Optional rules for Edgehill and Naseby

Optional rules

These rules add a little more realism to the system, with significant 

variations both to gameplay than to time necessary for completing a game. They are heavily

suggested, anyway, for competitive play and after a couple of tries with the basic system

Command radius 

To move their full movement allowance, each unit must start its turn no more than 4 hexes

away from their leader (including the hex the unit is in, but excluding the one there 

the leader is). Otherwise, they have their movement allowance halved (rounding down).

A unit out of command radius may not start a combat, but defends normally.

Facing

Each unit must to be put on the map facing corner, so that it has a front (2 hexsides), 2 flank hexes and 2 rear hex. Each unit may only move and attack through its frontal hexsides.During the movement phase, each unit may change orientation to every other direction spending 1 movement point. If a unit is attacked through a flank hexside, the attacker shifts 1 column to the right on the CRT. If a unit is attacked through a rear hexside, the attacker shifts 2 columns to the right on the CRT. If more attackers assault an unit through more than one such hexsides, use the better differential for the attacker (not cumulate them).

Artillery (Edgehill only; historical note: at Naseby artillery wasn’t seriously used)

These are fixed counters. They may not move, but they may change facing, in a turn that they don't fire, with any orientation his owner choose. To fire, an artillery piece has to have a clear Line of Sight (LOS) to the target. This LOS is blocked by any other unit (friendly or enemy), wood hexes, slope hexes (other than the first hex uphill), hedge hexside, falling between the artillery unit and its target.

They have a fire range of 4 hexes. The only effect they may have on a unit is disorder.They cannot fire against an already disordered unit. They may be activated only one time for turn by a leader with at least an infantry unit in his command. To fire, the player rolls 4 dice if the target is adiacent, 3 dice if the target is 2 hexes away, 2 dice if the target is 3 hexes away and 1 die if the target is 4 hexes away. An infantry target is disorder if the attacking player rolls 1 or more “6”. A cavalry unit is disorder if the attacking player rolls 5 or more. An artillery unit firing against an adiacent cavalry unit has to be stacked with an infantry unit, otherwise it can't and it is instead unmanned (put a blank counter over it to note it). Un unmanned artillery unit may regain its operative status in a following turn, if a friendly leader is stacked or adiacent to her and the nearest enemy unit is at least 3 hexes away.

Only 1 infantry unit may stack with an artillery unit. If the infantry is forced to retreat because of a combat result, the artillery becomes unmanned (see above).

An enemy cavalry unit moving through or ending its movement over an artillery unit, eliminates the piece from play. If an infantry unit moving through does the same, while ending its movement over the enemy unit, turns it to a friendly one. The following turn, that player may replace the enemy artillery piece with one of his own.

Terrain effects on movement and combat

Wood: +2 movement for infantry, +4 cavalry. Cavalry may not charge out or into. 

Infantry defending inside get a -2 modifier to the attacker die roll. Attacking cavalry into shifts 1 column to the left onthe CRT.

Hedge: +1 movement for cavalry. Cavalry get a -1 modifier attacking through.

Hillside: +1 movement for cavalry up and down. Cavalry is automatically disordered 

if it charges downhill. Un uphill charge is not allowed (only a normal attack). Cavalry attacking uphill shifts 1 column to the left onthe CRT.

Road: no effect

Note on the map of Edgehill: this game was designed for not having a “real” terrain and all the map features were put on it only for adding more chrome.

Anyway, if you want you may consider all the hexes whose border is similar to “bushes” as Hedge hexsides. No other feature is significant to the game.

Woods, hedges and Hillside are instead easily recognisable on the Naseby map.

Artillery position for Edgehill

Royalist: put an artillery counter under the infantry units in 1313, 1214, 1213, 813, 814, 1013

Parlamentarian: 704, 904, 1104, 1304

Enjoy!

Roberto Chiavini

