TERCIOS II

New scenarios for Where the Sun Never Set
By Enric Martí
English translation by Grant Whitley

Alcazarquívir, 4 August 1578
The Battle of the Three Kings

Of armies and notable deeds

From Africa the land, from the Orient the seas.

Luís Vaz de Camões, Os Luisíadas (Canto I, 15) 

Historical Introduction:

The sexual disorder which the King of Portugal, Don Sebastian, suffered from produced in the Portuguese monarch a misogyny which would cause him to focus obsessively on martial pursuits.  His obsession produced in him an uncommon egotism, and his fantasies placed him in the role of a medieval paladin.  He thus needed a territory to conquer in order to fulfill his epic aspirations.  The dynastic clashes within the Moroccan Empire would provide the long awaited opportunity when the deposed Sultan Muley Al-Mutawakil invites Sebastian to help him recover the throne.  The Portuguese king and with him, the entire nation, rushes to recruit a formidable army with which to invade Morocco, in spite of the attempts by his powerful uncle, Philip II of Spain, to dissuade him from his mad idea.

Landing at Arcila at the head of a motley army of 17,000, made up of an innumerable number of nationalities and of equally mixed quality, the Portuguese king ignores the advice of his seasoned officers and the sincere offerings of peace from Sultan Abd el-Malik.  The two armies meet on the field of Alcazarquivir on 4 August 1578; the battle at first seems to favor the Portuguese.  But ill coordinated leadership and the unequal quality of their units were contrasted against the Sultan’s army- highly cohesive, made up of mostly cavalry, and with a rare superiority in artillery and musketeers.  The battle lasts for more than six hours and ends with the total defeat of the Portuguese.  During the battle, three kings and the cream of the Portuguese nobility would perish:  the two sultans who disputed the Moroccan throne; Abd el-Malik was poisoned, the pretender to the throne Muley al-Mutawakil drowned in the Lucus river while trying to escape, and Sebastian, after being captured and then attacking his captors.  Dead at barely 24 years of age, Sebastian’s corpse displays multiple wounds suffered in the epic battle in which he fought like a medieval knight, just as he had dreamed.

In light of the destruction of its monarchy, Philip II annexes Portugal to Spain.  It will not recover its independence until the distant date of 14 February, 1668.
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1. Scales and Duration

Each infantry unit represents 1,000 men, and each cavalry unit represents 700.  Each game turn represents 30 minutes of real time.  Scenario length:  13 turns.

2.  Inspection (Initial Deployment)
The Portuguese player moves first.

Portuguese deployment:  the Portuguese player deploys the Portuguese units marked “AQ” in the hexes indicated on the map.

Moroccan deployment:  the Moroccan player deploys the Moroccan units marked “AQ” in the hexes indicated on the map, except the two artillery batteries(see special rules).

Portuguese Initial Morale: 70

Moroccan Initial Morale: 75

3. Victory Conditions
Victory Table


Morale


Minimum Die Roll (2d6)
50-40



10

39-30



9

29 or less


7

4.  Special Rules

Hila al Aduw(Deceiving the Enemy).

At the beginning of the game, the Moroccan player must, on a sheet of paper, secretly record in which of the three forest zones on the map(Al Maní, Al Watí, or Al Aziz) he has deployed the two artillery batteries.  When a Portuguese unit comes within 3 hexes or less of a zone in which an artillery battery is deployed, the Moroccan player must show the paper where he has recorded his artillery deployments and place them on the map.
If the Moroccan player wishes to fire with the batteries(if there are no Portuguese units within 3 or fewer hexes), he must reveal the location of the batteries and place them on the map.
Torna Fuye(Feigned Retreat). 

The Moroccan player must roll 1D6 for each Moroccan cavalry unit(including Black Cassocks) which participate in a combat where the result for the enemy is AM or VF.  If the result is 5 or 6, the cavalry unit must be removed from the map.  Roll another 1D6 to determine the turn on which the unit returns to the map(place the units on the turn track as a reminder).  

Example:  if a Moroccan cavalry unit is removed on turn 2, the Moroccan player rolls 1D6.  With a result of 3, the unit returns during the Moroccan action phase on turn 5.  If the turn on which the unit is designated to return is after turn 13, the unit may not return and is counted as a VF result(-2 against the morale of its side for each unit removed).
Re-entry of Units.

When one or more Moroccan cavalry units return to the map, roll 1D6 for ALL units which must return on this turn.
	Roll
	Result

	1-2
	The units enter via any hex on the map edge in the Portuguese rear.

	3-4
	The units enter via any hex on the right map edge from the Moroccan player’s perspective.

	5-6
	The units enter via any hex on the left map edge from the Moroccan player’s perspective.



Death of the Sultan.
The elimination of the Moroccan PR unit only counts as a -3 morale loss for that side.
Salses, 2 November 1639

Portents of the Reapers.

Where is your captain?
Where is your flag?

Let’s bring out good Jesus

All covered in a black sash

Here is our captain,

This is our flag.

To arms, Catalans, 

They’ve declared war on us!

Stanza from Els Segadors(The Reapers)[Traditional Version],

compiled by Manuel Milà i Fontanals in the Romancerillo Catalán(1882).

Historical Introduction
It having been decided to retake the recently lost position at Salses, the Spanish army launches a vigorous assault and captures all of the outer works, but comes to a halt at the fortress walls.  The tenacity of the Catalonian recruits surprises all and sundry, for although they were already well known to be good light infantry and excellent marksmen, on this occasion their worth in close combat was made clear as well.  A long and tedious siege follows this initial battle; meanwhile, Prince Condé mounts a relief expedition which is disrupted by a genuine downpour.  On their second attempt, the French discover that the Spanish have not remained idle and have fortified themselves well.  Condé, under pressure to attack from Cardinal Richelieu, thinks that the attack is madness and does not even deploy his artillery for fear of losing it.  On 2 November 1639, the Day of the Dead, three strong  columns begin the assault against the Spanish positions; the Armée du Languedoc is decimated in the carnage that follows.  Only Saint Simon’s cavalry acquits itself well, by covering the retreat of the rest of the French army.
On 6 January 1640, the French garrison of Salses capitulates and abandons the fortress.  However, the war would continue and the excesses committed against the civil population by the tercios during their march through Catalonian territory would provoke the “Corpus of Blood”, during which the Viceroy and other notables are assassinated; this in turn would give rise to the “War of the Reapers” or the Catalonian Revolt.  This revolt, together with the Portuguese rebellion, marked the beginning of the end of Spanish supremacy on the continent.
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1.  Scales and Duration

Each unit represents 1000 men.  Each turn represents 20 minutes of real time.  The scenario has a duration of 15 turns.
2.  Inspection(Deployment)

The French player moves first.

The Spanish must deploy all units marked “SL” on the appropriate map hexes.

The French must deploy all of their units marked “SL” on the indicated map hexes, except the Espenan(ES) unit, which may deploy in any hex inside of Salses.

3.  Victory Conditions

The French player wins if he can move 3 units into Salses before the end of turn 15.  Troop/Cavalry units, Black Cassocks(HE), and the ES unit(Espenan) do not count.  Any other result is a Spanish victory. 

4.  Special Rules

Siege Engines:

French artillery may not exit from mountain hexes.

Mountain Hexes and Push of Pike Combat:

Mountain hexes are treated as forest hexes with regard to the application of Push of Pike modifiers.
Sally by the Garrison:

The French unit Espenan can only leave Salses if a French unit comes within 4 or fewer hexes of the fortress.  If this unit reenters the fortress, this does not count towards the victory conditions(See Victory Conditions).
Lagoon:

No unit from either side may enter lagoon hexes. 
