
A Glorious Victory!

(Copyright. Trevor Raymond. Version 2: October, 2007

 (Exodus 20:15 - “Thou shall not steal.")

A Glorious Victory is a reasonably quick and easy set of wargames rules designed to cover the period of warfare from around the early 15th century through to the latter part of the 16th century, thus covering the period from about the War of the Roses through most of the Renaissance period.

The Basics

Firstly, the game system uses twelve sided dice (D12) reading 1 to 12; it is recommended that you have at least six. 1D12 means one D12 dice; 2D12 means two D12 dice; etc.

Next, you need two armies but don't panic! These rules are designed to be used with wargame armies that are already based to other rule systems.

Next, all the units within your army must be defined as a unit type; they must be defined as one of the following basic unit types:

a) Foot



e) Medium Cavalry

i)  Command

b) Mounted Foot


f)  Heavy Cavalry

j)  Organ Guns

c) Light Cavalry


g) Knights


k) Rockets
d) Camels



h) Elephants


l)  Bombards
(To help you generate the mix of unit types permitted in an army for a particular nationality, see the separate A Glorious Victory! The Army Lists)

Foot Units

Foot units are units that move and fight on foot. Most of the units in this period were foot units. In these rules, foot units may be primarily armed for hand-to-hand combat or they may be primarily armed to fire missiles at the enemy, not both. For hand-to-hand combat, foot units may be armed with one of the following weapon types:

a) A Light Hand-to-hand Weapon

b) A Hand-to-hand Weapon

c) A Spear

d) A Bill

e) A Pike

Light Hand-to-hand weapons include any one handed weapons such as knives, slings, pistols, etc, or any type of improvised weapon. Hand-to-hand weapons include any two-handed weapons such as sword, axe, mace, etc.

Spears include javelins or any other similar short thrusting/throwing weapon. Bill includes any medium length two-handed thrusting weapon such as a pole-axe, halberd, bill, etc. Pike includes any long two-handed thrusting weapon such as pikes.

For firing missiles at the enemy foot units may be armed with one of the following:

a) A Bow

b) A Longbow

c) A Crossbow

d) A Handgun

As noted, in these rules slings and smaller firearms such as pistols are treated as Light Hand-to-hand weapons. Handguns include all the types of larger primitive firearms such as the arquebus, etc.

Since handguns were much more effective against armour than the other bow type weapons they have an advantage when firing against some types of mounted armoured units. Of course, those same mounted units should be particularly spiteful against hand-gunners if they get into hand-to-hand combat with them.

Only those foot units armed for hand-to-hand combat may charge into contact with the enemy, and may charge any enemy including mounted units. Foot units armed for firing missiles at the enemy may not charge, but do fight hand-to-hand combat with improvised (Light Hand-to-hand) weapons.

Mounted Foot Units

Some foot units had the use of horses or the like to move about with. Units such as these are referred to in these rules as Mounted Foot units. Mounted foot units are not classed as mounted units; they are classified as foot units.

A Mounted Foot unit may move and charge on foot like any other foot unit of their weapon type. A mounted foot unit may also elect to move by horse. The actual mounted figures are not required; the unit simply moves a little further than normal but with some restrictions (see movement). Basically, a mounted foot unit moving by horse must not contact any other troops (friendly or not) nor pass through any terrain prohibited to mounted units during its movement.

Mounted foot units are always considered dismounted at the end of a movement phase. A mounted foot unit always fights on foot like any other foot unit. Like foot units, only those mounted foot units armed for hand-to-hand combat may charge into contact (unless the unit is moving by horse) with any enemy including mounted units. Mounted foot units armed for firing missiles at the enemy may not charge, but do fight hand-to-hand combat with improvised (Light Hand-to-hand) weapons.

Mounted Units: Light Cavalry

Scouting and skirmishing were their main tasks of Light Cavalry. Light cavalry have no armour. Light cavalry units always move and fight on horseback; they may not dismount to move or fight on foot. Light cavalry units only fight hand-to-hand combat. Light cavalry may charge into contact with any enemy except elephants or Battles (see larger formations).

Mounted Units: Camels

Some nationalities used camels; treat camels exactly the same as Light Cavalry unless noted otherwise. Camels may charge into contact with any enemy except Battles (see larger formations).

Mounted Units: Medium Cavalry, Heavy Cavalry and Knights

Engaging the enemy was the main task of Medium Cavalry, Heavy Cavalry and Knights. Medium Cavalry have light, usually non-metal (leather, etc) armour on the rider and perhaps on the horse also. Heavy Cavalry have armour on the rider only with the horse possibly lightly armoured. Knights have metal armour on both the rider and the horse.

Medium Cavalry, Heavy Cavalry and Knights always move and fight on horseback; they may not dismount to move or fight on foot. Medium Cavalry, Heavy Cavalry and Knights only fight hand-to-hand combat. Medium Cavalry, Heavy Cavalry and Knights may charge into contact with any enemy except elephants.

Mounted Units: Elephants

Some nationalities used elephants; treat elephant units exactly the same as knights unless noted otherwise. Elephants may charge into contact with any enemy.

Mounted Units: Commanders

An army must have one and one only Commander-in-Chief unit. An army also receives two additional Sub-Commander units though some armies may also receive extra sub-commander units depending upon their nationality (see the separate A Glorious Victory! Army Lists)

Command units are always mounted; they must be mounted on a horse, a camel or an elephant as appropriate for the army type. Command units must be clearly identifiable as either the commander-in-chief unit or as one of the commander-in-chief’s sub-commander units. Command units may charge into contact with any enemy, and command units can certainly be killed by missile fire or be killed in hand-to-hand combat.

Artillery Units: Organ Guns and Bombards

Artillery in this period basically consisted of two types: the close range, quicker firing, multi-barrelled Organ Guns and the much longer ranged, slower firing, single barrelled Bombards. Artillery fire in this period was not particularly effective, but it could be if used against the larger slower formations.
Artillery units do defend themselves during hand-to-hand combat but only do so with improvised (Light Hand-to-hand) weapons. Artillery units may never charge.

Artillery Units: Rockets

Some nationalities used rockets. The use of rockets in this period was not particularly effective but their use could certainly cause some major panic and disorder amongst mounted units. Thus they have a small bonus when firing against some types of mounted units. No differentiation is made between how the rockets were launched. Treat rockets exactly the same as organ guns unless noted otherwise. Rocket units may never charge.

Artillery Units: Miscellaneous

Some armies experimented by mounting large firearms on elephants, wagons, camels or even horses. Such miscellaneous types of artillery units were very rarely used in combat and only then in very limited numbers. In this game system such unit types have been completely ignored. Similarly, mortars were mainly used in siege situations and so the use of mortars has also been completely ignored.

Elements and Units

Ok: In these rules (as in most) a number of figures (miniatures, castings) are glued onto a square or rectangular base. This base then forms an element under these rules and a number of elements make up a unit. The recommended figure scale for this game system is the popular 25 mm scale, though other scales could be easily adapted.

Command units and artillery units are represented by a single element. All other units (Foot, Mounted Foot and Mounted units) start the game with six elements. For mounted units only, these six elements may be split and be deployed at the start of the game as either one unit of six elements or as two units of three elements.

All the figures of an element must face the same direction, that is, towards the front of the element’s base. The figures of an element should be representative of their type, that is, foot figures must be used for foot units, mounted figures used for mounted units, etc. Also, the armament of an element should be representative of the weapon type used, that is, bow armed figures should be used if the element is armed with bows, crossbow armed figures should be used if the element is armed with crossbows, etc. A player must advise his opponent of any unusual elements, units or troop types being used before play commences.

For 25 mm scales armies not already based, the recommended basing system for the elements is:

Foot Elements and Mounted Foot Elements

Foot element or Mounted Foot element = 1¼” frontage x ¾” deep

1 foot figure per element for all Missile firing troops
2 foot figures per element for all Hand-to-hand troops

Mounted Elements

Cavalry element = 1¼” frontage by 1¾“ deep

1 cavalry figure per element for Light Cavalry, Medium Cavalry, Heavy Cavalry and Knights

Camel element = 1¼” frontage by 1¾“ deep

1 camel figure per element for Camels

Elephant element = 1¼” frontage by 2¼” deep

1 elephant figure + crew per element for Elephants

Artillery Elements

Artillery element (Unit) = 1¾“ frontage by 2½“ deep

1 Organ Gun + crew figures per element for an Organ Gun

1 Bombard + crew figures per element for Bombards

Rocket element (Unit) = 1¾“ frontage by 2½“ deep

1 Rocket Launcher (optional) + crew figures per element for Rockets

With artillery, the artillery piece and its crew are placed onto the element base; this base is then treated as a single element unit.

Command Elements

Command element (Unit) = 2” frontage by 2“ deep

With command units, a suitably mounted figure or two as appropriate for the army’s nationality is placed onto the element base; this base is then treated as a single element unit.

How do the elements form a unit?

The elements of individual units must always be deployed in a valid formation, that is, they must be deployed in a line formation or they must be deployed in a mass formation. Artillery units, rocket units and command units are always considered to be in line formation. Otherwise, units must start the game in one of these formations below. Valid line formations for units (facing the direction indicated by the arrow () are:
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Valid mass formations for units (facing the direction indicated by the arrow () are:
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(* The player controlling a five element unit in mass formation may shift the rear fifth element of that mass from one side to the other side at any time during that player’s movement phase for free; this is not a formation change.)

Each unit also has a front edge and a rear edge and each unit has two corners on its front edge thus:

  Front of Edge of a Unit

	(
Unit

Facing


    Rear Edge of a Unit

What of the larger multi-unit formations used during this period?

As noted above, elements must be deployed into one of two formations: they are either deployed as a single unit formation (in either line or in mass) or they can be deployed into a larger multi-unit formation known in these rules as a Battle (with a capital B; this is where the modern word for battalion originated). A Battle has both advantages and disadvantages.

For game purposes, each unit deployed into a Battle formation becomes a sub-unit of that Battle; the Battle is thus considered to be one large but special unit consisting of a number of sub-units. Once deployed into a Battle, a sub-unit is no longer treated as an individual unit for any purpose; the Battle is the unit (formation).

Battles may only be formed before the game begins. A player’s army must have at least one Battle though a player may have more than one Battle (at the player’s discretion). A Battle must start the game consisting of at least three sub-units (not counting any command units) and further sub-units may be added as desired.

Unlike individual units, the elements of a Battle need not be identical in type and armament. Further, a Battle may not contain any mounted elements; command elements are an exception; command elements may be part of a Battle and remain mounted. A Battle may not contain any artillery elements.
Battles had so many different troop organisations and layouts that it would be near impossible to write rules to cover them. Therefore, to simplify this problem in these rules, the elements forming a Battle are formed up onto a separate round base; a round base may be between 7” and 11” diameter (at the player’s discretion). The round base must have a direction indicator on it to show which way the Battle is facing. This round base and the elements thereon represent the Battle, its strength, its composition, and the direction the Battle is facing.

Once all of the elements making up a Battle are ready then they are placed in an orderly manner onto the round base. As noted, the position and order of the elements on the round base is irrelevant; it is assumed that the most appropriate troop arrangement is being used. All of the elements placed on a round base must face the same direction, that is, in the direction of the direction indicator on the round base. All elements must fit completely on the round base; elements that do not fit completely onto the round base cannot be used and are removed from play (use some common sense here, please).
Once formed, Battles cannot be broken down again into individual units. However, Battles can be reinforced during the course of the game by merging other friendly units into the Battle (see movement).

If at any time during the course of the game a Battle’s round base is found to have less than ten (10) elements remaining on it (including all command elements) then that Battle immediately disintegrates and routs. To rout a Battle simply pick up all of the remaining elements remaining on the round base (including all command elements) and along with the round base and remove them from the game.

Setting Up

Ok; that’s the basics. Players may decide between themselves as to what the terrain layout will be (and how it affects the game), how and where to set up their armies, what the victory conditions for the game will be, etc. Artillery units may start the game either limbered or unlimbered (see movement), and units may start the game in either line formation or in mass formation. 
Now, onto the actual rules:

The Game Turn Sequence

Each full game Turn (with a capital) consists of a series of phases, each done in the sequence noted below:

1) The Determine the Initiative Phase (Simultaneous): Players determine which side has the initiative.

2) The Non-Initiative Movement Phase: The side without the initiative conducts any and all of its movement.

3) The Initiative Movement Phase: The side with the initiative conducts any and all of its movement.

4) The Firing Phase (Simultaneous): Both sides resolve all missile fire and artillery fire.

5) The Hand-to-Hand Combat Phase (Simultaneous): Both sides resolve all hand-to-hand combat.

6) The Non-Initiative Retreat Phase: The side without the initiative conducts any and all of its retreats.

7) The Initiative Retreat Phase: The side with the initiative conducts any and all of its retreats.

Once all of these phases are complete, then the full game Turn is over and the next game Turn begins by re-determining the initiative.

Determining the Initiative Phase

The determining the initiative phase is first. To determine which side has the initiative, both sides tally up the number of formations (that is, the number of individual units and Battles) that they have that have four or more elements remaining in each.

The side with the greater number of formations with four or more elements remaining in them has the initiative. If equal, then each side throws 1D12 to decide; the highest throw has the initiative; re-throw on a tie.

The side with the initiative holds onto the initiative until the other side can take the initiative off it during this phase by becoming the side with the greater number of formations with four or more elements remaining.

The Movement Phase

The movement phase is next. During a player's movement phase, the player may physically move any or all of his formations (units and Battles) on the table. Under no circumstances can a formation exceed its movement allowance during its movement.

Units and Battles manoeuvre by using functions. However, any formation that is in contact with an enemy formation has zero (0) movement functions, that is, it does nothing at all during the movement phase; such formations may only resume movement again during this phase when there are no more enemy formations left in contact with them. Otherwise, an individual unit, Battle or artillery unit is allowed to do two (2) functions during its movement phase thus:

For command units they are:
To turn (upto 180 degrees)

Costs 1 Function

To about face



Costs 1 Function 

To move



Costs 1 Function

To charge



Costs 2 Functions

For individual units they are:
To turn (upto 90 degrees)

Costs 1 Function

To about face



Costs 1 Function

To change formation


Costs 2 Functions

To move



Costs 1 Function

To charge



Costs 2 Functions

To change formation and charge
Costs 2 Functions

For Battles they are:
To turn (upto 45 degrees)

Costs 2 Functions

To about face



Costs 2 Functions

To move



Costs 2 Functions

To charge



Costs 2 Functions

For artillery units they are:
If unlimbered:

To turn (upto 45 degrees)

Costs 2 Functions

To prolong



Costs 2 Functions

To limber up



Costs 2 Functions

If limbered:

To turn (upto 180 degrees)

Costs 1 Functions

To move



Costs 1 Functions

To unlimber



Costs 2 Functions

For example, a foot unit may move then move again using two functions; it could not move then charge for that would use three functions. A foot unit could charge using two functions; it could not about face and then charge for that would use three functions. Etc.

Can the enemy do anything while you are moving?

No; nothing at all.
Interpenetration of formations and terrain

Friendly command units may merge into a friendly Battle (see merging below). This is the only time and the only way that a unit or formation can interpenetrate another unit or formation. Otherwise, the interpenetration of any units or formations (friendly or not) is strictly prohibited.

Obviously, a unit or formation may not interpenetrate any type of terrain prohibited to their type. Players must decide between themselves before the game as to what effects that the terrain features will have upon movement.

Ok: How does a unit turn?

There are two ways that a unit may change facing; a unit may pivot slightly or a unit may do a turn (without a capital).

Firstly, a unit may adjust its facing slightly by pivoting. A unit may pivot slightly (wheel) immediately before moving or charging; such a pivot is free and uses no movement allowance or functions. To pivot, the unit simply wheels about one of its two front edge corners by no more than ¼“, that is, the corner wheeling may not move by more than a ¼“.

Otherwise, a turn is used to change the direction a formation is facing (the direction it is going) from one direction to another direction. An individual unit turns by wheeling the formation about one of its two front edge corners by no more than the noted number of degrees; a Battle turns by rotating the Battle’s round base about its geometric centre by no more than the noted number of degrees. A turn uses no movement allowance.

Obviously, a formation conducting either a pivot or a turn may not interpenetrate any other formation or any type of terrain prohibited to their type. Pivoting or turning a formation can never be used to bring a unit into contact with the enemy; a formation must charge into contact.

Can a unit about face?

Yes: An about face is used to change the direction that a unit or Battle is facing by exactly 180 degrees; artillery units cannot about face. An about face is done by rotating each individual element of a unit by exactly 180 degrees; a Battle about faces by rotating the round base about its geometric centre by exactly 180 degrees. About facing uses no movement allowance.

How do I change formation?

Only multi-element individual units can change formation. To change formation, one element of the unit must remain in place whilst all the other elements of that unit form a new valid formation about it. 

Remember, that when changing formation the interpenetration of any other formations (friendly or not) or the interpenetration of any type of terrain prohibited to the unit type is not allowed. Changing formation can never be used to bring a unit into contact with the enemy; a formation must charge into contact.

How do I move a unit?

Moving is done by moving the unit or Battle directly forward by upto the movement distance allowed. A unit may pivot slightly immediately before moving (see turning a unit above), otherwise no deviation from a straight line is allowed; a unit must conduct a turn to change direction.

A moving formation must not contact any other formations (friendly or not) nor enter any prohibiting terrain during its movement. Moving can never be used to bring a unit into contact with the enemy; a formation must charge into contact.

Command units move during a movement phase like any other unit of their type. For example, all horse mounted command elements move as knights; camel mounted command elements move as camels; elephant mounted command elements move as elephants. Command units attached to a Battle move with the Battle.

Can a unit move sideways?

No: However, a unit may be moved sideways slightly by changing formation, for example, from one line formation to another line formation; this is allowed, but remember that changing formation can never be used to bring a unit into contact with the enemy; a formation must charge into contact.

Can a unit move backwards?

Some can - a little: Only individual Foot units or Mounted Foot units (not moving by horse) that are in line formation may step-back, that is, move directly backwards by upto 1” instead of moving forward; the unit remains facing its original direction and the unit may pivot or turn before stepping-back. Stepping-back can never be used to bring a unit into contact with the enemy; a formation must charge into contact

A unit may also be moved backwards slightly by changing formation, for example, from one mass formation to another mass formation; this is allowed, but remember that changing formation can never be used to bring a unit into contact with the enemy; a formation must charge into contact.

Can a unit charge?

Of course! But first, forget Hollywood. Mounted armoured units in this period didn’t charge in at a furious pace like in the movies; in fact, they didn’t go anywhere at any pace; it was simply too uncomfortable for both the man in armour and the armoured horse. They moved about at walking pace and then charged in at a rate not much faster than a trot over the last few dozen yards, remaining in foot-to-foot contact and maintaining their line; a wall of steel as such. Also, light cavalry were only trained and equipped to scout and skirmish and so they were not very keen to directly engage in hand-to-hand combat until up close and sure of what they were getting into.

In these rules a charge must be used if you wish to bring a friendly formation into contact with an enemy formation for the purposes of hand-to-hand combat. However, some unit types may not be able to charge at all or charge into contact with certain other types of units (as noted for their unit types in the introduction). Command elements are units, and as such they can charge into contact. If a formation cannot actually reach its intended target, then that formation cannot conduct charge movement.

Like moving, a unit may pivot slightly for free immediately before charging (see turning a unit above). Otherwise, no deviation from a straight line is allowed; a unit must turn to change direction. Charging is then done by moving the formation directly forward into contact with no deviation in direction allowed.

A formation is deemed to be in contact with another formation as soon as both of the formations come into physical, base-to-base contact. Remember, as soon as a formation contacts an enemy formation then both formations cannot move, charge, change formation, etc, at all. Such formations may only resume movement again when there are no more enemy formations left in contact with them.

How do artillery units move?

Some artillery units could move position a small amount by using manpower, that is, by prolonging; all artillery units can move position by using their animal teams, that is, by limbering up and moving off. Only unlimbered organ guns (and rocket units) may prolong; bombards in this period were heavy cumbersome weapons and were simply too hard to move by hand, thus bombards cannot prolong. A prolonging artillery unit pivots, turns and moves like any other unit.

As noted, all artillery units can limber up and move position by using their animal teams. The actual limber team figures are not required; a player simply shows that an artillery unit has limbered up by placing a small indicator onto the artillery unit’s base. Limbering up an artillery unit uses no movement allowance. Once limbered up, an artillery unit turns and moves like any other unit. However, any limbered artillery unit that is contacted by an enemy formation is eliminated and immediately removed from play.

A limbered artillery unit must unlimber in order to set up for firing, and must be unlimbered in order to fire. To unlimber an artillery unit, the unit is simply rotated to face any direction desired and the limbered indicator is removed from the unit’s base.
How far can a formation move?

The movement and charge allowances for each formation type are:

	Unit Type
	Move
	Charge


	Foot Units – Missile armed
	Upto 5”
	Can’t

	Foot Units – Hand-to-hand armed
	Upto 5”
	Upto 6”

	Mounted Foot moving by Horse
	From 5” to 10”
	Can’t


	Light Cavalry
	Upto 18”
	Upto 12”

	Camels
	Upto 18”
	Upto 12”

	Medium Cavalry
	Upto 10”
	Upto 18”

	Heavy Cavalry
	Upto   5”
	Upto 15”

	Knights
	Upto   5”
	Upto 15”

	Elephants
	Upto   5”
	Upto 10”


	Prolong Organ Guns

	Upto 1”
	Can’t

	Move Limbered Organ Guns
	Unto 4”
	Can’t

	Move Limbered Bombards
	Unto 2”
	Can’t


	Battles
	Upto 3”
	Upto 3”


Can a Battle be reinforced?

Yes: However, only friendly Foot units or friendly Mounted Foot units (not moving by horse) can merge into (reinforce) a friendly Battle during the course of the game; artillery units cannot merge with anything, Battles cannot merge with other Battles, nor can units merge with other units. Units may merge into a Battle even if there are enemy units in contact with that Battle, and more than one unit may merge into a Battle at the same time.

To merge a unit into a Battle, the friendly unit is simply moved into base-to-base contact with the friendly Battle (or visa versa) during the player’s friendly movement phase. Then, immediately upon contact, the player merges the unit into the Battle by placing all of that unit’s remaining elements onto the Battle’s round base; any elements of the unit that do not fit onto the Battle's round base are removed from play (again, use some common sense here please). As soon as any unit merges into a Battle then that Battle must remain stationary for the remainder of the current movement phase.

Once merged into a Battle, an individual unit becomes a sub-unit of the Battle and thus may not leave again later on; it remains as part of the Battle for the remainder of the game.

Can command units merge into a Battle?

Yes: Friendly command units may merge into (attach to) a friendly Battle during a friendly movement phase in the same way as noted for units above. This is the only time and the only way that a formation can interpenetrate another formation. Unlike units, merging a command unit into a Battle does not affect the Battle’s movement; the Battle may still continue its movement.

Further, and unlike any other units, command units may also elect leave (detach from) a Battle again later on. A command unit may only elect to leave a Battle at the start of a friendly movement phase. To leave a Battle, the command unit is simply picked up and is placed in any legitimate position (facing any direction) that is no more than 2” from the Battle from which it is detaching (measured base-to-base). The command unit may then move as normal during the same movement phase.

The Firing Phase

The firing phase is next. During the firing phase, only those elements actually capable of firing (shooting) may fire, and they may fire at the enemy only. Firing is not compulsory; a player does not have to fire an element if that player does not wish to do so. All of the elements within a Battle that are capable of firing may fire.

Artillery units (including rockets) must be unlimbered in order to fire (see movement above). Artillery units may not fire if they are in contact with an enemy formation. Otherwise, non-artillery units and Battles may fire, and may fire even if they are in contact with an enemy formation, and may even fire at a formation in contact with them. Elements may fire once and once only during this phase as noted below. 

Can you fire overhead?

No; all fire is basically direct fire; no indirect fire of any type is allowed over any formations (friendly or not) nor over any terrain feature (such as hills, woods, buildings, etc). Players must decide between themselves before the game as to the effects that the terrain features have upon firing.

Determining the Range (or Distance)

The first thing to do before firing is to determine the range (or distance) to the target. To measure the range or distance between any two formations measure the shortest base-to-base distance between the two formations. Obviously, any target that is not in range of the weapon type wishing to be fired may not be fired at.

Determining the Zone of Fire

Next, if the target formation is within range, then the player wishing to fire must then determine if the firing formation has a valid zone of fire to the target which is clear of any units or formations (friendly or not) and clear of any prohibiting terrain (such as hills, woods, buildings, etc) between the formation wishing to fire and the intended target formation.

The zone of fire for missile fire and it is determined by using the Missile Zone of Fire Template below. The template is 7” by 1“.

	( Missile Zone of Fire Template (



A unit or Battle may fire its missile weapons in any direction from the formation. To use this template, it must be placed over both the formation wishing to fire and the intended target formation in such a way that both of the longer parallel sides are over or partially over both the formation wishing to fire and the intended target formation; the zone of fire is then defined as the area under the template between the formation wishing to fire and the intended target formation.

For artillery fire, the zone of fire is directly ahead of the artillery unit in the direction it is facing and parallel to the artillery element’s base sides (extending out to maximum range) thus:

	÷
	(            Artillery Zone of Fire (extending out to maximum range()


An unlimbered artillery unit (or an unlimbered rocket unit) may pivot slightly (wheel) immediately before firing to bring a target into its fire zone. To pivot, the artillery unit simply wheels about one of its two front edge corners by upto ¼“, that is, the corner wheeling may not move more than a ¼“. For artillery fire, the intended target formation must be in or partially in the artillery zone of fire.

How do you resolve fire?

For a target to be an eligible target for either missile fire or artillery fire then both of the following conditions must be met:

1) There must be no other units or formations (friendly or not) in or partially in the fire zone between the firing formation and the intended target formation, and,

2) There must be no prohibiting terrain in or partially in the fire zone between the firing formation and the intended target formation, and,

If so, then the target is an eligible target and may be fired at. Put simply, if there are any formations or any prohibiting terrain in the fire zone between the firer and the intended target, then that target is said to be obscured or partially obscured and may not be fired at. A unit or Battle may split its elements and fire at any number of eligible enemy target formations but a unit or Battle may only fire at a particular target once during the firing phase; so, be careful. An artillery unit cannot split its fire.
Firing is simultaneous during this phase and is resolved formation by formation. To fire, a player simply nominates how many elements of what weapon type from that unit or Battle are firing at what eligible enemy target formation. The player then throws 1D12 for each element firing; the number of dice may be increased or decreased depending on the unit type firing, the weapon type being fired and the target (see below):
	Weapon
	Range
	CV

	Bows
	Upto 3”
	3

	
	From 3” to 6”
	    1 **

	Longbows


	Upto 3”
	4

	
	From 3” to 6”
	   2 **

	Crossbows
	Upto 4”
	     3

	Handguns
	Upto 4”
	     3 xx

	Organ Guns


	Upto 6”
	   12 ***

	
	From 6” to 12”
	   6 **

	
	From 12” to 24”
	2

	Rockets
	Upto 6”
	   12 ++

	
	From 6” to 12”
	    6 ++

	
	From 12” to 24”
	2

	Light Bombards
	Upto 12”
	   10 ***

	
	From 12” to 24”
	    5 **

	
	From 24” to 48”
	2

	Bombards
	Upto 12”
	   12 ***

	
	From 12” to 24”
	    6 **

	
	From 24” to 48”
	3


For a unit firing missiles:

If the unit firing is splitting its fire between several targets then subtract one dice.

If the unit firing is firing at a unit in line formation then subtract one dice.

If the unit firing is firing at a unit in mass formation then add one dice.

Then, for a unit firing missiles:

xx
Throw double the number of dice for a handgun unit firing at a medium cavalry unit, a heavy cavalry unit, a knight unit, a command unit or an elephant unit.

**
Throw double the number of dice for bows or longbows firing long range (plunging) fire at a Battle formation.

For artillery units:

**
Throw double the number of dice for this type of artillery weapon firing at a Battle formation.

***
Throw triple     the number of dice for this type of artillery weapon firing at a Battle formation.

++
Throw double the number of dice for rockets firing at a light cavalry unit, a medium cavalry unit, a heavy cavalry unit, a knight unit, or any horse mounted command unit.

Each result on a dice of the Combat Value (CV) or less will score one hit on the target unit or formation. (See removal of loses).

For example: A longbow unit in line of 4 elements wishes to fire at a two-handed sword unit (hand-to-hand weapon) of 6 elements in mass 5” away. The bow unit throws 4D12 but adds one dice for being in line and adds another dice for the target being in mass formation, 6D12 in total requiring a 2 or less on a dice for a hit. Thus, it could potentially get six hits.
For example: A bombard wishes to fire at a Battle 17” away. Normally it would throw 1D12 but because the target is a Battle from 12” to 24” it throws 2D12 requiring a 6 or less on a dice for a hit.

The Hand-to-Hand Combat Phase

The hand-to-hand combat phase is next. Any friendly formation that is in contact with an enemy formation at the start of the hand-to-hand combat phase must engage in hand-to-hand combat.

Elements fight once only in this phase as noted below. Bow, Longbow, Crossbow, Handgun and Artillery elements do fight during this phase, but only do so with improvised (Light Hand-to-hand) weapons. Others fight with their Hand-to-hand weapon type as noted below. All command elements fight the same regardless of weapon type or how they are mounted.

A unit or Battle may split its elements and engage in hand-to-hand combat against any number of enemy formations that are in contact with it, but that unit or Battle may only engage in hand-to-hand combat against a particular formation that it is in contact with it once during the phase; so, be careful.

Command units and Hand-to-hand combat

Once a battle was underway, the commander-in-chief and his sub-commanders had very little direct influence on the proceedings unless they were in close proximity to where the action was. In these rules this local influence of command units is handled in the following way.

During the course of the hand-to-hand combat resolution phase, as players throw dice, it may be that a player throws a particularly bad set of dice; if so, then the close proximity of a command unit to that hand-to-hand combat may allow that player to re-throw that particular throw of the dice. A player may not re-throw for command units and command units may not re-throw for themselves.

Firstly, a unit (not Battle) must be eligible for a re-throw. For a unit to be eligible for a re-throw of the dice that unit must be within a certain command range of a friendly command unit. To measure the range (or distance) between the unit and a command unit simply measure the shortest distance between the base of any element in the unit and the command element’s base and regardless of any other formations or terrain in-between.
	Commander
	Command Range

	The Commander-in-Chief
	Units within  6”

	A Sub-Commander
	Units within  3”


Only friendly units (not Battles) that are within the command ranges noted above of a friendly command figure are eligible for a re-throw. A player may only elect to re-throw the dice once per unit per hand-to-hand combat phase, and a player must re-throw all of the dice just thrown, not just some of them. A re-throw itself cannot be re-thrown.
Can a unit be outflanked?

Yes: Only individual units can be outflanked; Battles cannot be outflanked and Battles cannot outflank a unit. A friendly unit is said to be outflanked if an enemy unit has either of its two front edge corners in contact with that friendly unit’s rear edge.
  Front of Edge of a Unit

	(
Unit

Facing


    Rear Edge of a Unit

Any and all other situations arising do not constitute an outflank. At the start of the hand-to-hand combat resolution phase, any unit that has been outflanked by the enemy must remove one (1) element immediately before any hand-to-hand combat resolution begins (see removing loses).

How do you resolve Hand-to-hand combat?

Hand-to-hand combat is simultaneous during this phase and is resolved formation by formation. A player simply nominates exactly which elements of the friendly formation are fighting which enemy formation that is in contact with it. The player then throws 1D12 for each element fighting; the number of dice may be increased depending on the unit type fighting and the target (see below):

	Element Type
	CV

	Light Hand-to-hand Weapons
	1

	Hand-to-hand Weapons
	5

	Spears
	4

	Bills
	5

	Pikes
	6

	Light Cavalry
	5

	Camels
	5

	Medium Cavalry
	    6 **

	Heavy Cavalry
	    8 **

	Knights
	  10 **

	Elephants
	   10 **

	Any Command element
	  12 **


**   
Double the number of dice if these mounted unit types are fighting against a non-mounted unit in 

line formation (including rockets and artillery)

Each result on a dice of the Combat Value (CV) or less will score one hit on the target unit or formation. (See removal of loses).

For example: Three pike units of 3 elements each charge and contact a two-handed sword (hand-to-hand weapon) unit of 6 elements; two pike units manage to outflank the sword unit. Firstly, the sword unit is outflanked twice and so must remove two elements leaving four. Then, each pike unit throws 3D12 requiring 6’s or less on a dice for each hit, potentially 9 hits; the sword unit splits its elements and throws 2D12 against one pike unit and 2D12 against another pike unit requiring 5’s or less for a hit, potentially 4 hits.

Another example: A Heavy cavalry unit of 4 elements charges a handgun unit of 6 elements which is in line. The heavy cavalry attacks the handgun unit with 8D12 (the 4 dice doubled for mounted versus non-mounted in line) requiring an 8’s or less for a hit, potentially 8 hits. The hand-gunners throw 6D6 requiring a 1 or less for a hit, potentially 6 hits.

Another example: Suppose the mounted Heavy cavalry unit above attacks the handgun unit with the 8D12 and throws very poorly only getting one hit. The cavalry unit has a friendly command unit within the required command distance and so the player elects to re-throw the entire 8D12 dice throw again and again throws very poorly this time getting no hits. That unit having already conducted a re-throw may not re-throw again this phase and thus the result stands.

The Retreat Phase

The retreat phase is the final phase. Once both sides have completed hand-to-hand combat, players may then elect to retreat any friendly units or formations under their control from the game. This is the only time during the game Turn that a player can voluntarily retreat a friendly unit or formation from the game.

The non-initiative player conducts any and all of his retreats first; the player with the initiative then conducts any and all of his retreats next. To retreat a unit or formation from the game the player simply picks up all of its remaining elements and removes them from the game; if the formation is a Battle then the round base is removed as well. However, and unlike routs, any command units that are attached to a Battle may remain behind if that Battle is ordered to retreat; they are placed anywhere within the area previously taken up by the round base facing any direction desired by the player.
Once all retreats are done then the full game Turn is over and the next full game Turn begins by determining the initiative.

Removal of Loses

Loses and how they are removed is important within the game system. Loses from the firing phase or the hand-to-hand combat phase are only removed at the end of that particular phase after all of the elements involved in that phase have had a chance to fire or fight. Players must place small markers next to a unit or formation to show the number of hits that that particular unit or formation has taken during the phase.
At the end of a particular phase, the non-initiative player removes any and all of his loses first; the player with the initiative then removes any and all of his loses next.

Loses must be removed from the enemy unit or Battle that actually has the hit markers on it. One element is removed from a unit or Battle for every two (2) hit markers that that unit or Battle has taken during the phase; when an element is removed then so are two hit markers. When an element is removed it does not necessarily mean that all of those troops are all killed; think of element loses as kills, wounds, effects of fatigue, panic, loss of cohesion or command control, etc; all of those things that influence the overall effectiveness of that formation.

The player controlling a unit taking loses chooses which elements he wishes to remove, however elements that are currently in contact with an enemy unit or Battle must be removed last. In the case of a Battle, the player may choose any elements on the Battle’s round base; elements removed from a Battle need not be from those elements firing or fighting during that particular phase.

Where a player scores more hits on an enemy unit or Battle than elements available to be removed as loses then those excess hits fail to cause any further loses (an overkill); excess hits are not taken from some other nearby formation (friendly or not); simply remove any excess hit markers at the end of the phase. Similarly, if after removing the required number of loses a unit or Battle has a single hit marker remaining on it, then that single remaining hit marker has no ongoing effect; simply remove that hit marker at the end of the phase.

Examples: A unit takes three hit markers during the firing phase; one element is removed along with two hit markers with the third ignored and removed. A unit takes one hit markers during the firing phase; no element is removed and the marker is simply removed. A unit takes six hit markers during the firing phase but only has two elements left (an overkill has been achieved); both elements are removed and the remaining two hit markers are removed. Now, this is where things can get interesting:
Routs

If at any time during the game an individual unit (not a Battle) cannot maintain a valid formation by removing the required number of elements lost, then that unit immediately disintegrates and routs (use some common sense here please). To rout an individual unit, the player simply picks up all of that unit’s remaining elements and removes them from the game.

In the case of Battles, remember that if at any time during the course of the game a Battle’s round base is found to have less than ten (10) elements remaining on it (including all command elements on the round base) then that Battle immediately disintegrates and routs (including the command elements on the round base). To rout a Battle, the player simply picks up all of that Battle’s remaining elements and the round base and removes them from the game.
Finally

Lastly, a player may concede the game to his opponent at any time. I recommend that if a player’s commander-in-chief figure is removed from the game for any reason, then that side must concede the game to the other side immediately.

Well, that’s it; that’s A Glorious Victory! Please remember it’s just a game! Try and have fun and sort out any problems that you may have with a dice throw thus: each side throws 1D12 to decide; the highest gets to decide; re-throw on a tie. The decision made lasts for the rest game.

Trevor Raymond

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