The two Crusades quads designed by Rob Markham and produced by 3W are among my favorite wargames. They are quick-playing games with considerable depth of strategy and excellent insight into the period.  While Markham produced eleven games with similar systems, Crusades I and Crusades II are the gems in my opinion.

My one qualm with the games has been the significant “wristage” involved in combat resolution.  In other words, resolving combat requires a lot of dice-rolling.  After a fair amount of trial-and-error, I’ve replaced the original combat system with a streamlined system that replaces up to 9 die rolls with a single die roll.  I’m pleased to say that my streamlined system reasonably replicates the results of Rob’s original system.  The new combat system doesn’t require any new counters, and only small changes to the game’s existing die roll modifiers.  It speeds play up considerably.

I’ve also come up with house rules for these games to streamline the game and make the game’s effects more dramatic.  I’ve tested these rules about a dozen times, and they work well.  If you find they provide an advantage to the Turkish player, consider using House Rule #5 for game balance.  

These rules have been tested with Crusades I and II.  They also might work with Age of Chivalry, Sword & Shield, Black Prince & Henry V.

New Combat Rules.

For each combat, identify the Lead Defending Unit and designate the Lead Attacking Unit.  A Lead Unit must be a unit at the top of a stack.  Thus, for the defender, there can be only one choice as to the Lead Unit.  If the attacker is attacking from several hexes, the Lead Attacking Unit must have the highest attack strength of any units at the top of their respective stacks.

After identifying the Lead Units, combat is resolved with the following new Combat Results Table:
 


NEW COMBAT RESULTS TABLE

10 or more

Reduce and rout.

Lead defender reduced and routs

Any other defending unit undergoes a morale check.

7-9


Possible defender rout.

If the lead defender’s morale is less than the modified die roll, it routs.  If the lead defender routs, any other defending unit undergoes a standard morale check by die roll.  

5-6 No effect
4 or less

Attacker reduced and possible rout.

Lead attacker suffers a step loss.  All attackers retreat and undergo a morale check by die roll.

MODIFIERS  


Attack Command
+1 for any moving attack by units with Attack command

Stand Command
-1 to any attack against defenders with Stand command

Odds
Use standard modifiers for odds, but the total modifier may never to be more than +2 or less than –2.  

Flank/Rear
+1 if attack comes through flank or rear hexes only.

+2 if attack comes through front and flank/rear hexes.


Unit modifiers
 
Use standard game modifiers.

HOUSE RULES

Try my following house rules

1.
Reinterpreting Command States:
 

Attack:
Each unit must attack an enemy unit, or move at least half of its movement factor toward an enemy unit.

Retreat:
Each unit must move at least half of its movement factor away from an enemy unit.  

2.
Charging:

All crusader cavalry units which move to attack are considered to be charging.  They are flipped to their charging side without a die roll.  If they begin their next movement phase in an enemy ZOC, they are flipped back to their non-charging side.

3.
Rout:

Whenever a unit routs, it is removed from the map.  During each turn, each unit  whose leader is not adjacent to an enemy unit rolls for rally.  If the die roll is less than equal to the unit’s morale, the unit rallies.  If the roll is higher than its morale, or if the unit’s leader is adjacent to an enemy unit, the unit instead is eliminated.

4.
Randomized Sequencing

Place one chit for each command into a pool.  For example, if the Crusaders have four commands in one battle and the Turks have two commands, place four Crusader chits and two Turkish chits into the pool.  A chit is drawn randomly from the pool.  The owning player may activate all units within one of his commands.  Each activated unit can move and engage in combat.  The non-phasing player may take defensive fire against phasing attackers where appropriate.

After the first chit in a turn is drawn, the Turn Ends chit is added to the pool.  If the Turn Ends chit is drawn, no further movement or combat takes place on the turn, and game turn is accelerated ahead by one turn.  

5.
Game Balance.

If you find that the above rule confer an advantage on the Turkish player, consider one of the following changes:

a. Morale modifier.  Whenever an attacking unit has morale superior to that of a defender, +1 to the attack die roll.  Whenever an attacking unit morale inferior to that of a defender, subtract 1 from the attack die roll.

b. Odds modifier.  Don’t cap the odds modifier at +2.  

6.
Crusader Skirmishers in Crusades I.

Crusader skirmishers in Crusades I are too powerful.  There actual strength is portrayed more realistically in Crusades II.  When setting up Crusader skirmishers for Crusades I battles, set them up on their reduced side.
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