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A Glorious Victory!
(Copyright. Trevor Raymond. Version 2: October, 2007
(Exodus 20:15 - “Thou shall not steal.")

1) The Determine the Initiative Phase (Simultaneous)
2) The Firing Phase (Simultaneous)

3) The Initiative Movement Phase
4) The Non-Initiative Movement Phase
5) The Hand-to-Hand Combat Phase (Simultaneous)
6) The Initiative Second Movement Phase
7) The Non-Initiative Second Movement Phase
Firing Phase:

	Round
	Weapon
	Range
	CV

	Round 1
	Bows
	Upto 3”
	3

	
	
	From 3” to 6”
	   1**

	
	Longbows


	Upto 3”
	3

	
	
	From 3” to 6”
	   2**

	
	Crossbows
	Upto 4”
	4

	
	Handguns
	Upto 4”
	     6 ++

	Round 2
	Organ Guns


	Upto 9”
	   10 **

	
	
	From 9” to 18”
	   5 **

	
	
	From 18” to 36”
	2

	
	Rockets
	Upto 9”
	   10 ++

	
	
	From 9” to 18”
	     5 ++

	
	
	From 18” to 36”
	2

	Round 3
	Light Bombards
	Upto 18”
	     8 ***

	
	
	From 18” to 36”
	    8 **

	
	
	From 36” to 72”
	4

	
	Bombards
	Upto 18”
	   10 ***

	
	
	From 18” to 36”
	  10 **

	
	
	From 36” to 72”
	5


++
Double the number of dice for if firing at a medium cavalry unit, a heavy cavalry unit, a knight unit or an elephant unit.
** 
Double the number of dice if firing at a Battle.

*** 
Triple the number of dice if firing at a Battle.

Hand-to-hand Combat Phase:

Throw 1D12 for each element fighting; a dice result of the Combat Value (CV) or less scores one hit.

	Round
	Element Type
	CV

	Round 1
	Pikes
	4

	Round 2
	Bills
	4

	
	Elephants
	   10

	Round 3
	Spears
	4

	
	Hand-to-hand Weapons
	5

	
	Medium Cavalry
	   7**

	
	Heavy Cavalry
	   8**

	
	Knights
	   9**

	Round 4
	Light Hand-to-hand
	2

	
	Artillery Crews
	2

	
	Light Cavalry
	    4++

	
	Camels
	    4++

	
	Any Command element
	10**


**
Double the number of dice if fighting a handgun unit

++
Double the number of dice if fighting a missile firing unit or an artillery unit
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Movement Phase:

For individual units and command units they are:

To Turn


Costs 1 Function

To About Face

Costs 1 Function
To Change Formation
Costs 1 Function

To Mount

Costs 2 Functions
To Dismount

Costs 1 Function

To Move

Costs 1 Function

To Charge

Costs 2 Functions

For Battles they are:

To Turn


Costs 2 Functions

To About Face

Costs 2 Functions
To Move

Costs 2 Functions

To Charge

Costs 2 Functions

For artillery units they are:

To Turn


Costs 2 Functions

To About Face

Can’t
To Prolong Organ Guns
Costs 2 Functions

To Limber Up

Costs 2 Functions

To Move

Costs 2 Functions

To Unlimber

Costs 2 Functions

The movement allowances for each formation type are:
	Unit Type
	Move
	Charge

	All Foot Units
	Upto 6”
	Upto 9”

	Mounted Foot by Foot
	Upto 6”
	Upto 9”

	Mounted Foot by Horse
	From 6” to 12”
	Can’t

	Light Cavalry
	Upto 24”
	Upto 12”

	Camels
	Upto 24”
	Upto 12”

	Medium Cavalry
	Upto 18”
	Upto 15”

	Heavy Cavalry
	Upto 12”
	Upto 18”

	Knights
	Upto 12”
	Upto 18”

	Elephants
	Upto   6”
	Upto   9”

	Prolong Organ Guns

	Upto 1”
	Can’t

	Prolong Rockets
	Upto 1”
	Can’t

	Move Limbered Organ Guns
	Unto 4”
	Can’t

	Move Limbered Bombards
	Unto 2”
	Can’t

	Battles
	Upto 3”
	Upto 3”


Second Movement:
	Command Figure
	Command Range

	Commander-in-Chief
	Units within  9”

	A Sub-Commander
	Units within  6”
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