of men, blood, and steel.


Bearing all this in mind, the mechanism for Close Assault makes considerable use of the Reaction and Confidence Test systems for both sides involved.


One Close Assault may be made by a Unit during its activation, and is assumed to use up both actions of the Unit, whether or not both are needed for the movement to contact.  The unit cannot expend one action on something else and then close assault with its second action.  The target of the assault must be a single Unit but the attacker may attempt to commit more than one unit to the close assault.

Close Assault takes the following steps:

1. Initiate Close Assault

2. Defender Responds

3. Hand to Hand combat

4. Confidence Test

Initiating Close Assault


A Unit must have at least four figures or contain a Special Character to initiate a Close Assault.  A Unit must have Line of Sight to its potential target.  Units in Open Order or Close Order formation may charge enemy units within l


First, the attacker (the player who is making the assault or charge) must announce his intentions before he moves the activated Unit.  He announces if the attacking force is moving to occupy the defender’s position or if the target is the defending formation itself. He then immediately makes a Reaction test with the following threat levels:

	Condition
	Threat Level

	Inspired (IN) Unit Charging
	NTR

	Confident (CO) Unit Charging
	+0

	Steady (ST) Unit Charging
	+1

	Shaken (SH) Unit Charging
	+3

	Unit in Skirmish formation charging unit in Open Order formation
	+1

	Unit in Skirmish formation charging unit in Close Order formation
	+2

	Unit in Open Order formation charging unit in Close Order formation
	+1

	Infantry Unit Charging Cavalry or chariot
	+1

	Infantry Unit Charging Elephant
	+2

	Unit Charging Enemy force in Flank/Sides
	-1

	Unit Charging Enemy force in Rear
	-2

	Cavalry Charging Elephant
	Not Possible

	Cavalry Charging unit with Shield Wall up
	+1

	Cavalry Charging unit with Pike 
	+1

	Cavalry Charging unit in Phalanx formation in the front
	+2

	
	



Once the attacking unit has passed the Reaction Test, the assault/charge may proceed.  The attacking unit conducts a Combat Move (rolling its mobility die type and doubling the score).  This movement must be sufficient to allow at least some of the figures of the assaulting unit to come into contact with the defending unit in order for the assault to take place.  If the score of the attacking Unit’s Combat Move action is sufficient to reach the defender’s position, the assault continues as described below.  If the distance rolled is not enough, the assaulting Unit may use its second action to repeat the Combat Move roll – but only after taking final defensive fire (or potentially a counter charge) from the defender.

Defender Responds


As soon as the attackers pass their Reaction Test and begin to charge, the defender must make a Confidence Test, at a threat level according to how the attackers outnumber the defenders.  If the attackers have only 1:1 odds (less than a 2:1 superiority of numbers) the threat level is +1, if they have 2:1 or better the threat level is +2, if 3:1 it is +3 and so on.  When calculating the odds, count each infantry trooper as 1, but each cavalry trooper as 2.  Thus 12 infantry attackers against 8 infantry would be 4:3 (Close enough to 1:1, so the Threat Level is would be +1), 16 against 8 would be 2:1 (Threat Level of +2), but 12 Cavalry against 8 infantry would be 3:1, for a threat level of +3.


If the attackers have terror effects then double the Threat Level to account for the psychological effect.


As usual, the total Threat Level is added to the Unit’s Leadership Value to give the number that must be exceeded to pass the test.


If this test is passed, the Defender may stand firm and receive the assault.  If it is failed, the Unit loses Confidence levels accordingly and must withdraw immediately from the position by 6” or their basic movement distance in the terrain, whichever is greater.  


Special Note:  a defending unit that is already Broken will automatically drop to Routed and withdraw if close assaulted; provided the attackers pass their test to charge, the defenders do not get to take their confidence test to stand.


Should the defender withdraw (he may elect to do so voluntarily if desired, irrespective of the Confidence Test result), the attacker completes the Combat Move to the position or the defending formation based on what the declared target was.

If the Combat Move takes the attacking formation into contact with the defending unit (despite the withdrawal) or the defenders stand fast to receive the charge, then Hand-to-Hand Combat ensues. 

Units that withdraw either voluntarily or by failing a confidence test lose a level of Unit Integrity (i.e. a unit in Close Order formation drops to Open Order, etc.)

Hand-to-Hand Combat


Hand-to-Hand combat can be fast and bloody.  For large formations with heavy armor it can start out with in a clash, stall into a scrum and then suddenly break into a rout on one side or descend into a vicious melee.  Enemy units in contact with each other will conduct Hand-to-Hand combat until one side or the other breaks or withdraws.  Hand-to-Hand combat, particularly between well-armored units, may last one or two turns.


Hand-to-Hand combat is calculated in a manner different than Missile Combat.

Step 1: Determine the Odds

 
Using the table in Chapter IV determine the force ratio of two opposing units based on their Unit Integrity.  For example, Infantry facing Cavalry with the same level of Integrity fight with a force ratio of 3:2.  A unit in Close Order formation facing a Unit in Open Order formation will fight with a force ratio of 3:2.  Close Order Infantry facing a unit of Cavalry in Open Order formation would fight with a force ratio of 3:2 X 3:2 = 9/4 rounded to 2:1 while a unit of infantry in Open Order formation fighting Cavalry in Close Order formation would fight with a force ration of 3:2 X 2:3 or 1:1.


Infantry in Close Order formation multiply their force ratio by the number of effective ranks that may fight based on the Reach of their weapons.   Infantry in Open Order formation cut the reach benefit in half.  Pike armed Infantry in Close Order formation (Reach of 3) would multiply their Force Ratio by three.  This multiplicative factor is reduced by one for each suppression marker the unit has against it.  Units may always fight with their front rank without regard to suppression markers.


If a Unit of Cavalry in Open Order were to charge a block of pikemen in Close Order formation,  the Force Ratio would start at 2:3 (Cavalry versus Infantry) X 2:3 (Open Order versus Close Order) X 1:3 (Reach of the Pikes) for a force ratio of 4:27 rounded to 1:6.  There is a good reason why cavalry does not normally charge formed units with long pointed sticks…


This Force Ratio determines the number of dice the two opposing players will roll.  Adjust the odds to ensure both players are rolling more than one die.  For example, in cases of a Force ratio of 2:1 the first player would roll 4 dice and the other 2.  Determine the figure ratio to the dice using the smaller force ratio number.  For example, a unit of 6 cavalry in width attacking an infantry unit of 9 infantry in width would have a figure ratio of three figures per die.


The Die type rolled is based on the quality of the forces in the combat adjusted for certain conditions.  Apply the following adjustments in an open shift:

Shift all QD up on if your unit is charging.

Shift all QD down if the opposing force has formed a shield wall, or is in soft cover.

Shift all QD down by two if the opposing force is in hard cover.

Shift all QD down by one for each level of reach your opponent’s weapons exceeds your own (e.g. Reach 1 weapons facing Reach 3 weapons would shift down by two).

Shift one QD up if your Unit Integrity is equal to or greater than the opposing force for each side your force overlaps the opposing formation. 

Step 2: Results of Opposed Die rolls


Both players roll the appropriate dice based on the Force Ratio and adjusted in step 1, keeping them separated.  For each die a player rolls that exceeds at least one die of the opposing player, a potential hit has been achieved.  Both players count up the number of potential hits and multiply them by the figure ratio.

Step 3:  Penetration and Effect


There are two ways to resolve if weapons have penetrated armor and inflicted a wound, detailed and summary.


In the detailed procedure, starting with blows to the defender, for each potential hit the attacker rolls the Impact die (Imp) of the striking weapon and the defender rolls a die based on the Armor Rating (AR) of the defending unit.


If the Imp die exceeds the AR die, the defending unit receives a wound.  Even if no wounds are inflicted, the potential hits will still inflict a single suppression marker on the opposing force (maximum of one per round of HtH combat).


Repeat the process for all potential hits by the defender against the attacker.


In the summary procedure all potential wounds are resolved with one opposed roll.  The Attacker rolls a die based on the Impact (Imp) rating of the weapon type used.  The Defender player rolls a die based on the Armor Rating of the Defender Unit.


If the Attacker’s die roll is equal to or less than the Defender’s die roll, then the blows cause no wounds, but will still cause a suppression effect.


If the Attacker’s die exceeds the Defender’s then half of the potential hits will cause wounds and the Defender’s force will receive a suppression marker.


If the Attacker’s die is equal to or greater than twice the Defender’s armor die roll, then all of the potential hits will cause wounds and the Defender’s force will receive a suppression marker.


Resolve the results of the impacts of the defenders weapons against the attacker in the same manner.


For Example, a unit of 12 Regular Infantry warriors in a line armed with Short swords attacks at a line of 8 Regular Infantry in Close Order formation in light armor and large shields with a Shield Wall.  The Defender starts with a QD of D8 shifted up one die to D10 for the shield wall.


If the attackers were in Open Order formation they could hit with 10 figures (1:1 with two figures from overlap, but in Close Order all 12 (3:2).  For this illustration the attacker is in Close Order formation.


The Attacker will roll a D8 for Quality Die.  The attacker starts with a FP of D8 shifted up to D10 for charging.  The Attacker throws a 5 and a 6 while the Defender throws a 5.  Half of the blows are effective rendering a potential 6 hits.  Had the Attacker’s dice both been 5 or higher, all shots would have been effective.


The Attacker will roll a D8 for the Impact (Imp) rating of a short sword, while the Defender will roll a D6 for light armor.  The Attacker rolls a 4 and the defender rolls a 3.  The defender will suffer half the potential casualties for three wounds.  Had the Attacker rolled a 3 or less, there would have been no wounds.  Had the Attacker rolled a 6 or greater, he would have inflicted six wound.

Warhorses & Warbeasts


Warhorses add additional attacks to cavalry formations.  Add additional dice equal to the cavalry force’s portion of the Force Ratio and using QD one less than the quality of the mounted force itself.  These dice are the contribution of the warhorses.  Successful hits from warhorses use an IMP of D6.  More exotic beasts may have a higher IMP rating.

Removing Casualties


For normal troops the final number of wounds inflicted is the number of figures to be removed from the Target Unit.  Remove the number of figures from the formation.  You may remove the figures from the back of the formation and assume the back rankers have stepped forward to fill the gap.  In the case of composite Units, you must remove figures that correspond to figures matching those on the face of the formation where the combat took place.  For example if you have a composite unit of spearman in the front and archers in the back that was attacked from the front, you must remove spearmen until there are no longer any left in which case remaining casualties would be taken from the archers.


Leaders and special character are not removed unless they are the last remaining figures left in the unit.  You may also keep decorative figures such as musicians and standard bearers until they are the last remaining figures.  Snipers and other special characters may use heroic combat to target leaders and special characters.

Confidence Test


After both sides have conducted Hand-to-Hand Combat, count the number of casualties each side has inflicted on the other and determine the ratio.  Compute the Scrum Score by adding the casualty ratio to the respective sides of the ratio of ranks of the opposing forces (before casualties were removed).

Infantry in Close Order formation may count every rank.  Infantry in Open Order formation and Cavalry in Close Order formation may count only half of their ranks, rounded down.  Units in Skirmish formation do not count ranks.  Units in rough terrain or facing enemy forces across a hard cover do not count rank 

The side with the lowest scrum score must take a Confidence Test with a Threat Level equal to the ratio rounded down.  (If one side inflicted no casualties and has no ranks then assume a minimum value of 1 for computing ratios). If there is a tie the unit that defended against a charge in the current turn must take a Confidence Test with a Threat Level of +0.


If the player passes the Confidence Test, the two units remain locked in combat.  If the player fails the Confidence Test, his Unit must fall back at least 6” or the Unit’s Base Movement (if greater) and must lose confidence levels as applicable.  If the result is a major failure, the unit loses two levels of Confidence and one level of Unit Integrity (e.g. a Unit in Close Order formation would reduce to Open Order, etc.).  If as a result of the Confidence Test the unit become Broken, it automatically drops to Routed and flees away from the enemy in a skirmish formation using its Combat Movement.  Otherwise it is considered to have fallen back and regrouped.


If a Unit already has three Suppression Markers and gains another as a result of combat, it loses a level of Unit Integrity instead.

If a Unit in Skirmish Formation has three Suppression Markers and gains an additional Suppression Maker while in Hand to Hand Combat, it is removed from the table and counted as casualties.  A complete loss of cohesion has occurred and every man is running for his own life, gone into hiding, or surrendering. 

Note: a Unit that is Routed, is already assumed to be in Skirmish formation.


If there is no conclusive result from Hand to Hand combat (i.e. neither side falls back, either by choice or by failing a test) then the fight continues each time either unit is activated.  This means Hand-to-Hand Combat will normally be fought twice every turn between two units until one or the other is forced back or withdraws.


Units in Hand-to-Hand Combat may not send or receive communications with the exception of a withdraw command from a superior.  The only actions a Unit in Hand-to-Hand combat may execute is to fight, withdraw, or flee.

Withdrawing from Hand to Hand Combat


A player may withdraw a force that is locked in Hand-to-Hand Combat by activating the unit and conducting a Confidence Check.  If the check is successful, he may move the unit back 6” or conduct a combat movement.  The Unit falls back in good order facing in the direction it was fighting in.  If the Confidence Check is not successfully, reduce the Units Integrity Level by one, apply any loss of Confidence and conduct a combat move with the Unit ending its move facing away from the enemy.

A Withdrawal Command is the only order that may be Transferred by a superior to a unit in Hand-to-Hand Combat.

Flank Attacks


If a Unit in Open Order or Close Order formation attacks a Unit in the flank or rear, the flanked Unit automatically loses a level of Unit Integrity before Hand-to-Hand Combat is resolved.  This represents the shock to the formation’s cohesion by being charged from an unexpected direction.  To be considered a flank attack the charging unit must start its charge with at least one figure behind the frontage of the target unit.  Skirmishing units have no flanks.

Wedge Attack


A Unit charging in Wedge formation upon contact with the target unit conducts an opposed Reaction Test.  Both players roll the Quality Die of the attacking and defending unit.  If the attacking player’s roll is equal to or less than the defending player’s, the wedge collapses to a Close Order flat formation and the fight continues as normal.  If the Attacking player’s roll is greater than the Defender’s, the Defending Unit receives a Suppression marker before Hand-to-Hand Combat begins.  If the Attacker’s roll is greater than twice the defender’s, the Defending Unit loses a level of Unit Integrity instead.  If the Defending Player’s roll is twice of more of the Attacker’s roll, the Attacking Unit loses a level of Unit Integrity.


The wedge then collapses to a Close Order (or Open Order if the Defender doubled the Attacker’s Wedge skill roll) flat formation and combat ensues normally.  If the defending formation flees or breaks into skirmish, the attacking player may choose to maintain the wedge formation.

Melee


If two Units in Skirmish formation (either starting in or reduced to Skirmish formation) meet in Hand-to-Hand Combat, the two units are locked in Melee combat.  The two units have merged into a swirling mass of individual fights.  Place a Melee marker on all units locked in the Melee.  Hand-to-Hand Combat is resolved normally, except both units will count all figures as having the potential to inflict blows on the enemy.    Infantry units armed with weapons with a reach greater than 1, shift their QD down by two when fighting in a melee.  This represents their having to fight with secondary or improvised weapons.


If a Unit in Open Order or Close Order formation charges a Melee, it will not be able to make out friend or foe.  All casualties inflicted will be proportionally distributed to all units locked in Melee.


Units in Melee may not receive any communications, including orders to withdraw.

Final Defensive Fire


If, while attempting to move into Close Assault, the attacking Unit fails to roll enough movement distance to actually reach the defender in his first action then a special rule comes into effect:  The Defenders can take a free shot at the attacking unit, whether or not the defenders have already activated that turn.  Defenders may attempt to conduct Final Defensive Fire when suppressed by passing a Reaction Test with a Threat Level equal to the number of suppression markers they currently are suffering from.  If not suppressed the defenders may perform the fire without a Reaction Test.


Provided they may fire, the defending Unit may perform a single Fire Missile action.


When resolving this fire, use the normal procedures with one major exception:  There is no normal Suppression result used in the fire procedure.  If the fire fails to score actual casualties, then there is no effect.  If casualties are inflicted, the attacking unit must make an immediate Reaction Test, at a Threat Level of +1 for each casualty suffered.  If it fails this test, it must immediately withdraw to the nearest cover or to the point it started the assault from (attacking player’s choice), after which the attacking unit gains a suppression marker.


Should the attackers either not suffer any casualties or pass the reaction test after taking casualties, they may then attempt to use their second action to complete the assault, rolling for combat movement as before and moving accordingly.


Should they still fail to roll enough movement to reach the defenders, the unit must move the full distance rolled and remain in place.


Note:  Final Defensive Fire may only be carried out if the defending Unit has taken and passed their Confidence Test to stand and face the assault.  If they fail this test, they withdraw without firing.

Counter Charge


Cavalry Units who have not been activated may conduct a Counter Charge in the place of Final Defensive Fire.  Move the Counter Charging Unit as if executing a normal charge but the unit is limited to a single Combat Move.  Both units are counted as charging for the first round of Hand-to-Hand Combat.

Cavalry Recall


Cavalry charged by an Infantry Unit may conduct a voluntary withdrawal in place of Final Defensive Fire without having to take a Confidence Test.  Move the cavalry unit up to its normal movement rate in a direction of the defending player’s choice, subject to formation maneuver restrictions.

Cavalry Wrap


Cavalry in Open Order or Skirmish formation may wrap around enemy infantry formations.  To wrap around the enemy formation must not be obstructed by any terrain or supporting forces.  To wrap the cavalry formation must have enough figures to meet or exceed the formation ratios listed in the formation ratio table.  During the charge the cavalry unit must make contact on the first die roll, the second die roll is assumed to enable the remaining figures to wrap around.


Wrapping cavalry formations may double or triple (two for two sides, three for three sides) their Force Ratio for determining how many dice to use in Close Combat.

Combined Close Assault Activations


The mounting of a Close Assault attack is the only time in normal play where two (or more) Units may actually be activated simultaneously without the needing transferred activations from a higher command unit.


If a player has two or more units near enough to a single enemy unit’s position that both can carry out Close Assaults, and he wishes both (or all) of these units to make a Combined Assault on the one enemy unit, this is permissible.  Each of the units attacking must make their Reaction Tests separately.  If one or more fail their tests, the player may, at his discretion, abort the assault, or continue with just the units that passed their tests.


The Close Assault is played through just as for a one on one attack, but at each step that tests are required, each involved unit tests separately.  If at any point part of the attacking force falls back due to a test result, the player must again decide whether to break off altogether or continue.  If he continues after one of his units has withdrawn, the remaining unit(s) must add an extra +1 to the Threat Level of any further tests they make in this Assault.

Overruns and Follow Through Attacks


If a Close Assault or Hand to Hand action ends with the Defending Unit withdrawing (or destroyed), the Attacking player may choose to use a special option – the Follow Through move.  Instead of occupying the recently vacated enemy position, he may overrun it and then attempt to continue moving his victorious Unit(s).


To make the Follow Through move, the player must immediately make a Reaction Test for his Unit(s) that has just won the Assault.  The Threat Level is +1 if the enemy unit was destroyed or +2 if they pulled back.  If the player passes this test, he may then immediately make an extra movement action with that unit, moving through the captured position and pursuing the retreating enemy.  This action may only be rolled as Combat Movement.  If the Reaction Test is passed the advancing Unit removes all Suppression Markers but retains the current Unit Integrity. 


Impetuous Units automatically pursue enemy Units and must conduct a Reaction Test; if they fail they lose a level of integrity (never dropping below Skirmish formation) breaking ranks in their desire to chase down the enemy.


Such a Follow Through action may of course bring the unit(s) into contact with the retreating enemy defender again (or another unit), and commence yet another Close Assault combat.

Chapter XVII: Advanced and Optional Rules

Advancing a Line/Brigade


If a Commander’s Unit is part of a Battle Line or Brigade he may move all or some subordinate units in the Battle Line/Brigade together in a single activation.  A Battle Line consists of Units in Close or Open Order formation all facing the same direction where the front line figures are even with each other.  To be considered part of a Battle Line a unit may not be more than 3” away from the next unit in the Battle Line and an unbroken line of formed units must connect it to the Unit containing the common Commander of the formation.


A Brigade consists of Units in Close or Open Order formation in a block formation.  Often this formation is a column.  No unit in the Brigade may be more than 3” away from any unit in front or adjacent.  The Commander of the Brigade must be in the lead unit.


To move the Battle Line or Brigade the Commander orders the advance.  The player may then move as many subordinate Units that are part of the Battle Line/Brigade to the right and left of the Commander, as long as the Battle Line/Brigade is continuous (not broken).  Every Unit between the Commander and the last Unit in the line must be advanced together.  The Battle Line/Brigade conducts a normal move the distance of the slowest Unit’s normal movement rate.  The Battle Line/Brigade must move forward in a straight direction.


A Commander may lead a Charge for the Battle Line/Brigade.  The player declares the Charge.  The same continuity requirements remain in place.  The player then follows the rules for Initiating a Close Assault for each Unit in the Battle Line but reduces the Threat Level for Initiating the charge by one.  The Defending player then conducts the Reaction Test for each target Unit and so on for each step in the Hand-to-Hand Combat procedures.

Units in a Battle Line receiving a charge reduce the Threat Level by one.


Conducting an Advance or Charge of a Battle Line takes the activation of the Commander’s Unit and all the Units participating in the advance or charge.


Units in a Battle Line use the Brigade Commander’s Leadership Value for all checks while in the Battle Line.

Fire and Retire


A unit that passes its Confidence Test may attempt to conduct a Fire and Retire action in place of a Final Defensive Fire action.  The firing unit conducts its actions just as if conducting Final Defensive Fire.  If it succeeds in its Confidence Test, it may now conduct a Reaction Test.  If the unit fails the reaction test, it will voluntarily withdraw without effective fire (no consequences to Confidence).

If it succeeds, the unit conducts Final Defensive Fire, but the enemy player may shift his defensive die up by one when resolving the missile fire.

The defending player then rolls a single combat move die for his unit’s withdrawal but does not double the result.  Resolve the effects of the missile fire as in Final Defensive Fire but with the defending unit in its new location.

Units that withdraw either voluntarily or by failing a confidence test lose a level of Unit Integrity (i.e. a unit in Close Order formation drops to Open Order, etc.) just as in the normal response to a charge.

Opportunity Fire


If a Unit uses both its actions for movement (of whatever type), then an opposing unit that can see it may declare Opportunity Fire against it.  This consists of just one fire action by the opposing unit, which takes place as if the moving unit was caught in between its two actions.


Performing one action of Opportunity Fire uses the whole activation of the unit that fires.  Its Activation Marker is flipped over and it may do nothing more that turn.  Units that have already activated may not perform Opportunity Fire.  It also counts as the “next activation” for the player who fires, so immediately afterwards it is once again the “moving” player’s turn to activate a Unit.  Only one opposing unit may perform Reaction Fire against any one moving unit.


Opportunity Fire may only be performed against units that are moving with both actions as explained above.  It may not be used in any other circumstances, including cases in which units move with just one action.  The unit moving must be visible to the firing unit at the point between first and second move actions.

Overwatch


A unit may prepare to fire or charge towards an identified direction upon detection of an opposing force.  Establishing an Overwatch requires two actions.  The first action is a reorganization action (and may be used to prepare a volley, pass out new lances, etc.) the second action is held in reserve.  An Overwatch Marker is placed within the firing range or charge range of the unit establishing the Overwatch.


Following the establishment of an Overwatch, as soon as an opposing unit reaches the overwatch marker, the unit that established the Overwatch may attempt to charge or fire.  To act on the Overwatch requires a successful Reaction Test.  If the opposing force is charging, the Overwatch unit is considered to have countercharged.


Overwatch markers may be placed inverted if the unit establishing the overwatch is concealed.  Overwatch marker must be placed within line of sight of the unit establishing the Overwatch.  If the Overwatch marker was placed outside the charging range of the unit, then it must fire missile weapons, it may not choose to charge.


In following turns a unit may pass its action and maintain an existing overwatch or follow the procedures to establish a new one.  A unit may maintain only one Overwatch at a time.

The Last Stand


At the Battle of Thermopolae, after it was discovered the Persians had discovered a mountain pass to flank the Greek forces, Leonidas and his remaining three hundred Spartan Hoplites stood fast (along with a large number of Thespians who are often forgotten).  Historians argue whether Leonidas’ motive was to hold off the Persian cavalry to enable the other Greek allies to escape or to inflict additional casualties on an already brutalized Persian Army.  In the end his last stand inspired the Hellenic Leagues and aided in the future defeat of the Persian Empire’s campaign into ancient Greece.


Military history (and fiction) is full of stories and events of a small band of gallant troops, cut off from support, facing terrifying odds and steadfastly refusing to run or surrender.  Such battles as the Alamo recall the soldiers holding their position until the last of their numbers fell.


The player owning a Unit may voluntarily make a Last Stand test provided certain conditions are met.  The Unit must either be in cover, position, or in Shield Wall, and have no friendly Units within 12” of it.  There must be at least three enemy units in line of sight at the time of testing, not including any that are Broken, Routed, or voluntarily retreating.  At the time of testing, the unit must have a confidence no lower than Shaken.  Broken or Routed units may not attempt the Last Stand, as their morale has already crumbled too far.


The actual test is simple:  roll a D6, and a score of 6 indicates the test is successful.  A roll of 1-5 means the troops panic totally and the unit disintegrates.  If any enemy units are within 12” then the troops will attempt to surrender to them.  Otherwise the figures are simply removed from play.


If the Last Stand Test is successful, the Unit’s Confidence Marker is removed and replaced with a Last Stand counter.  After this the unit does not need to take any further tests for confidence or reaction, even if close assaulted.  It will ignore any Suppression results inflicted on it.  The Unit will remain in its present location until either it is destroyed, or until all visible enemy units are in retreat.  If this occurs, the unit loses its Last Stand marker and regains a normal Confidence Marker (at Steady, regardless of its earlier level) after which it will return to normal rules.


Inspired Units add +1 to the die roll to test for last stand.  If all enemy units retreat from a unit that was inspired at the beginning of a game and passed a Last Stand check, it regains an Inspired status regardless of its status prior to making a Last Stand.


Special Scenarios may call for an increase on the die roll for specific dramatic reasons.  For example, Honor Guard units protecting the Sovereign may be granted a +1, etc.  It is important this rule not be abused.  Modifications to this rule should only be done in games overseen by a referee.

Surrender and Taking Prisoners


If a unit reaches a Confidence Level of Routed and is unable to retreat without moving closer to any located enemies, it will attempt to surrender to an enemy unit if one is within 12”.  If it is cut off from retreat but there are no enemy units within 12”, the Routed unit will instead disintegrate – simply remove all the figures from the table, as they have thrown down their weapons and scattered.


When a unit surrenders, the opponent has the choice of either moving the surrendered troops to his own men’s position or of moving his troops to the surrendering unit.  Once in contact with the opposing unit, the surrendering troops are deemed captured.  After this, the prisoners may either be moved along with the unit that captured them or else dispatched to the rear – in this case the capturing unit must provide a detachment to escort the prisoners, at the rate of one guard per six captives.


Of course, prisoners may simply be slaughtered… this is where the “spirit of the game” comes in, and you should really role-play your forces properly.  History is replete with companies of men who changed sides to survive.  In some histories and genres a blood feud would demand the slaughter or ritual suicide of troops who cannot fight anymore.

Fire, Flame and Incendiary Weapons


A unit may ignite woods, brush or other flammable terrain by conducting a reorganization action and successfully completing a Reaction Test with a Threat Level of +0.


Flame weapons such as Greek Fire are specialized (and rare) weapons that employ flammable liquids.  These may be delivered via a catapult or siphon to deliberately create fires.


For flame weapons delivered by catapult, place a number of flame markers equal to the Class Size of the weapon (instead of an impact marker) at the final impact point.

A siphon is a specialized Heavy Weapon that pumps a burning fluid out instead of a dart or stone.  For each Size Class the Siphon produces one flame marker when fired.  The Range band for a Siphon is 6” vice the normal 12”.  A Siphon hitting a wooden structure immediately sets it on fire.  Targets of a Siphon do not enjoy the benefits of cover, in position, or Shield Walls.

Once a flame marker is placed, it is assumed an area of radius 3” all around the marker is on fire.  Any figure coming within 3” of a fire marker must check against a D4, with no armor benefits (usually a D4).  If the fire roll beats the defender, the figure will become a casualty.

During Each Turn End Phase, roll for every fire marker on the table.  Roll a D6, on a roll of 1 the fire goes out, but on a roll of 6 it spreads – roll for deviation using the D12 clock face method plus a D6 for distance and place a new flame marker at the designated spot.

Flames produced by Greek Fire Weapons will not extinguish at the end of the first turn.  Greek Fire and other unquenchable fire cause terror.

Every fire marker on the table also produces smoke.

Smoke


Smoke may be produced naturally by lighting things on fire.  If you have a non-historical genre, there may be other causes.  Smoke clouds block lines of sight and lines of fire – units may neither see nor fire through smoke.


The first recorded use a smoke screen was by Gustavus Adolphus in the 17th century who employed burning bales of hay to cover the advance at river crossings. [Need to check this, recalling from memory]


Smoke can be represented in the game by cotton balls teased out until they are approximately 2” in diameter – each ball represents one small cloud of smoke.


All fires produce smoke clouds that extend downwind from the fire maker.  When the fire starts, roll a D6 and place that number of smoke clouds in a continuous line extending downwind.  In each Turn End Phase, roll a D6 again for every fire on the table (after rolling to see if the fire remains alight). On a 1 remove all the smoke. On a 2 remove one cloud from the upwind end. On a 3 or 4 leave it as is. On a 5 or 6, add an extra cloud to the downwind end.

Weather Conditions


Different Weather conditions can have a dramatic effect on warfare.   The following are a few conditions.   Players and Umpires should feel free to generate their own.

Heat


Excessive heat can be crushing to an army on the march.  Any Unit that moves twice during an activation must take a reaction test with a threat level of +0 for no or Light Armor, +1 for Medium, +2 for Heavy and +3 for Super Heavy.  A further +1 is applied if the Unit is attempting a move up a slope.  If the reaction test is failed the unit receives a suppression marker.  If the roll on the reaction test is a major failure, then the Unit’s Confidence Level is reduced by one in addition to receiving a suppression marker.

Wind


Heavy winds can greatly affect combat.  Determine level of winds (0 is normal, 1 Breezy, 5 hurricane).  The Umpire may determine the wind directions or randomly by the use of the clock face.  Units firing into or across the wind shift the defending units range die up by one die type for each level of wind.  Units moving against the wind reduce their movement rate by 1” per wind level.  Increase the Threat Level for all communications rolls by +1 for each level of wind.


High winds will raise dust and sand to blow onto the battlefield.  Roll a D6 and add the wind level.  If the results are 6 or greater, subtract 5 from the final roll.  This is the number of dust clouds that drift onto the field.  To simulate dust and sand use colored cotton balls prepared like smoke.  For each dust clouds, roll a D6, this is the length of the cloud.  Randomly place the first dust cloud on the upwind edge of the board, with the additional clouds trailing downwind.  Each turn move the dust cloud 6 inches per wind level downwind.  Dust clouds have the same effect as smoke.

Fog


Heavy Fog reduces visibility.  Fog Level are defined from 0 (no fog) to 5 (white out).  At level 0 there is no limitation to visibility.  At level 1 visible range is 30”, and drops off by 6” for each level of fog.

Rain


Heavy rain turns most terrain types to become one grade worse (e.g. Poor Conditions become Difficult).  Heavy rain can also reduce visibility in a manner similar to fog.  Gunpowder weapons that do not employ percussion caps cannot be fired.  Bow strings and torsion weapons that get wet reduce their Impact by one die type.

Snow


Heavy snow on the ground turns all terrain into swamp or one grade worse than normal (whichever is worse).  Falling snow has the same effect as rain.  Units such as sleds pulled by reindeer or huskies are treated as light chariots and cross heavy snow as clear terrain.

Storms


Storms can combine effects such as Rain and Wind.

Chapter XVIII:  Special Abilities


Some historical (and many non-historical) armies employed special tactics, techniques and procedures on the battlefield.  Special training provided them advantages and set them apart from other armies.


Some special tactics listed below provide Units with the ability to execute more than two actions per activation.  Regardless of how many special tactics a unit has available, no unit can conduct more than three actions in a single activation.

Phalanx


Armies such as Greek Hoplites trained to move together while maintaining a Shield Wall.  Armies with Phalanx ability who maintain a minimum of two ranks in Close Order formation may move after forming a Shield Wall.  Phalanx units in Shield Wall may only move straight forward and may not conduct a combat move unless conducting a Close Assault.  Phalanx Units in Shield Wall that move twice in the same activation must roll a Reaction Test.  If they fail, they lose the Shield Wall.  If the roll is a major failure, they gain a suppression marker.  A Phalanx Shield Wall protects the unit from missile and weapons attacks from the front. [Do we want to bother with drift rules?]


Cost Multiple: .5

Testudo


Romans employed a technique to use their large shields to enclose the units on all sides in a Shield Wall.  Employ the same rules for Phalanx for Roman legions in Testudo, but the protection is effective from all directions. 


Cost Multiple: 1

Shock Missile Troops


Specially trained troops such as Roman Legionaries would fire or throw missile weapons at their opponents just before contact.   This was designed not just to inflict casualties but also to disrupt enemy formations prior to Hand-to-Hand combat.  Shock Missile Troops have an additional action Missile Fire action between movements when executing a Close Assault.  The Unit conducts a Combat Move and then conducts a missile fire action prior to rolling for the second Combat Move.  The Missile Fire action occurs prior to the enemy unit’s Final Defensive Fire.


Cost Multiple: ½ 

Parting Shot


Historically some cavalry forces trained to conduct a fighting withdrawal firing weapons at their enemies without suffering a reduction in force cohesion.  Units with the Parting Shot capability in Open Order formation may conduct Fire & Retire action without a loss of Unit Integrity.


Cost Multiple:  ½ 

Drilled


Drilled Units may execute an additional Reform Action during each activation.


Cost Multiple: ½ 

Impetuous


Impetuous Units must charge or advance towards the nearest enemy unit during each activation.  The owning player may attempt to restrain the unit by successfully passing a Reaction Test at the beginning of the activation.  This Reaction Test does not count as an action.  A Unit with a Confidence Level of Shaken or below is no longer Impetuous.


Cost Multiple: - ½  

Fear


A unit that causes fear, when charging, doubles the count of each figure when determining odds for Close Assault.  Note:  Cavalry that causes Fear would multiply the raw figure count by 4!  A Unit with a Confidence Level of Shaken or less no longer causes fear.


Cost Multiple: 2

Terror


A Unit that causes Terror may cause Regular and lower quality troops to panic (see rules on Panic).   Units that cause Terror double the count of each figure when determining odds for Close Assault.  Further any Unit attempting to charge a unit that causes Terror must test with a Threat Level of +2. [Perhaps levels of Terror? +1, +2, +3, etc.?]


Cost Multiple: 4

Composite Units

A player may combine figures with different weapons, armor and equipment into a Composite Unit.  This is different that Regrouping units together during a game.  A Composite Unit is assumed to be different types of troops that have trained together and employ combined tactics, techniques and procedures on a regular basis.  Therefore they use a single Activation Marker and Confidence marker.  One example of a Composite Unit is combining archers or other missile troops with spear or pike armed troops.  Another example is the placement of more heavily armed and armored troops in the front ranks of a hand-to-hand combat Unit.


Composite Units move and act as a single unit.  If the two different types of troops take separate actions (e.g. archers firing, front ranks throwing javelins) in the same activation, the Leader is counted as having performed two actions (given two orders).  Note: the Unit in this case would not have to do a missile ammunition check as the two firing actions are for different weapons/figures.


Composite Units count all figures for purposes of determining odds and ranks in Close Assault and Hand to Hand combat.


Archers in the rear ranks of a Composite Unit with may conduct area fire on any target within line of sight of the Unit Leader in the front rank.  Drilled Composite Units may use their drilled action to send missile troops (e.g. musketeers formed with pikes) to form up in the rear of the formation.


Casualties for Composite Units are taken from the portion of the formation attacked.  For example missile fire or blows to the front ranks would be taken off (and use the armor of) figures in the front.  Figures in the rear rank will move up to fill the gap.

Casualties taken from the side are taken proportionally from the number of ranks of the figures engaged and the proportional average of the ranks will be used for armor checks.  For example: if two front ranks were light armored spearmen (D6) and three rear ranks were unarmored archers for a unit attacked from the side, 2 of every 5 casualties would be to spearmen and 3 of every five would be archers and the armor rating used would be D4.

Shield Walls are removed when there is no longer a solid line of figures armed with large shields on the face of the Unit being attacked.

Regrouped Units may not employ area fire or any other special abilities.

Cost Multiple: 0.5

Mobile Missile Platform

Some missile platforms such as Chariots, Elephants and specially trained horse archers may conduct three actions per activation in a particular order.  They may Move, Fire and Move again.  Movement may be regular or Combat Move.  This order of movement may not be used in conjunction with Close Assault unless the unit is noted as being a Shock Missile Troop.  They may not conduct any other action in this sequence.  The Missile Fire is executed before enemy Units may conduct Opportunity Fire.

Cost Multiple: 1

Chapter XIX: Record Cards


For ease of play, we recommend the use of three types of Record Cards:  these are the Mission Cards, Company Cards and Vehicle Cards.  Please feel free to make copies of them for personal use.  The vehicle and Company Cards are intended to give all the data and statistics about your particular unit that you will need during the play of the game, greatly reducing the amount of referring back to the rules that will be required for during play.


It is suggested that players and umpires should build up a library of Company and Vehicle cards, one for each type of vehicle or Company they have in their collection.  Thus when they with to use certain types of unit in a game, the data cards for those types of units will be readily at hand.


You will only need to keep a card for each unit if you are tracking them for a campaign.

Mission Cards


When you are setting up a game, whether it is a one-of battle or part of a campaign series, we strongly recommend a Mission Card be filled out for each player or side involved in the battle.  The Mission Card provides all the important information about the player’s objectives, his forces, mission motivation, fatigue level, and any support available.


We suggest the umpire keep filled in Mission Cards after each game, as they can be easily reused if the same scenario is replayed later.  This way the players or the umpire can build up a file of missions that can be combined in different ways to provide quick, easy game set-ups at any time.


The Mission Card is meant as a quick reference only - no written records need be entered on the card by the player during the game.


Standards of Valor Mission Card

Commander:





Force:


Mission Motivation:




Fatigue Level:

Mission Outline:


Primary Objective:


Secondary Objective:


Force Organization:


Notes:


Company Cards


The Company Card records all the necessary information on one type of Unit – how many members is has at full strength, their weapons types, the game statistics for the weapons, etc.  Company Name, Commander, Leadership Value, and Confidence would be filled in only for a special Unit or if the Unit will be used in a continuing Campaign.  Otherwise you may use the other data as a generic reference for all Companies of this Type.


Standards of Valor Company Data Card

Company Name:



Company Commander:

Company Type:



Leadership Value:


Full Strength:




Unit Quality:


Mobility:




Confidence:

Armor Rating:

	Missile Weapons
	Range Band
	Firepower
	Impact

	
	
	
	


	Hand-To-Hand Weapons
	Reach
	Firepower
	Impact

	
	
	
	

	
	
	
	


Chapter XX: Campaign Games


Campaigns in wargames are usually played as a series of linked games following the course of a much larger military operation such as the invasion of a state or kingdom.  While a complete campaign gaming system with all the details could take up half the book, we would like to present two suggestions.  Players should feel free to make up their own rules or employ strategy level board games to operate events at the campaign level and then use these rules to play out the individual battles.


To run a successful Campaign game you will need to consider factors outside the basic front line-fighting units.  Any force needs its logistics tail.  Professional Soldiers (especially knight and cavalry) do not pop up out of the ground, they require considerable resources to raise and maintain.  On the other hand, militia may be raised from serfs and farmers, but they are of low quality, poor discipline and are not able to stay in the field for very long.  Mercenaries are of high quality, but have their own interests in mind and will back you only as far as the opportunity for profit.  Mercenaries will never have a Mission Motivation higher than Medium (low if not paid), unless they are given an assignment that will bring quick profit (there is the baggage train, it is yours if you take it…).


The provisions and use of logistics support is a vital part of any series of games.  A force may win a given battle, but unless it can then be re-supplied, have its wounded tended to and have the opportunity to feed and rest, its morale will fail and it will surely lose the next battle.  In game terms if such support is not provided (or simply is not able to be provided in time) the forces’ Confidence and combat efficiency will suffer greatly in the next and subsequent battles.  A force with dying horses, empty quivers, and empty stomachs will not stand and fight for very long.


The use of Unit Quality and Confidence system in Standards of Valor provides the ideal mechanism by which units that perform well in battle can actually increase their abilities in between engagements.  Green units that survive a few battles could become Regulars and then aspire to become Veterans.  The down side is if a unit is severely depleted in one battle and receives a load of recruits to return it to full combat strength, this influx of green troops could well have the effect of reducing the overall Quality of the Unit.


Untrained and Elite units, representing the two extremes of the quality scale, should not realistically be included in this progression.  Untrained units, being mostly civilian rabble, will not usually improve to Green or above unless actually subject to some proper military training.  Elite ratings are generally reserved for Guards and other special forces, which are formed through extensive specialized training and are not just a step up from Veteran.

Operation Level Campaign


An Operational Level Campaign can be a set series of battles or tour of duty for a campaign leading to a final objective such as the assault on a castle.  The battles require the division of opposing forces into grouping depending on the order of events.  The invading force needs a forward scouting force, main body and a siege train.  The defender will need a border scouting force, a local force or militia and a main army centered on the local Sovereign.

A. Landing/Invasion.  Invading force has landed or crossed the frontier and scouting forces from both sides are seeking out the main body.  If the invading force’s scouts win the battle the main invasion force establishes a beachhead or a forward camp.  If the defending scouting forces win, the invading force has to defend itself against the defender’s local forces.

B. March Battle.  The invading force is marching inland to its main objective.  Depending on the results of the Landing/Invasion battle the defending player may bring up a force between 1/3 and 1/2 of the invading force in hastily built defenses.  This battle should take place at a strategic choke point such as a bridge, mountain pass or crossroads.

C. Supply Train.  The defender may take a portion of his surviving fast moving forces (usually light cavalry) in an attempt to destroy portions of the siege train.

D. Pitched Battle.  The defender may choose to face the enemy on the field of battle, taking his main army and remaining elements of his local forces.  This can be a Fixed Battle or Encounter Battle depending on how both forces approached scouting.

E. Siege.  The final battle is a siege of the Sovereign’s fortress or castle.  The heavy weapons available to the attacker will have depended on the success or failure of the defending force’s attack on the siege train.   

Improving Troop Quality


Troops that participate and survive a battle may be advanced based on their contribution to victory.  To determine if a unit advances in quality after a battle roll the Unit’s Quality Die.  The goal is to roll less than the Leadership Value (LV) of the Unit Leader.  The threshold is modified by the success or failure of the Unit in combat.  For each engagement where the unit broke an enemy force add 1.  For each engagement where the unit was broken subtract 1.  Units that were broken and ran off the field or destroyed without being rallied are lost.  Modifications to this approach may be made be an impartial umpire.


Elite Units may provide a player with additional characters who may be used as leaders.  Roll a D12 (QD of Elite unit) and make the appropriate modifications as if attempting to promote the unit.  A successful roll means a member of the unit has been promoted to a leadership position.  Draw up a character or add an independent figure to your order of battle.  Since he started as an elite trooper he will have all standard military skills with a QD of D12.  He will have a leadership level of C.

Replacement Troops


The level of replacements available to any force during a campaign is really up to the umpire to determine, in keeping with the campaign scenario.  If the defender is employing guerilla tactics, the supply lines for new troops may be cut.  For Each Company roll a D6, D8, D10 or D12 and double the results.  D6 would be for few troops available while D12 reflects unrestricted supply lines.  Troops may be assigned as the player sees fit (or to match the genre or history of the forces employed) including bringing a force above its normal full strength to create “reinforced” units.


Of course, when you assign new soldiers to an existing unit, you run the risk of dragging the overall effectiveness down with the inexperience of the recruits.  There is a simple mechanism to reflect this.  Find the die that can be used to reflect the proportion of new troops (D12 works well).  If the die roll exceeds the proportion of new troops, there is no loss in quality.  If on the other hand the die roll is equal to or less than the proportion of new recruits, reduce the overall Quality of the unit one level.


For example a Company of Veteran Troops who at full strength had 36 figures must fill it ranks with 12 new recruits.  This is a staggering 1/3 of the original company to replace and retrain.  The player rolls a D12, if the roll is equal to or less than 4, the unit’s quality drops one level to Regular.


Green Units will not drop to untrained for taking on recruits.  Elite Units will not normally be assigned ordinary replacements.  An Umpire can decide if similar Veteran Units have “candidates” to draw upon to fill the gaps in Guard or other special forces based on the originating units performance.

Rest and Recovery


As with the rest of this section, the campaign timescale depends entirely on the scenario being used.  If you are campaigning a major assault then troops could be flung from one battle after another with no time in between, while if the campaign is a low-level border skirmish, then the forces could go days or weeks between contacts with the enemy.


A Unit takes 2 days of Rest & Relaxation (R&R) to recover their fatigue level from Exhausted to Tired and a further 2 days to reach Fresh.  Any combat action during this time means the unit must start accruing R&R time from the beginning again.


Repairing an immobilized vehicle takes 1 day while a disabled vehicle takes 3 days.  Vehicles classified as destroyed may not be repaired.


Receiving and assigning replacement troops and equipment takes 1 day, if and when they are available.  This can occur only during R&R in a safe location.  Units must wait until they are pulled out of the battle line before they can receive replacements.


Troops that do no receive time to get sufficient R&R time between battles will find their fatigue levels worsening.  After each battle units on the line drop one fatigue level, which may only be removed through R&R.  If a unit is exhausted and still placed on the line, roll a D6.  If the number is less than or equal to the number of battles fought since the last R&R period, the unit becomes unfit for battle and must be withdrawn from the line.  Failure to withdraw the unit will result in its disintegration and being lost for the rest of the campaign.

Chapter XXI: Scenarios


The following scenarios are suggested scenarios to use either as part of a campaign or one-of games.  We suggest you use the first few scenarios as you get used to the rules.  The scenarios are built to be generic and refer only to Blue or Red forces (Green or Purple?).  The composition of the forces is simply a guideline and players should feel free to use whatever troops and models are available to the players to use.


Each scenario below includes various special rules that apply to the particular situation – these should give you guidelines of how to develop something similar for your own scenarios.


These scenarios are not necessarily balanced (except the first one).  Feel free to adjust forces as required to ensure all players enjoy the game.

Scenario 1:  Reconnaissance in Force


Situation: This is a simple encounter action between scouting forces of two opposing armies.  It is an ideal starter scenario to introduce new players to Standards of Valor.


Both Blue and Red Armies are moving troops forward for a major battle.  Scouting forces from each army are operating way ahead of the main bodies.  


Force Composition – Both Players:


Each player should organize approximately a Battalion of light troops, about three to five companies with the Command Company.  Force may include light cavalry, light chariots and infantry.


Objectives – Both Players:


Primary objective is to identify the enemy forces, by revealing all of their inverted counters, and inflict as much damage as possible – ideally to force them to retreat from the table.  Secondary Objective for each player is to preserve his own forces wherever possible – this is after all, only a scouting mission.


Mission Motivation:  Medium for both forces.


Fatigue Level:  Fresh.  They’ve just started their campaign.


Support:  In more advanced games some light artillery may be added if your genre and Order of Battle (OOB) accounts for it.


Terrain Set-Up:  Anything the players or umpire desires.  This scenario can be played on a fairly small area.  There should be some reasonable amount of terrain to mask the two forces.  There should be a road or path that goes from one player’s table edge to the other near the center of the battlefield.


Special Rules:  Both players deploy their forces as face down markers, one per unit along with 1D8 dummy markers.  Once this is complete and all markers are on the table, each player may remove three of his opponent’s markers from the table.  Take care not to let your opponent see what your marker are as you place them.  Players must not look at the identify of the marker they removed, so as not to be sure of the force he is facing.  If either player has their Command Company removed, they may exchange it this with another of their real units left on the table (obviously without their opponents seeing this).  Normal rules for spotting and revealing of inverted makers apply after the game starts.


Victory Conditions:  A decisive win is forcing the opposition to leave the table, after identifying all their units.  A moderate win is possible by withdrawing from the table after identifying all enemy inverted counters, while suffering fewer casualties than your opponent.  A draw is possible if both sides feel they have sustained enough casualties and decide to call it a day!

Scenario 2:  Ambush!

Situation:  Blue force is escorting supply wagons to relieve the main army down the road.  Red has set up an ambush for the caravan and wants the supplies for themselves.

Blue Force (Caravan):  The Blue Player has three Companies of troops, one of which can by light cavalry escorting two to four heavy wagons.  The wagons are encumbered and so move at half their normal rate (8” or D8) on the road and ¼ off the road.  Troops should be picked from a mix of green and regular.

Mission Motivation: Medium.

Fatigue Level: Fresh

Support Available:  Artillery or siege equipment may be in the caravan but is not ready to be fired to fend off any attacks.

Reinforcements:  Blue may have a unit of medium or light cavalry on call (starts in box 3 of the inbound chart).

Red Force (Ambushers):  The Red player has two or three companies of light infantry or light cavalry to carry out the ambush with one designated as the command company.  Red also may employ 1D6 dummy markers. Red also has a roadblock that is dropped across the road at the beginning of the scenario.  Red troops should be picked from a mix of regulars and veterans.

Objective – Attacking Player:  To defeat the escorting troops of Blue force and capture the caravan containing the supplies.  Ideally capturing the vehicles should be the objective, but is not essential.  Some losses are acceptable, but heavy losses are not.  If the opposition proves too powerful, you should attempt to destroy the wagons and their contents before withdrawing.

Mission Motivation:  Medium

Fatigue Level: Fresh

Support Available:  None

Reinforcements: None

Terrain Setup:  Fairly close terrain with the road running the length of the table, plenty of suitable cover to conceal the ambushers.  The wagons are basically confined to the road.

Special Rules:  Blue may only travel on the road until the trap is sprung.  He may place his forces in a column with at least one combat unit in the front.  Red deploys his ambush prior to the first turn by placing hidden markers for all his units, the dummy markers, and the roadblock.  The game starts at the point where the lead unit encounters the roadblock.

Victory Conditions:  Blue wins if ht defeats the ambushers and is able to continue with the cargo (or at least most of it) intact.  Red wins decisively if he manages to capture the valuables and destroy or drive off the defending troops.  A draw occurs if the wagons are all destroyed and both sides have not inflicted heavy casualties.

Scenario 3:  Hold the Line

Situation:  Local Blue forces prepare to hold off Red force’s advance into their territory.  Blue is outnumbered but has the advantage of prepared defenses and knowledge of the terrain.

Blue Force (Defenders):  The Blue Player starts with half the forces of the Red player.  The Blue Player deploys half of his remaining forces (1/4) in prepared positions and/or small fortification (such as an old mission in a dusty Texas town or a mile fort or a frontier fort).  The remaining Blue forces (1/4) may be placed as hidden forces on his half of the table. 
Objective – Defending Player:  Prevent the attacking forces from overrunning your position and inflict enough casualties to prevent any further advances.
Mission Motivation: Medium.

Fatigue Level: Fresh

Support Available:  Blue may set up Artillery equipment in the fortifications.  Reinforcements:  Blues remaining forces (the half left off the table) start in a column with the first unit entering into position three of the inbound chart on turn one and moving up one per turn.  Additional units enter the inbound chart one at a time behind the lead unit.  Forces must enter in the following order:  Cavalry must enter the inbound chart before infantry, heavy units before light, artillery and other forces must enter last.  Reinforcing units enter the battlefield from a road adjacent to the Blue player’s table side.
Red Force (Attackers):  The red Player may set up his entire force on the third of the table adjacent to his side.
Objective – Attacking Player:  Defeat the defending force and reduce or capture the fortifications while minimizing losses.  You will need to strike quickly before reinforcements arrive to bolster the defenders.
Mission Motivation:  High
Fatigue Level: Fresh

Support Available:  None

Reinforcements: Red may set up artillery and siege equipment anywhere in his deployment zone.  
Terrain Setup:  Fortifications should be established in the middle of the defender’s deployment zone with little to no terrain within 6 inches.  The remaining area should have some terrain features with some areas suitable for the defender to hide forces in (perhaps a village or forest nearby).
Special Rules:  None.
Scenario 4:  Fighting Withdrawal
Situation:  Your country is pulling back to more defensible locations.  Your force must cover the withdrawal including precious resources required for the expected siege. 
Blue Force (Defenders):  The defender may place his entire force in his half of the table.  He may place those forces in prepared positions including light fortifications.  No fortifications may block the road. The defending player must also deploy at least three heavily laden wagons (ox carts) in Unit Integrity with at least one wagon touching the middle of the table and all wagons on the road.  The wagons are encumbered and so move at half their normal rate (8” or D8) on the road and ¼ off the road.

Objective – Defending Player:  Remove the wagons and your forces without letting the enemy forces get past you.
Mission Motivation:  Medium
Fatigue Level: Fresh
Support Available:  None.  You are on your own.  No artillery or other heavy assets have been left behind.
Reinforcements:  None.  Your forces are being recalled to reinforce the sovereign.
Red Force (Attackers):    The Attacker may place all his forces on the third of the table closest to him.  You may leave forces off board in reserve.
Objective – Attacking Player:  Destroy or capture as many enemy forces as possible.  Move as many of your forces off the defender’s side of the table as possible.  The supply wagons are worth twice that of any forces your destroy or slip past the enemy.
Mission Motivation:  Medium.
Fatigue Level: Fresh
Support Available:  All Artillery and heavy equipment must be placed on the inbound track starting three turns away.
Reinforcements: Any forces left off the board my be placed on any part of the inbound track.
Terrain Setup:  There must be a road clear of obstruction that runs from the attacking Player’s side of the table to the defender’s.
Special Rules:  At the beginning of each turn the defending player must roll 1D6.  On a roll of 5 or 6 he has received an order to send reinforcements to the sovereign.  He may select any force whose morale has not dropped to broken or below and send it to the rear, removing it from the table.  Recall orders are not called upon if the last remaining company has the army commander attached.  The defender automatically wins if the last wagon leaves the table with no enemy forces having left the defender’s table edge before it.
Chapter XXII: Cost Estimation


This section covers the formula for cost estimation for Units and forces in a game.  This is designed to attempt to provide you with a means to balance forces to prepare a fair game.  Using the point system you can make an assessment of the relative strength of two forces and make accommodations or adjustments as required.  You can balance a game by adjusting factors such as motivation level, fatigue and the placement of objective points to make it a fair game.


The point system is not scientific by any means.  Factors such as hidden units, defensive positions, motivation, etc. can have great impact on a game while not being easily captured in a point process.  The rule of thumb is forces attacking defensive positions need at least a 2:1 advantage.  If there are hidden forces assisting in the defense it may rise to 3:1 or even 5:1!

Basic Costs


The basic cost for a unit is based on its abilities and equipment.  Just add up the Die factor abilities for movement and armor, then the weapons.  A unit with a move of D6 costs 6 points, etc.  Large Shields cost an additional 2 points.

Range Weapons


Range Weapons costs are equal to the Firepower (FP) plus the Impact (Imp) multiplied by the Range Band Modifier (RBM). Cost = (FP + Imp) x RBM.

Hand-to-Hand Weapons


Hand-to-Hand Weapons costs are equal to the Firepower (FP) plus the Impact (Imp) plus the Reach (R) multiplied by 3.  Cost = (FP + Imp + (3xR)).

For Example the Basic Cost for a normal soldier with normal movement (D6), Light Armor (D6) and a sword (FP:D8, Imp: D8, R,1) is 6+6+(8+8+3)=31.

Capabilities Multiple


The Capability Multiple (CM) is based on the number of actions a unit can conduct in an activation.  Normal unit can conduct two actions per activation so the basic multiple is 2.  Each capability has a cost multiple that is added to the base of 2.

Quality Multiple


The Quality Multiple (QM) is based on the Quality of the Troops.  Untrained units (D4) have a Quality Multiple of 1, Green units (D6) have a Quality Multiple of 2, Regular (D8) have a Quality Multiple of 3, Veteran (D10) have a quality multiple of 4, and Elite (D12) units have a Quality Multiple of 6.

Final Cost


The final cost of a unit is its equipment total including weapons multiplied by the Capabilities Multiple and then multiplied by the Quality Multiple (when used).


Final Cost = BC x CM x QM.

Example:

Roman Legionnaires of normal move (D6) with Medium Armor (D8), Short Swords (D6, D8, 0), Pilum (D8, D8, 1/8), and large shield has a Basic Cost of (6+8+14+4=32).

A Roman Legion is the Cadillac of infantry with Drilled, Testudo, and Shock Missile Troops with a Capabilities Multiple of  (2 +.5+.5+1=4).

So a Veteran Legionnaire would have a basic cost of 32 and a final cost of 32 x 4 x 4 = 512 per figure.

Germanic Warrior of normal move (D6) with Light Armor (D6), Sword (D8, D8, 1) and a Shield (part of light armor) has a basic cost of (6+6+19 = 31)


[These costs are prohibitively high; I need an easier way to do this.  I still have to figure out leadership…]

Leadership 


This is a working table designed for the determination of leadership for characters.  It assumes the higher someone goes the more effective he is in leading larger and larger forces, starting with himself.  The LV in the table is for leading Elite units.  So a LV 3 for Elite units is 3, 2 for Regular and 1 for Untrained (1 in 4 chance of failure).

Leader
Self

Platoon
Company
Battalion

A

3

B

2

3

C

1

2

3

D

1

1

2

3

E

1

1

1

2

F

1

1

1

1
Chapter XXIII: Example Organizations & Equipment

Chapter XXIV:  Special Character, Skirmish Games and Heroic Combat


Standards of Valor is not designed to be a game of oversized heroes littering the battlefield with fallen foes.  There are those individuals in history and epic stories who through their own feat of arms (Leonidas, Alexander the Great, Richard the Lionhearted, etc.) inspired others to accomplish great things.  These great leaders had an edge, and a great deal of luck, but did not win the entire war on their own.


History or certain genres may inspire players to have special characters with abilities not attributed to the normal troopers listed in these rules.  These characters may also be conducting special missions not related to large pitched battles.  These games are more at the skirmish level and do not entail large formations of troops.  This section may be used to cover these special missions.

Special Characters


Special Characters are those folks who seem to have a glow about them.  They have a special spark that catches everyone’s interest.  Some are larger than life leaders, others are clumsy and accident prone but have special talents critical to the survival of the empire…   These kinds of characters have abilities that are not easily covered by the one Quality Die fits all description of normal troops.


Special Characters have individual Quality Dice for specific skills.  Below are the minimum skills identified.  You may add any special skill required for your genre or scenario.  Ratings go from a default of D4 (unskilled) to D12 (Expert).  These will be used against difficulty ratings for tasks (D4 being easy, D12 impossible) or in opposed rolls.  For example, a character searching for a concealed character would roll his perception roll against that of the concealed character’s Concealment skill.

Leadership (A thru F)

HtH  Weapon

Missile Weapon

Concealment

Perception

Initiative

Move

Wounds (maximum of 3)

Skirmish Games


Skirmish Games use the same rules as SofV but with some adjustments based on scale.  A Skirmish game assumes a game scale of 1” = 1 Meter and time is a turn to be around 1 minute long.


Instead of Units of Company sized forces, the maneuver elements are individual figures.  They each have their own Confidence Marker that also serves as their Activation Marker.  When resolving actions they use the individual skill on their character card rather than a fixed quality die.


For normal figures (non-heroic types) use the troop quality die or the applicable capability die (e.g. movement).  For those skills outside the scope of normal troops (e.g. concealment) use a D4.

Heroic Combat


Special Characters and character from Chapter XI use Heroic Combat to resolve attacks.   Both Characters and normal troops use the die type listed in the Weapons Table for the weapon they are armed with.

Missile Attacks 


If a character attacks another character or any other figure using missile weapons, an opposed roll is conducted similar to the process employed for normal missile attacks.  The owning player rolls a FP die based on the weapon and a Quality die based on the appropriate skill.  The defending player rolls a Range Die based on the range band of the firing character and his weapon.   The same modifiers are used as in standard missile attacks.

If either of the attacking characters dice exceeds the defender’s roll, the attacker has delivered a minor blow.  If both of the attacking character’s dice roll exceeds the defender’s roll, the attacker has delivered a major blow. If the Attacker has delivered a blow, then proceed to resolving the penetration and effect.

In case of either a minor or major blow, the target will receive a suppression marker.  If the attack was made as a combined effort with an attacking unit, the target will receive a maximum of one suppression marker per action.  If a character attached to a unit receives a suppression marker it is applied to the entire unit.  If a character is on his own then apply the same rules from chapter XI.

Hand to Hand Combat


If a character attacks another character or any other figure using hand held weapons, an opposed roll is conducted.   Both players roll a QD and FP die based on the character’s HtH skill and the FP of his hand held weapon.  Each player then selects the higher of the two rolls.  If the winning player beats one die, he has delivered a minor blow.  If the winner beats both dice, he has delivered a major blow.

In case of either a minor or major blow, the target will receive a suppression marker.  If the attack was made as a combined effort with an attacking unit, the target will receive a maximum of one suppression marker per action.  If a character attached to a unit receives a suppression marker it is applied to the entire unit.  If a character is on his own then apply the same rules from chapter XI.

Penetration and Effect 

The attacking character uses the same Impact rating of the weapon in the Weapons Table.  The Defender uses a defense die based on the armor type used.  If the defender is employing a buckler or secondary weapons, he gets a secondary D4.  For a small shield he gets a secondary D6.  If employing a Large Shield he gets a secondary D8.  If in a shield wall shift the large shield bonus to a D10.

If the attacker delivered a major blow, double the attackers roll for the final impact.  The defender gets to use the higher of his two defense dice.  If the final impact results exceeded the defender’s roll, the defender receives a wound.  If the final Impact exceeds twice the defender’s roll, the defender receives two wounds.  If the impact exceeds three times the defender’s roll, the defender is killed outright and the defender’s Unit, or all characters within the immediate area receive a panic marker.

Characters who receive a wound must reduce the die types for all skill rolls (including combat) by one for each wound.  If they receive a number of wounds equal to their wound level they fall in combat.  Normal troops who receive a single wound automatically fall in combat.

Special Characters may challenge each other to single combat.  They may also seek out the leader of opposing Units in combat.

Characters who accept challenges in Hand to Hand combat or slay the leader of an opposing unit, improve their leadership rating by one for the remainder of the battle.  All friendly units within line of sight of a higher echelon commander who slays an enemy character immediately increase their morale rating by one level as if they passed a rally test.  If the unit the character is leading a unit which is already Confident (CO), that unit immediately becomes Inspired (IN).
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