At The Charge; Normans and Byzantines

A game by Florent Coupeau

Translation by Roger Deal

    During the Eleventh Century, Normans and Byzantines contended for the control of Italy.

1. – Introduction

    “A la charge” is the first of a game system intended to simulate the essence of battle in the Middle Ages. 

2. – Generalities

    The game is for two players and contains the following:

· A map on which is superimposed a hexagon grid to regulate the placement and movement of the counters.
· Terrain feature overlays to be placed on the map.

· Two-sided counters representing the combat units and leaders.

· One turn marker

· A Combat Results table and a Terrain Effects table.

A six-sided dice (1d6) is required but not included. 

     3. – Counters and Markers

    The game has five types of units: infantry (silhouette of a foot soldier without a number in the upper left), archers ( silhouette of a foot soldier with a number in the upper left representing its range for archery fire), knights (mounted silhouette without a number in the upper left), mounted archers (mounted silhouette with a range rating in the upper left) and leaders. 
    The unit counters have two sides, the front is referred to as “complete” (good order) and represents the unit with its maximum ratings. The back represents the unit with its ratings diminished. Leaders’ counters have only one side.
    There is no unit facing in this game. 

    The unit counters contain the following information:

        - The side the unit belongs to, shown by the background color of the counter    

· The name of the unit

· A number representing the strength and morale of the unit (both in a single number)
· The range (‘portee’), in hexes,  of units that are able to fire, on the upper left. 

· The movement allowance (‘points de mouvement’ or ‘PM’) in the bottom corner  (not always the right although the rules actually say; ‘a’ droite’).

· A color (square enclosing the PM) indicating the scenario.  

4– Scenarios

The two players decide which scenario they wish to play. Then they check the scenario instructions to see which terrain overlays to use to simulate the terrain of the historic battle field, how the units are placed on the map, which side moves first and which second and any special rules specific to that scenario. 

    5 – Scenario Length 
          Each scenario lasts a specific number of turns. Each turn consists of six phases following which the turn marker (“tour”) is moved to the next space. The game ends, and the victor determined, at the end of the last turn unless one of the players meets their side’s victory conditions before that. 

    6 – Sequence of Play

    Each turn consists of the following phases:

1. The first player moves

2. The first player conducts combat

3. The second player moves

4. The second player conducts combat
5. The players check to see if either side has met their victory conditions

6. Advance the turn marker

7 – Unit Placement

Only one combat unit may occupy a hex at one time i.e. there is no stacking of combat units. However, units may move through hexes containing other friendly units during their movement phase. Exception: leaders may stack with friendly units.

8- Leaders

 A leader adds his rating to the strength rating of the unit he is stacked with, both attacking and defending. Moreover, he adds ‘1’ to any morale checks that unit any all adjacent friendly units must undergo. 

Like any other unit, a leader is effected by combat results and can be eliminated. Leaders are also eliminated if they are alone in a hex which is entered by an enemy unit. 

9- Movement  

During their movement phase each player moves as many of their units as they wish up to the number of movement points available to each unit. Some terrain types require the expenditure of additional MP to enter. See the Terrain Effects Table. A unit cannot enter a hex if it does not have enough MP remaining to do so. Units cannot save MP from one turn to another. MP not used during a turn are lost. Each unit being moved must finish movement before another begins.
 Translator’s Note: the two scenarios provided do not have a river, (‘riviere’), bridge (‘pont’) village (‘village’) or road (‘route’). We must hopefully presume that more scenarios) are planned. This leaves clear terrain (‘plane’) which costs 1 MP to enter and has no effect on combat, woods (‘bois’) and hill (‘colline’) both of which cost 2 MP and cause combat to be resolved one column to the left if the defender occupies either. There is nothing in the rules stating whether hills block archery fire; my house rule is that they do.  
10- Charge

A unit of knights (but not mounted archers) add +2 to their strength rating if they move at least one hex in open terrain or on a road in any turn before making an attack. A leader stacked with that unit does not add his strength to the total ( count only the charge bonus).  There is no charge if the moving units are attacking  an enemy unit which has just charged them ( if they are attacking a hex from which they have just retreated, for example).

11 – Zones of Control

Each unit exerts influence into the six hexes surrounding the one it occupies. These six hexes constitute a “zone of control” (ZoC) and have the following properties:

· A unit which enters an enemy ZoC does not expend additional movement points to do so but must stop movement for that turn when it does so.

· A unit cannot move directly from one enemy ZoC to another. It must first move through a hex which is not in an enemy ZoC.

· ZoC do not extend across a river except at a bridge.

· Units may not retreat into an enemy ZoC.

12- Combat

12.1- General Combat Rules   
In order to have combat;

· The attacking (phasing –t.n.) unit must be adjacent to the defending unit. Regardless of whether the moving unit is infantry or cavalry. (If the combat is to be a melee, see below for archery – t.n.) 

· The attacking unit must be within the range, in hexes, of that unit as indicated on the counter (“portee”, in the upper left – t.n.) 

Several units can attack a single defender together providing that all attackers are in range with a single die roll.

Each unit cannot attack or be attacked more than once in a combat phase.

Each combat is resolved separately and results are applied at once. 

12.2 - Archery Units 

An archery unit, mounted or not, can fight:

· Against an adjacent enemy unit in melee, either attacking or defending but with a reduction of “1’ to its strength rating. This applies only to the combat itself, not to a morale check. The archery unit by itself cannot attack at less than 1-1 odds. 
· Against an enemy unit by archery fire attacking only. The firing unit is not effected by the combat results; it is not eliminated, forced to retreat, lost due to an “exchange’ result even if the target unit is another archery unit, or required to make a morale check when attacking. Archery units can fight on their own or can add their strength rating to that of other units attacking the same hex either in melee or by shooting.  They can shoot over another unit.  

12.3- Combat Resolution

    For each combat that has been declared the attacking player adds the strength of all attacking units and adds any charge bonus. The defending player does the same adding any adjustments for the terrain they occupy. The defender’s total is divided by the attacker’s total to produce a ratio. The result can range from 1 – 3 (or less) to 4 -1 (or more) (the rules at this point say 6 -1 but the chart only goes to 4-1; t.n.)  rounded in favor of the defense. The attacker rolls 1d6. The number rolled is modified by the terrain as shown on the terrain effects table (“Table des Terrains”). All terrain effects are cumulative. Finally, the players find the modified result on the left-most column of the Combat Results Table, cross-referencing that with the appropriate odds column which shows the result of that combat. ALL results are applied immediately. 

12.4 – Combat Results

 First Letter: ‘A’= Attacker/ ‘D’= Defender

Second Letter: 2 = two lost, ‘1’ = one lost, ‘T’= morale check, ‘R1” = retreat one hex, ‘R2’ = retreat two hexes.

12.5 – Retreat

    If a unit that is required to retreat but cannot due to the presence of a river, or of enemy units/Zoc’s is adjacent to a friendly unit, it may displace that unit and move into its space. Both units must then make a morale check. It is possible for this procedure to lead to a series of displacements and morale checks if no alternative is available to subsequent displaced units. 

    Note: This simulates the effect of possible panic resulting from men seeing their comrades retreating or running away. (“Faith, I ran when I saw others run!” – Shakespeare, ‘Henry IV, pt. 1” Act 2, Scene iv – t.n.)       
    If a unit is required to retreat off the map it is eliminated.  

12.6 – Unit Reduction 

    Each (well, most, a few have just one step –t.n.) unit counter has two steps as shown by the two sides of the counters. The first shows its ratings at full strength. If it is required to lose a step, it is turned to the back which shows its ratings reduced. If it is required to lose a second step it is eliminated. 
    The results are applied as the owning player wishes so long as all required step losses which can be taken are, in fact, taken. 
    If two or more units are attacking any one of them can suffer any required negative results. 
    Example: A player attacks with an intact unit and a reduced unit. The result is ‘A2’. The player can either eliminate the first unit eliminate the second unit and reduce the first or eliminate the first completely leaving the second as it was.

12.7 – Morale Check

    When a morale check is required, the owning player rolls 1d6 and compares the result to the unit’s morale rating (‘force de morale’ on the illustration). Add ‘1’ if that side’s commander is stacked with or adjacent to the unit. 

· If the result is less than the unit’s morale rating nothing further happens.

· If the result is equal to the unit’s morale rating it must retreat one hex.

· If the result is more than the unit’s morale rating it takes one step loss and retreats one hex. If the unit is already reduced it is eliminated.

12.8 – Advance After Combat 

    When a combat result requires the defender to retreat or when the defender is eliminated, an attacking unit can, if the owning player wishes, move into the vacated hex disregarding any ZoC or Movement Point limits. The decision to move into the vacated hex must be announced immediately after the combat is resolved. A mounted unit which has charged must always advance after combat if possible.

13- Victory Conditions   

    During Phase 5 of each turn the players check to see if either army has exceeded its morale level as given in the scenario instructions. Each player totals the morale ratings of the units that side has lost. If the commander has been eliminated ‘4’ is added to the total. 
    If one of the player’s totals is more than the scenario limit, the other player wins a major victory. 

    If both players have exceeded their limit during the same turn, the one whose total exceeds the limit by the least amount wins a minor victory.

    If the scenario is played for the mandated number of turns with neither player winning as described above, victory is determined as stated in the scenario rules.  
(A “Thank You” to all the readers and play-testers especially Jean-Francois Morel.)

Scenarios

Civitate 18 June 1053 

Pope and German Emperor against Normans

The Normans move first.

The scenario lasts 5 turns.  

 Place the overlay 1 with ‘A’ on 0213 and ‘B’ on 0312. Place overlay 2 with ‘C’ on 0101 and ‘D’ on 0402.
Units having the same name but different values are placed in the designated hexes as the owning player chooses. 

Papal Army

Rudolf: 0508; 6x “Chevaliers Italiens”: 0504, 0505, 0508, 0509, 0608, 0511

“Amalfi”: 0306

“Latium”: 0310, 0311

“Campania”: 0307, 0308, 0309

“Abruzzo”: 0304, 0305

“Molise”: 0209

“Apulia”: 0205, 0207

“Souabes”: 0211, 0212

Norman Army

Onfroy: 0907, 6x “Chevaliers Normands”: 0903, 0904, 0907, 0911, 0912, 1012

Archers: 0909

“Chevaliers Normands d’Elite”: 0905

“Infanteries Normands: 0908, 0909

Re-enforcements – none

Special Rules – none

Army Morale Levels

Papal Army – 19

Norman Army – 12

Victory Conditions: If the Norman player has not obtained a major victory by the end of turn 5 the Papal player wins. 

Kalavryai 1078
Byzantines against rebels

The rebel player moves first

The scenario lasts for 6 turns

Place overlay 1 with ‘A’ on 0812 and ‘B’ on 0914

When there is more than one unit with the same name, they are deployed as the owning player wishes. 

Byzantine (loyal) Army

Alexios Kommenos: 1010

Turcs, force 2: 1001, 1105

Chomatenoi: 1004, 1003

Francs: 1008, 1011  

Athanatoi, force 4: 1010 force 2: see special rule #1

Rebel Army

Nikephoros Bryennios: 0407

Thessaliens Cav.: 0407, 0408, 0210

Thessaliens Inf.: 0211

Gardes Hetaireia: 0411

Maniakatoi: 0412

Macedoniens: 0402, 0403, 0206

Macedoniens: 0207

Francs: 0410

Thraces: 0202, 0406

Thraces: 0203

Petchenegues: 0101

Re-enforcements: the unit named “Athanatoi (force 2) arrives on turn 2 between hexes 1201 and 1215.

Special Rules

1. Ambush: Turc (force 3) is placed, secretly, anywhere on or south of row 09xx and west of row xx13 inclusive. The Byzantine player notes on paper which hex it occupies. It cannot take any action until turn 2.

2. Treason of the Petcheneques: At the beginning of each of his Movement Phases, the Byzantine player rolls 1d6. Treason occurs on turn 2 on a roll of ‘5 or 6, on turn 3 on a 4,5 or 6, on turn 4 through 6 on a  3, 4,5 or 6. When a necessary number is rolled, The ‘Petchenegues’ rebel unit, if still in play, is replaced with the ‘loyal’ unit and will not change back for the remainder of the scenario. 

3. Camp Pillage

If a Byzantine unit enters any hex 01xx, all rebel units have their strength and morale ratings reduced by ‘1’ for the rest of the scenario. 

 Army Morale 
Byzantines: 13

Rebels: 15

Victory Conditions

    If neither player has won a victory by the end of 6 turns, the Byzantine player wins a minor victory. He has stopped the threat of a rebellion, at least temporarily.    
