POITIERS 1356 AND FORMIGNY 1450

A game by Frederic Bey

Translated by Charles Vasey

In each of the two battles one of the players controls the French army and the other the English army.

0.0 GENERAL RULES

0.1 Abbreviations

For simplicity the abbreviation “hex” is used in these rules for hexagon, PF for strength point, PM for movement point, and LdV for line of sight.

The game requires the use of two six sided dice (noted as d6) and of one 10 sided dice (noted as d10). In the case of the latter 0 is zero and not 10.

The 10 sided dice is used to resolve firing, melees and for making rally tests.

The 6 sided dice is used to determine initiative.

0.2 Game Scale

A game turn represents half an hour of real time. A hexagon on the map corresponds to about 200 metres. A strength point represents about 100 men.

1.0 LEADERS AND ARMY LEADERS

The leaders are identified by a base colour (nationality) and their armorial bearings which permits identification of their units by the banners on the counters.

The army commander has the same characteristics with his armorial bearings covering the entire counter,

Each leader possesses a bonus (a dice modifier), a rating (command ability), a range of command and a movement capacity.

A leader may command only the units on its own banner, which are those with the same blazon. The army leaders may command not only the units of their own banner but also all units of their nationality which are situated within their range of command. 

A leader may always be stacked with a combat unit.

2.0 COMBAT UNITS

2.1 nationality command and status

The combat units are each identified by a base colour (nationality) and a blason (banner) which permits the identification of the leader who commands them.

Each unit has a type (class of arms) a combat factor stated in PF (number of men) a quality rating (the warlike capacity of the men composing the unit) and a movement capacity noted in PM. Several units also have a symbol indicating their capacity to fire (the ranges of firing are noted on the fire table).

Following movement, combat or firing units may become fatigued. In this case one uses the reverse side of the counter to indicate this status. Following combats or firing units may also become discouraged or rout these statuses are indicated by the use of markers.

A unit may thus be (for the purposes of fatigue)

· Fresh (front of counter)

· Fatigued (back of counter).

They may also be, whether fresh or fatigued, in one of three statuses with reference to disorganisation

· Valiant (no marker)

· Discouraged (decourage marker)

· In rout (deroute marker).

2.2 Types Of Units

Each unit’s type affects the effectiveness of its use (see melees table).

There are 5 types of units (not all are necessarily present at each battle):

· Knights (Ch)

· Men at Arms (Ha)

· Archers (Ar)

· Crossbows (Ab)

· Artillery (At)

Note: the Ar, Ab and At units are the only ones capable of firing.

The illustrations on the counter shows whether the unit is on foot or on horse in the scenario. The first of these are called infantry units the others cavalry units (artillery belong to neither). Markers are provided which show the change of status (the remount marker for example is used by units on foot that they 1 decided to mount their horses). The precise details of these changes are given in Rule 8.4.

3.0 FACING

All units must follow the facing rules for both movement and combat. Unit must face to 1 of their 6 hex edges.

Infantry and cavalry: these units have 3 front hexes and 3 rear hexes.

Artillery: these units had a front of hex and 5 rear hexes.

Leaders and army leaders: facing makes no difference to these units.

4.0 ZONES OF CONTROL

There is no concept of a Zone of control in this game.

5.0 STACKING

Stacking in a hexagon is limited to 1 unit plus any number of leaders.

Stacking is checked only at the end of the movement phase. It in is thus possible to move through a friendly unit during movement. Exception: an artillery counter may always stack with an infantry counter.

6.0 GAME SEQUENCE

Poitiers 1356 and Formigny 1450 are played over the number of turns given in each scenario, each game turn contains several phases.

A. Checking command

The 2 players check that the units of each banner are in the range of command of their leaders. Units that are not within command range have the relevant marker placed on them for the remainder of the game turn. All other units are under command.

Each Player places the “au repos” markers only on units that he wishes to rest.

When checking command the army leader is considered merely a banner leader. He decides only the state has a unit of his own banner.

B. Artillery and archers

Each of the players who have units of archers or artillery may fire them (instead of moving) in the course of this phase.

This is done in the following order, depending on the units present in the 2 armies:

1 the French Player makes his artillery fire and immediately applies the results

2 The English Player fires his archers and immediately applies the results.

3 the French Player fires his archers and immediately applies the results.

Important, crossbows are not able to fire in this phase.

C. initiative for activation of leaders 

As a general rule the leaders of the 2 sides are activated alternately in the order of their ratings. If several leaders of the same army have the same rating, the player who controls them chooses the order of activation. If a number of leaders of both of the armies have the same rating one begins to activate them with the army leader with the smaller bonus, then alternating any activations, between the 2 sides, for as long as there are leaders of the same rating to activate (see example).

This order of activation may be modified by the concept of initiative. Each player throws 2d6 and adds the bonus of his army leader. They then compare the results:

1. If the results are equal: neither of the players has the initiative. The leaders of the two armies are activating normally in ascending order of their rating;

2. If difference between the two results is between 1 and 3: the player with the highest result obtains the initiative and may immediately activate one of his leaders of his choice. One then returns to activation in the ascending order of ratings. The leader who was activated is not activated a second time);

3 if the difference is between four and 7: the player with the highest results obtained the initiative and may activate one of his leaders of his choice. Then he designates an enemy leader (which may include the army leader) of his choice who is obliged to activate immediately. One then returns to activation in the ascending order of the ratings.  (The activated leaders may not activate a second time on the same turn):

4 If the difference is a eight or more: the Player with the highest result obtained the initiative and activates one of his leaders of his choice. Then he may choose an enemy leader (including the leader of their army) of his choice who must activate and one other enemy leader (including the army leader) who may not activate at all that (place an inactive marker on this leader). One then returns to activation in the ascending ratings order (leaders activated at the beginning of the turn of may not be activated a second time).

D movement and combat

The players proceed to activate their leaders in the order determined in section C. An active leader may move and fight units which he commands. When all leaders had been activated the movement or combat phase is completed. For each active leader the owning player is called the active player (his opponent is then the passive Player) proceeds in the following manner

1. movement of the leader and his commanded units up to the limit of their movement capacity;

2. fire by units of the active player which have fire capacity and which are not adjacent to an enemy unit;

3. combat declaration against adjacent enemy units; 

4. resolution of combat in the order wished for by the active player and, for each combat, in the following stages:

a defensive fire by the units under attack which have a fire capacity:

b  offensive fire by any attacking units which have the capacity for fire,

c. melees

the effects of each of these 3 stages is applied immediately.

5. Movement by non-commanded units up to limit on half of their movement capacity rounded up in the direction of their leader. They may not engage in combat (see Rule 7.4).

Example: Poitiers Turn one: the command check has already been made in phase A, then the fire by the English archers has taken place in phase B (there are neither French archers or artillery, and the crossbows are not able to fire in phase B). Play now proceeds to the initiative dice roll. The English player throws 2d6 and scores a 12 to which is added a bonus of + 3 for the Black Prince (15 in total), the French player throws 2d6 and scores 5 to which is added + 2 for the bonus of  King John II  giving a total of 7. The difference between the two scores is 8 which as is noted in Case C.4 gives English Player the initiative.

The English player may then immediately activate one of his leaders of his own discretion. He chooses the Captal de Buch (with a rating of 4), who then moves and fight with all units of his banner. The English Player then designates Gauthier de Brienne to be the leader which the French Player must activate first and King John II to be the leader who cannot be activated this turn (he places the inactive leader marker upon John II). The French Player then activates Gauthier de Brienne with units of his banner.

One now returns to the normal order of activation based on the ratings of leaders. It is thus Arnoul d’Audreham (rating of 1) who must be activated. One then moves to leaders with a rating of 2 there are two here, Suffolk and Oxford, because Gauthier de Brienne has already been obliged to activate. The English Player then has the choice between his two leaders and decides to activate Oxford and then Suffolk. It is then the turn of the leaders with a rating of 3. There are four of these: Louis d’Orleans, the Dauphin Charles, Warwick, and Salisbury (John II is not able to activate as he has already been declared an inactive leader and in this turn). It is the French Player who must activate the first leader with a rating of 3 because John II has an inferior bonus to the Black Prince. The French player chooses to activate the Dauphin. Play then passes to the English (alternating where there are leaders of the same rating, see section B) who chooses to activate Warwick then back to the French Player who activates Louis d’Orleans. Finally the English Player activates Salisbury. The Captal de Buch has already been activated due to the initiative and there is no other leader with a 4 rating in the game. One then passes immediately to the only leader with the 5 rating, the Black Prince,, who completes turn 1 with his activation: he may then move or fight with any English units whether or not of his banner who are within his command radius of four hexes (he does this as the army leader). The French Player may not benefit from this advantage in this turn, John II has already been paralysed by the initiative advantage of the score of 8 by the English Player.  C’est la guerre…….

E. Rally phase

Fatigued units that have not moved, have not been in combat and not been the target of fire may be turned over to their front side. These units should be indicated by markers placed at the beginning of the turn and which have not be removed due to any prohibited event occurring (see Rule 11.2).

Discouraged and routed units may then take rally tests.

Routed units back did not succeed in their rally make a rout movement.

The turn is then completed on the turn marker is then advanced one box.

7 LEADERSHIP

7.1 General Rule

A leader counter must always be stacked with a combat unit. A leader may only move when he is activated. The leader, must end his movement by being stacked with a unit of his banner (or of his army if an army leader).

Exception: when an army leader activates a unit which does not belong to his banner and which is stacked with a leader, then that leader may move with the unit in question. A leader may thus move twice in the turn.

7.2 Unit Command

A combat unit is in command if it is placed within a radius of command of the leader of its banner (that is with the same blason). The radius is calculated with the hex of the leader excluded and the hex of the unit included. (A radius of 6 thus shows there must be five hexes between the leader and the unit). This radius has never affected by the presence of enemy units or of terrain.

In all other cases of combat unit is said to be out of command.

When leaders activate (see Rule 6.C) all units of their banner may activate. They may do so in different fashions depending on whether they are in the command or not (see Rule 7.2 and 7.3).

When army leader is activated all units of his banner and those of his army that are within his command radius may activate. They may do so in different fashions depending on whether they are in the command or not (see Rule 7.2 and 7.3).

Note: it is thus possible for combat units to activate twice in a turn, once during the activation of their leader and once during that of their army leader.

A unit which is out of command (that is to say outside the radius of command of its banner leader) is not considered commanded and may not activate as normal even if it is within the radius of command of the army leader. It may however perform twice those actions permitted to out of command units (see Rule 7.4).

7.3 Units In Command

During the activation of its leader (or its army leader where the unit is in the radius of command of that leader), an in-command combat unit may in the course of the movement in combat phase (Rule 6.d), perform the following in the given order:

· Move within the limits of its movement capability

· Fire if it has the capacity and is not adjacent to an enemy unit

· Launch offensive fire and cause a melee if it is adjacent to an enemy unit


7.4 Units Out Of Command

During the activation of its leader an out of command unit may:

· Move up to the limit of half of its movement points (rounding up to the nearest round number) towards it banner leader (not its army leader, unless the unit belongs to the army leader’s banner). The unit must end its turn closer to its leader then it was at the beginning.

· Not move at all.

A unit that is out of command may not fire or engage in melee. It may however make a defensive fire if it is attacked.

7.5 Capture Wounding And Death Of Leaders

Following a fire or a melee a leader may be captured, wounded, or killed (see results on the fire table and melee table).

Effects of these are as follows:

Capture: a captured leader is stacked under the enemy unit that captured him. He may not leave the unit. The leader can only be freed when that enemy unit is eliminated by a friendly attack.

Wounding: place a wounded leader marker on the counter. The adjustments on that marker affect the leader capabilities immediately. A further wound will cause the death of the leader in question.

Death: of the counter is immediately removed from the game.

· If the unit with which a leader is stacked is destroyed in a melee the leader is immediately captured by the enemy unit which cause the elimination.

· If the unit with which a leader is stacked is destroyed following missile fire the leader is immediately placed with the nearest unit of his banner. If there is no unit of his banner available, he is immediately stacked with the army leader, and will have no further influence on the game. He may however be killed wounded or captured.

· If the unit with which a leader is stacked routs the leader follows it in its rout movement. He may only leave the unit in his following activation.

7.6 leader replacement

Replacement of leaders is immediate. One proceeds as follows:

· When a leader is wounded one places a “leader wounded” marker on his counter. 

· When a leader is killed one uses the reverse side of the counter as a replacement for the leader. The replacement it is immediately placed on any unit of the banner. If all units of the banner are eliminated the replacement leader does not enter the game.

· When a leader is captured one uses a generic leader replacement marker (the original captured leader is placed with the enemy unit that took him prisoner), that is immediately placed on any unit of their banner.

Where a replacement leader is wounded killed or captured he is replaced by an identical counter (one counts the victory points and leaves the counter in place).

· Where an army leader is killed or captured one takes as his replacement the friendly leader with the highest rating who becomes the army leader (use the replacement army leader marker). The new army leader benefits from all the capacity of another army leader in terms of commanding combat units.

8 MOVEMENT

8.1 General Rule

An active leader and the combat units that he commands may move all or part of their movement allowance. Entering a hex costs a number of movement points to the unit moving. The costs of terrain are given on the terrain table. Movement points on not transferable from one turn to another. Movement of one unit must be completed before starting that of another unit. Movement may only be made out of a front hex (that is one for artillery, three for other units, but no limitation to leader counters).

The stacking rules must be applied at the end of all movement. A movement of one hex, without changing facing, is always possible whatever the cost of the terrain and subject to compliance with the stacking rules.

8.2 Change Of Facing

The unit may change its facing at the beginning of, in the course of, or at the end of movement at the cost of 1 movement point per hexagon face. A change in facing is considered movement under these rules (notably the fire rules).

Changing facing in the front hex of an enemy combat unit costs two movement points per hex face. Changing facing by leaders has no cost.

8.3 Disengagement And Retreat

A unit in the front hex of an enemy unit must spend an extra one movement point to leave the hex (in addition to any facing costs). 

The unit may always, whether adjacent to an enemy unit or not, retreat 1 hex while retaining its original facing disregarding the cost of terrain and subject to compliance with the stacking rules. This movement costs the entire movement allowance for that unit.

8.4 Mounting And Dismounting

It is possible before movement to transform infantry into cavalry (remounting) and cavalry into infantry (dismounting) by using any markers provided. In each battle the players have a fixed limit of markers which condition mounting and dismounting. After completing this operation units now on foot may spend two movement points (1 movement point if fatigued). Units now on horseback may spend 4 movement points (3 movement point if fatigued).

A mounted unit has 6 movement points and a foot unit has 4 movement points.

Discouraged units may mount and dismount, but those in rout may not.

9.0 FIRE

9.1 General Rule

Fire is never obligatory. Only those units with a fire capacity may fire out of their front hexes. Fire occurs in phase A for artillery and archers and in phase D. As a result of that some units may fire several times in a turn.

Mounted archers or crossbows may not fire. They must first dismount.

9.2 line of sight

Firing requires the existence of a line of sight between firer and target. The line of sight is checked from the centre of the hex to the centre of the other hex. It may be blocked by some terrain (see a terrain table) or by other units (friendly or enemy). The edge of a hex containing blocking terrain or a unit does not itself block a line of sight. It is always possible to fire into a hex of blocking terrain that not through such a hex.

Archers may fire over other units (friends or enemies). For archers, and for archers only, blocking terrain alone can prevent a line of sight.

9.3 Fire Procedure

Fire, in whatever game phase, is done as follows:

· Selection of target unit;

· Selection of units firing at that target (it is possible to add together units activated at the same time use the longest range of any of these units);

· Check the line of sight;

· throw 1d10 and resolve the fire using the fire tables applying the modifiers indicated for all units if more than one is firing at the same time.

· The Player applies the results to the target unit.

The range limitations to fire are shown on the fire table.

Note: an artillery unit only suffers losses from enemy fire if it is alone in a hex. Otherwise it is the unit with which the artillery is stacked which suffers the losses.

10.0 MELEES

10.1 General Rule

A melee may occur where opposing units are in contact with each other. Melee is never obligatory. Only routed units and artillery units are unable to initiate melee (they may however defend).

10.2 Determination Of Melee

During each of activation of the leader the active player, after defensive and offensive fire, decides whether he will engage in melee. The active player is called the attacker the passive Player is called the defender.

Attacking units may only engage in melee through one of its three front hexes. It must, if it chooses to engage in a melee, attack all enemy units situated in its front hexes, with the exception of those already attacked by a friendly unit in the same activation phase.

Several units may attack a single enemy unit the reverse also applies.

The attacker must declare all melees before resolving them. He places a melee marker on each enemy unit that he is going to attack in the current activation at his discretion.

Once declared all melees must be resolved. It is not possible to cancel a melee as the result of other combats in the same activation. It is however possible to modify the allocation of attacking units at any time on condition that all the defenders marked with a melee marker have been attacked in the current activation phase.

10.3 Resolution

Each melee’s results are applied in the order desired by the attacker. He removes the melee marker from the defence units after each combat.

To resolve a melee the following stages must be completed

· Determine the attacking and defending units;

· Determine the terrain modifiers (see terrain table) applying to the hex containing the defender (takes the most advantage hex where there are several defenders);

· Determine the odds modifier rounding up in favour of the defender (see melee table)

· Determine the dice modifier combat types of units engage in melee (see melee table);

· Determine the dice modifiers based on the quality of units engage in a melee (see melee table);

· Determine any other modifiers to the dice (see the list in the melee table);

· Throw a 1d10 and apply the result (see Rule 10.6).

10.4 Charges

A charge is a specific kind of melee performed by mounted units of the types Ch and Ha (see Rule 13.5) which are not currently routed.

Note: knights and men at arms on foot may never charge!

The charging unit is obliged to move 1 hex and may not move more than 4 movement points before the charge (if unit has already in contact with the enemy then it may not charge by may still engage in a melee).

A unit may only charge an enemy situated in its front central hex. In the case of charge as a unit is not obliged to attack other enemy units situated in its other front hexes.

Charges are resolve individually and it is not possible to participate with another attacking unit unless the other unit is charging the same defender.

Charges provide a dice modifier in melee (see melee table).

The unit of cavalry that does not charge may still fight normally (but without a charge modifier).

10.5 Counter Charge

A cavalry unit, of type Ch or Ha, which is the target the charge may attempt, before the resolution of combat, to make a counter charge. To do this the player throws a d10. If the score is less to or equal the quality of the unit then may counter charge succeeds and all the dice modifiers for charging are disregarded when resolving combat. The attacker may not halt his charge because a counter charge succeeds.

10.6 Results

These are described in detail on the melee table.

The results immediately apply after each melee. They are obtained from using a d10 to which is added the modifiers noted on the table. The results are applied immediately after each combat and in the order indicated in the melee table.

10.7 Retreat After Combat

The result of a melee may oblige the defenders to retreat. The retreat of one hex is obligatory. When this is not possible (and stacking limits for example) the defender may remain in place and substitute the retreat for an additional level of organisation. For example, if the unit is valiant it will become discouraged, if it is discouraged it will rout. If it is already in rout it will be eliminated.

During retreat a unit may change its facing by 1 hex edge.

10.8 Advance After Combat

Advance by the attacker is obligatory after a melee that causes the defender to retreat. The defender who wins a combat may only advance if the melee table indicates he may and this advance is not obligatory. If several units are participating in attack the active player chooses which will advance (advance at the melee must obey the stacking rules).

A unit that advances after melee may freely alter its facing.

Exception: a cavalry unit which charges may only change its facing while 1 hex edge if it advances after melee.

11.0 FATIGUE

Following a combat a unit may change its status from fresh (front of the counter) to fatigued (back of the counter). The counter is turned over to indicate this change in status. A fatigued unit which suffers a further result remains fatigued (there is no further effect).

11.1 Effect Of Fatigue

The effects of fatigue are shown by the factors on the back of the counter.

11.2 Resting Units

In order for a unit to regain its fresh status, it is necessary that the unit rest for an entire game turn. To do this at the beginning of the turn, phase A, an “au repos” marker is placed on the unit. The unit cannot be adjacent to an enemy unit. If during the turn the unit is not a target for fire or melee and it is not moved the marker is removed and the counter turned over in phase E (rally). It then has its for capabilities in the next turn. 

However if during the turn it is the target for fire or a melee or if it moves then the “au repos” marker is immediately removed and in phase E the counter remains on its fatigued side.

One may seek to rest as many units as one wishes in a turn. 

One may rest discouraged units but not routed units (they must first rally).

The return to fresh status by a discouraged unit does not affect its being discouraged.

12.0 DISCOURAGEMENT AND ROUT

The state of fatigue of a unit (fresh or fatigued) does not influence the level of disorganisation (valiant, discouraged or in rout). The effects of fire melee and movement are all cumulative (for example, a unit of archers which is fatigued and discouraged would take two off the fire dice).

12.1 Discouragement

The unit becomes discouraged as the result of a fire or of a melee. Place a discouraged marker on the unit.

· A unit which is already discouraged but fresh and which receives a further discouragement remains discouraged but becomes fatigued.

· A unit which has already discouraged and fatigued and which receives a new discouragement will rout.

· A discouraged unit which routs continues to rout and is not eliminated whether it is fatigued or not.

· A discouraged unit is penalised when firing or in combat (see tables). It can never advance after a victorious melee.

12.2 Rout

A unit may rout as the result of a fire or of a melee. Place a rout marker on the unit and it must immediately flee two hexes in the most direct route towards the map edge indicated in the scenario. If it must pass through an friendly unit throw a 1d10 only compare the result to the quality of the unit being passed through. If the result is higher than that unit’s quality it will also immediately rout.

· If the unit which routs cannot find an empty hex after the 2 hexes of obligatory retreat (subject to the rules of stacking) it is eliminated.

· A unit in rout fresh or fatigued that suffers a discouragement result must take an immediate 2 hex retreat and remain in rout.

· A unit in rout receiving a further rout is eliminated

· A unit in rout may not attack and may only move in a rally phase. This movement must be all its movement allowance heading towards a map edge indicated in the scenario as the direction of rout. This movement must be by the most direct route, the only exceptions are where it is necessary to avoid elimination or contacting an enemy unit.

A unit mission that leaves the map in rout is eliminated.

12.3 Rally

Rally occurs in phase E after all after the “at rest” of markers are removed and just before rout movement. Rally is only possible if the unit is not adjacent to an enemy unit.

Rally is undertaken by throwing a 1d10 dice for each unit that is trying to rally. The rally will succeed if the modified score is less than or equal to the quality of the unit, otherwise it fails.

Modifiers:

· The unit is fatigued + 1;

· The unit is in rout: +1;

· The unit is stacked with or adjacent to its banner leader: - the leader bonus;

· The unit is stacked with or adjacent to its army leader: - the leader bonus;

Note: if a unit could benefit from the bonus of both its banner leader and its army leader only the most favourable is used, they are not cumulative.

· A discouraged unit which rallies returns as valiant and may be freely faced (remove the marker).

· A unit in rout which rallies returns as discouraged and may be freely faced (remove the marker).

· A failed test of rally has no other affect down to move require rout movement from those units in rout (discouraged units stay where they are).

13.0 POITIERS 1356

13.1 Set Up Positions

Units are given by banner.

Where several hexes are given for number of units of the same type the player may position the counters as he wishes.

The counters may be faced in any direction desired the French Player places is counters first.

The army of King John The Good has no remount or mount markers available, units rout off the northern edge of the map.

The army of Edward the Black Prince, Prince of Wales: four dismount markers and two mount markers are available, units rout of the southern edge of the map.

13.2 Reinforcements

There are no reinforcements.

13.3 Victory Conditions

The battle is fought over 10 turns. It begins at 08:30 hours and ends at 13:30.

Automatic victory

· If the English player captures or kills the King of France he wins the battle which ends immediately.

· If in the course of the battle 1 of the 2 players has scored 30 victory points more than has his opponent the game ends immediately with his victory.

Victory at the end of the game

The French Player scores

· 3 points for each enemy unit of Ha or Ch eliminated

· 2 points for each enemy unit of Ar eliminated

· 1 point for each enemy unit, whatever the type, in rout on the map at the end of the game

· 3 points for each enemy leader killed except the Black Prince

· 5 points for each enemy leader captured except the Black Prince

· 7 points if the Black Prince is killed

· 10 points if the Black Prince is captured

· 10 points if a French unit is in hex 1210 or 1211 at the end of the game (10 points per hex for a maximum of 20). See objective markers are available to record who controls the each of the 2 hexes (that is was the last to pass through them)

The English Player scores

· 4 points for each enemy unit of Ch eliminated

· 3 points for each enemy unit of Ha eliminated

· 1 point for each enemy unit of Ab eliminated

· 1 point for each enemy unit, whatever the type, in rout on the map at the end of the game

· 3 points for each enemy leader killed except the Dauphin

· 5 points for each enemy leader captured except the Dauphin

· 10 points if the Dauphin is killed

· 20 points if the Dauphin is captured

One totals the points scored by each side and compares them. The player who scored at least 7 points more than his opponent has won. To neither side as 1 of the game is a draw. 

13.4 Special Rules

Removal of the Dauphin

John the Good, when the battle began to turn against him, decided to send away all his sons, except the youngest Philip the Bold, from the battle. To represent of this decision, which protected the royal line of the Valois, the French player may decide in any turn of the game during phase A to replace the Dauphin Charles counter with that of the Duke of Bourbon. In doing this he gives 5 victory points to his opponent.

French crossbows

Once routed the French crossbows may not be rallied and will retreat towards the board edge until they are eliminated (by leaving the map or by suffering a further rout).

Replacement of the Black Prince

The Captal de Buch (who was a Gascon) may not replace the Black Prince. In the case of the capture or death of the latter his place is taken by the English leader with the highest rating who is still in the game (choose freely amongst equal ratings).

13.5 Optional Rules

John the Good chooses to fight with his knights mounted: what would have happened if the French king had not chosen to fight on foot? All the French Ch and Ha units are considered mounted with 6 movement points (5 movement points if fatigued) and may charge. The victory conditions remain unchanged.

14.0 FORMIGNY 1450

14.1 Set Up Positions

Units are given by banner.

Where several hexes are given for a number of units of the same type the player may position the counters as he wishes.

The counters may be faced in any direction desired, the French Player places his counters first.

The French army of Jean de Clermont: four dismount markers are available, units rout off the western edge of the map towards Carentan.

The English army of Thomas Kyriel: no mount or dismount markers are available, units rout of the eastern edge of the map towards Formigny and Bayeux.

14.2 Reinforcements

The banner of Arthur de Richemont enters the game in phase C of turn two. On their activation, these units enter in column (in the order chosen by the player) on the road (hex 2422). The first unit has a 6 movement points a second has 5, and the fifth and last has 2 movement points. Units of the banner of Richemont rout off the southern edge of the map (towards St Lo).

14.3 Victory Conditions

The battle is fought over 9 turns. It begins at 10:00 hours and ends at 14:30.

Automatic victory

· If in the course of the battle 1 of the 2 players has scored 25 victory points more than has his opponent the game ends immediately with his victory.

Victory at the end of the game

The French Player scores

· 3 points for each enemy unit of Ha or Ch eliminated

· 2 points for each enemy unit of Ar eliminated

· 1 point for each enemy unit, whatever the type, in rout on the map at the end of the game

· 3 points for each enemy leader killed 

· 5 points for each enemy leader captured 

The English Player scores

· 3 points for each enemy unit of Ha or Ch eliminated

· 2 points for each enemy unit of Ar or At eliminated

· 1 point for each enemy unit, whatever the type, in rout on the map at the end of the game

· 3 points for each enemy leader killed 

· 5 points for each enemy leader captured 

One totals the points scored by each side and compares them. The player who scored at least 5 points more than his opponent has won. To neither side as 1 of the game is a draw. 

14.4 Special Rules

English defences 

The English had established entrenchments in the course of the morning. The line of hexes 0724 to 1421 consists of a small ditch with stakes that inflicts a –1 to the melee dice (-2 for charges) of French units which attack across this line.

14.5 Optional Rules

Delayed arrival of Arthur de Richemont: what if Richemont did not arrive? To add spice to the scenario the French Player throws a 1d10 each turn to (starting turn 2). On an even score Richemont enters the game, on an odd score Richemont is delayed. It may be necessary to the throw again in subsequent turns. If a zero is scored Richemont never enters the game (no further test is made).

Dawn attack by the English

Kyriel preferred to entrench in the course of the morning rather than engage in combat. To simulate what might have happened otherwise it is necessary to play two further game turns and start the battle at 09:00 (Richemont will not arrive before the fourth turn). The English entrenchments to do not exist in the game.

These two optional rules may be played together.

Table des Terrains

Notes

B= blocks line of sight

*: if movement is made from chemin hex to chemin hex, disregard the cost of other terrain and of changes in level.

**: ditto for other terrain on routes

Table des tirs

Modifiers

-1 if the firer (or total firers) has less than 4 strength points. Does not apply to artillery

+1 if the firer (or total firers) has more than 4 strength points.

+2 if the firer (or total firers) has more than 8 strength points.

-1 if the firer (or one of the firers) moved this activation

-1 if the firer (or one of the firers) is discouraged

Results

The target suffers a loss if a 1d10 score is equal to or greater than the numbers shown

The first number will discourage the target unit

The second will put it into rout.

If only one figure is shown it discourages only.

Effects on Leaders

A 9 on 1d10 (without modifiers) requires a wound test if there are leaders in the target stack. Throw 1d10, 0-5 “never touched me”, 6 to 8 Wounded, 9 Dead dead and never called me Mother.

Tables des Melees

Odds modifiers (round in favour of the defender)

Modifiers by unit type

In the case of combined combats, the types used are those which give the defender the best modifier.

Quality modifiers in a combined combat are the best of both sides.

Other Modifiers

+/- the bonus of any leaders involved

-2 if one of the attackers used offensive fire

+2 if the defender (or one of them) is attacked from a rear hex

+2 if charged to the front

+3 if charged to the rear

-2 if an attacker is discouraged

-1 if one but not all attackers are discouraged

+1 if one but not all defenders are discouraged

+2 if all defenders are discouraged or at least one is in rout

+3 if all the defenders are in rout

Leader losses: see Table de Tir, Throw 1d10, 0-5 “never touched me”, 6 to 7 Captured, 8 Wounded, 9 Dead, dead and never called me Mother.

(From VV27)

ERRATA, QUESTIONS, CLARIFICATIONS AND ADVICE

By Frédéric Bey (Master of the King’s Crosswbows)

The absence of ZOCs and the impact of strict stacking rules on rout movement have surprised more than a few gamers. Reflect though on the state of chaos that reigned in the medieval battle, it needs to be recognised and understood with great care by both players.


We have also been criticised for the perfect symmetry between the power of the English archers at Poitiers and the French artillery at Formigny. The use of these units is the key to both battles. At Formigny the French player must both protect and use his artillery to the maximum. Kyriel’s army must, in contrast, hold a defensive position that shields them as best it may from the French projectiles, while awaiting the arrival of Richemont. With only foot troops this is never going to be easy. With the historical options (immediate assault or entrenchments) a retreat is without doubt the best solution.


At Poitiers, the French masses must seek to freeze the English archers to permit their capture. Do not imagine that only knights may do this. The crossbowmen must act as a screen for the carefully prepared simultaneous attack on all the archers. To succeed in this manoeuvre, pay attention to the terrain and the crowd that forms the army of John II, it is necessary to extend as quickly as possible the French front line  (the English are not able to cover the entire front). As to the Black Prince, his position and his troops are excellent. They are well suited to the task and will avoid the need for foolish risks.


After this advice we now move to the answers to the most frequently posed questions.

I TABLE DES MODIFICATEURS

Following a pisspoor paste-up job the Table des Modificateurs should be replaced by the one of this page.

II RULES

4 Zone of control (clarification)

Although there are no ZOCs in the game, it is always possible, following movement or as the result of a combat, to enter or to retreat in or into a frontal hex of an enemy unit. An additional cost in PMs has to be paid (see Rule 8.3)

5 Stacking (clarification)

When an artillery counter is stacked with infantry its combat factor is added to that of the infantry (but only on the defensive). In calculating the unit quality dice modifier, take the best quality of the two units on the defence and that of the infantry when attacking.

6B Artillery and Archery Fire (clarification)

Each player who possesses units of archers or artillery may fire them (without moving) in the course of this phase, if and only if they are not adjacent to enemy units.

6D Movement and Combat (clarification)

Firing by a unit (after declarations of combat) is only possible if the unit is adjacent to an enemy unit. Offensive fire is reserved to those units who will be engaging in melee, or who are stacked with such units, and defensive fire to units which are the targets of melees.


A unit of artillery that cannot engage in melee may only fire offensively if stacked with an infantry unit that is going to engage in melee.

7.2 Unit Command (clarification)

During their activation, an Army Leader may activate all units in his range of command before he moves.

7.5 Death of leaders (clarification)

When a unit, that is stacked with a leader, routs off the map (and is eliminated), the leader is placed on the nearest unit of his banner (or the nearest unit of his side if his banner is entirely destroyed). The same applies where units are eliminated by an impossible move while in rout.

7.5 Replacement of Leaders (clarification)

When a leader is replaced in the game, following wounding, death or capture of another leader, it may not have the same value as before. It must activate immediately after the leader whose activation is currently in process has finished his turn (unless the leader he replaced had already activated).

8.3 Disengagement and retreat (clarification)

A retreat of one hex is always available, but must be made into a rear hex without changing facing.

8.4 Dismount and Remount (clarification)

Neither action can be performed while adjacent to an enemy unit.

9.0 Fire (correction)

The artillery fire cone shown on page 35 is incorrect. The first hex range consists of only one front hex of the artillery unit, but thereafter is the same cone as a unit of archers.

10.2 Units in rout (clarification)

After its obligatory two hex retreat, a routing unit is faced towards the relevant map-edge 9see scenario notes). This facing (together with the rout movement) costs no PMs.

12 Discouragement and rout (correction)

The phrase “The effects of fire melee and movement are all cumulative” must be changed. All the effects of fatigue are included in the values on the reversed counter, and any other fatigue modifications should be disregarded on the Tables (movement, fire and melee0.


The sole die modifier following fatigue is a +1 when attempting to rally (see rule 12.3)

12.2 Rout

A unit may not pass through an enemy unit during rout movement.

13.1 Poitiers 1356 (correction)

the hex of deployment for the knights of the Captal de Buch are 1411 and 1510 (and not 411 and 1510)

Counters

A new counter for the Captal de Buch is provided in VV27

You will need VV27 for the new table.

