A Coat of Steel

BATTLEFIELD RULES FOR A CROWN OF PAPER

Preface
The Perfect Captain has noticed that many gamers like to download free games and read through them before
actually printing them out- as do we. However, sometimes it is difficult to know how a game will play out,
particularly when the rules in some places diverge from the mainstream of gaming conventions; often, the game goes
unprinted and not played because of this. To avoid this problem, we have provided an extensive Examples of Play
section- it may be more profitable if players new to ACOP: ACOS first go there to get an impression of how the
system works.
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. Definitions & Parameters

THEREFORE, TO ARMS! AND, FATHER, DO BUT THINK
HOW SWEET A THING IT IS TO WEAR A CROWN;
WITHIN WHOSE CIRCUIT IS ELYSIUM
AND ALL THAT POETS FEIGN OF BLISS AND JOY.

HENRY VI, PART 3: ACT 1, SC. 111

A. Definitions

I') Organizational terms:

Band- a single stand of figures, the basic building block for the units of the game.

Contingent- a group of bands, raised together from a locale, or as retainers of a lord. There are a number of counters
provided in the campaign game depicting these.

Company- the basic tactical unit used in the game, made up of contingents. This will be led by a commander.
Ward-a wing or division of an army (sometimes referred to as a Bartle or Battel), made up of a group of Companies.
These have the historic positional names of Vaward or Vanguard (forward or right position), Mainward (middle
position), and the Rearward (rear or left position). The Vaward is usually considered the position of honour. There
can also be a reserve Ward to the rear of an army, or, under certain conditions, a small force in a “bushment”
(ambush position). Wards are led by Commanders, usually the highest ranking Lord in each Ward.

Host- an entire army of one side, made up of I to 4 wards.

Magnate- this is one of the wealthier and influential nobles who was involved in the dynastic struggle of the Wars
of the Roses. This term pertains more to the Campaign game, (where every commander listed on a scenario card is
a magnate) but is sometimes referred to by the rules below.

2) Command terms:

Commander- usually a member of the Upper Nobility- either a Lord or Peer- or a Captain, who may come from
the lower gentry (Knights), or even in rare cases from the lower classes.

Tactic- is a component part of the chosen battle order of each Ward Commander. These may be a maneuver speed,
an attack mode, or an arrow barrage.

Stratagem- special tactics, beyond the ones usually available to average commanders, that can be used in varying
numbers by their more experienced or bolder counterparts.

Danger- possible effects and limitations on the conduct of Ward Commanders, determined by aspects of their
characters.

Bushment- an Ambush.

Puissance- the battle prowess and inspirational quality of a commander.

Forwardness- the energy level and strategic ability of a commander.

Commitment Levels- these describe the quality of the commander or contingent’s dedication to the cause that
brought them to the field. Some feel that they have a stake in the outcome of the struggle (Committed); others may
have a tendency to one side or the other, but show up in arms mostly to support their “good lord” (Well-Wishers);
and finally, there are those who are indifferent the outcome of the conflict, and are only interested in ending up on
the winning side, or heading for home as soon as possible (Uncommitted).

Props- Major magnates who feature prominently in your Cause. These include Heirs to the throne, and the highest
ranking Peers (some may be determined by scenario). No more than 4 Props may be allowed to a Host; regardless
of his rank, the Host commander is always considered a Prop.

PAGE 2 OF 39



3) System Terms

Courage- a combination of physical energy and troop morale, which affects individual companies. It is determined
by the collective starting quality of the bands and commanders that make up a company, and is spent through
action, usually through the Courage check system. Once spent, it leaves a company exhausted and prone to
catastrophic failure and rout.

Faltering- what a commander will check for once his ward looks like it might disintegrate if its current action is
prolonged.

Handstrokes- close combat using primary melee weapons (mostly polearms, spears, axes, hammers etc.) and
sidearms (mostly swords and daggers). All troops carry some sort of sidearm, while primarily melee troops carry
melee weapons.

Resolution Cards- a deck of cards that are used to resolve a number of events in the game. Also included in this are
a number of cards that can generate Happenstance events.

The Black Shield (TBS)- The black shield icon in the middle of each resolution card- numbered Ito 6. These may
be used in lieu of six sided dice rolls.

Happenstance- certain events which occur randomly during a battle. They include larger ones which tend to affect
the battle as a whole (Day of Battle Happenstances) or smaller local ones that may affect a single volley or
Handstrokes Encounter (Resolution Happenstances).

B. Setting & Scale

I. The Setting
Roughly 1455-97 A.D. in Merry Olde England, Wales, and diverse areas of Scotland, Ireland and Calais.

2. Scale

a) Figures

I band (stand) of figures equals 60-100 men. Retinue and Well-Wishers are to the lower end of the scale- Arrayed
troops are to the higher end.

Therefore, the Lancastrian army at St. Albans I (2000 men) can be somewhere from 20 to 33 bands- as that army
was mostly riding retinues, closer to the higher number.

A larger army of 10,000 men (which will include many arrayed men) can be simulated with 100- 120 bands.

b) Ground

1”= approx. 15-20 yards.

So the maximum long range of bow fire (about 300 yds) is 18” using light flight arrows. Close range should be
about 8”.

Since our stands take up about 40mm, which is about 25 yards frontage, each stand can be thought to contain
about 3 ranks of men with 20-30 files. So 2 ranks of stands can be about 5-6 ranks deep (of course, much thinner
than the depths of the bases), which is the supposed tactical deployment depth of bill and bow units in the era.

c) Time

Time per turn is usually variable in most tabletop games. Each turn can be from a few minutes to a half an hour in
duration.
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C. Troop types

British Types (English, Irish, Scots)

1. Men at Arms- these include knights on foot, and retinue billmen (there is no separate troop type for retinue bills-
they usually filled out their lord’s contingent). These contain some fully armoured men, and a variety of partially
armoured and jacked troops.

2. Levied Billmen- these are poor quality levies with pole weapons. Some with mail, and jacks.

3. Levied Spearmen- as levied Billmen, but with more spears than bills. These are found in Wales and the North
of England, or Scotland.

4. Retinue Archers- the better sort of archers. Most may have some experience with arrow shooting in warfare,
rather than just at the Sunday butts. Some have jacks and mail armour.

3. Levy Archers- a few of these have actual war experience- otherwise, they were hobby or Sunday shooters.

6. Kerns- Irish light infantry; mostly unarmoured and lightly armed me, with a few axmen mixed amongst them.
7. Gallog]albb— Irish men-at-arms. They fight as other Men-at-Arms, but are Fleet footed (and largely barefooted
as welll)

8. Mounted MAA- the same fellows as MAA, but with horses.

9. Hobilars- lighter armoured horsemen, mostly making up the rear ranks of the mounted men of arms.

Note: Hobilars (and their counterparts- Currours, Scourers, Prickers etc.) were part of most armies of the time but
were used more as scouts and pursuers rather than battlefield troops.

Continental Mercenaries

10. Haac]glmuez‘s— armed with the earliest gunpowder firearm, these men might have had some armour.

11. Crossbowmen- these were the main type of archers from the continent, armed with arbalests, and often working
in pairs (one to shoot, the other to reload).

Note: neither of these above appear to have had much effect on most of the battles of the wars although they may
merely have been looked down on by the Englishmen of the day.

12. Pikemen- troops armed with long spears, fighting in the Swiss style.

Note: this is a controversial troop type- although they are mentioned in some places (like ar Bosworth i 1485),
there 1s little evidence that they fought in the Swiss style. However, the Germans at Stoke Field may have done so.

Artillery

13. Bombards- Immobile, large caliber stone throwing guns. Used more in sieges, some may have been pressed into

service at times on the field.

I4, Field Gonnes- Smaller caliber guns on more mobile “Burgundian” carriages, which were more useful in field

battles. This type of gun was the prototype for the field artillery of the next 400 years.

Note: while these were more “mobile”, artllery drill and technology precluded any meaningful battlefield
movements; guns were usually placed in front of an army and fired before the real action started. The mobility of
these carriages just helped for adjustments when sighting them.

15: Organ Gonnes- multi-barreled (hence “organ™) monstrosities that would fire a number of stones at once or in

succession,

Note: These probably were more defensive weapons rather than offensive, and often had shrelds and spikes

protruding from them. They had short range and may have only been saved for a single, close-in volley.
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D. Depiction of Troops

I. Differentiation: Some effort should be made to be able to tell each type of stand apart. For some this is easy (ie.
Pikeman from handgunners), but some, like Retinue Archers from Levied archers, could prove problematic. For
those creating new armies, Retinue Archers should be liveried, while levies should not. For those with existing
armies, perhaps some marking on the stand or something should be used to tell these stands apart.

2. Basing: any miniature army that is based on equal width bases (like a DBx army) may be used. Bands should be
types easily identifiable by sight, at least by the owning player. Those with armies of single figures to a stand will
have to come up some other arrangement to denote bands (i.e counting 3 figures to a band, or maybe small trays,
or something.)

Dlease Note: the Captain’s armies for this era are 25-28mm in size, and we have crafted the rules with this scale in
mind; even so, as we have often sard in the past, tabletop ranges have more to do with board size than figure scale,
so as to allow a battle the room to develop tactically. Players with 15mm figures may feel free to modity the ranges
as they seem fit, or may merely place more men per stand. But you don’t need our permission to do so, right?

Y. Setup for Play

SAY, HENRY, SHALL | HAVE MY RIGHT, OR NO?
A THOUSAND MEN HAVE BROKE THEIR FASTS TO-DAY,
THAT NE'ER SHALL DINE UNLESS THOU YIELD THE CROWN.

HENRY VI, PART 2: ACT I, SC. IV

A. Prepare the Field

I. Battlefinder Boards: Choose a board configuration using the Captain’s “Battlefinder” system: both players pick a
BF card of their choice. If one Host Commander has an advantage over the other player’s Host Commander, then
he chooses two cards. Shuffle these cards with 2 random cards, and draw one out. That is the battlefield. Advantaged
commander also chooses which side of the field is his. If no advantage is present, randomly determine who starts
on what side of the map.

*Advantage: to be advantaged, a Host Commander must have one of the following characteristics, in precedence
over his enemy counterpart: In order of precedence these are: Audacious; Old Soldier; he has 2 more Forewardness
that his foe; Practiced. Also, if his enemy is Impetuous, while he is not.

2. Other: If not wishing to use the system above, players may use any other system that both sides agree upon.

3. Set up board terrain and features.

B. Determine Size and Arrangement of forces

Embattlement: If using the ACOP Campaign system, divide the contingents from the host that is engaged in a
battle on the campaign board into wards, and choose out the ward commanders (the Host Commander must be
one) out of any magnates that are present. Draw Minor Nobles (using the Minor Nobles supplement) to fill in as
ward commanders if not enough magnates are present. These may also be designated as company commanders, if
desired. Once this is done, group contingents in each ward into companies, and convert the contingents into bands.
See section III: “Embattling your Host in the Field”, below.
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C. Assign Courage to Companies

For each company, calculate their Courage level at start by consulting the Company Quality table below. Assign the
appropriate Courage marker to each unit (face down).

D. Deploy Forces
L. If a player did not seek battle: he sets up first. Deploy Bombards (if any). May deploy a Bushment (if an Audacious

Host Commander present).
2. If both players sought battle: both may write down their deployment, and then place units simultaneously.
Audacious or commanders with a “Bushment” characteristic may attempt a bushment, if terrain allows.

See III. “Embattling Your Host in the Field” for directions and parameters of Deployment.

E. Force Marching Host

The player who force marched to get to the space where the battle occurs must choose between a late entry for one
ward, or the “Time hath worn us into slovenry” verse being placed on their Chronicle. Draw card secretly for entry

delay: 1-4= 6 turns, 5-6= 10 turns.

F. Prepare Play Aids
I. The Ward Card: each side must take one of these and place it to the side of the board on a level spot that will

not be in the way of game play. A number of markers will be placed upon this at start, and will be moved and
referred to during play. All ward commanders choose the components of their Overall orders, and their Dangers
and Stratagems (even those wards who are not yet on board).

2. The Activation Cup: each side takes one set of Activation chits, either with a white or a red rose on them (guess
who takes which set?). They then draw out the appropriate chit for each ward the army has in play. Both players
place these chosen chits together into an opaque receptacle (like a cup). During each turn, players will draw a chit
out of this cup to determine which Ward (of either player’s host) will execute its orders.

G. Preliminary Bombardment

One or both sides now attempts to Bombard the other. See Artillery in the Combat section below. Resolve attempt.

H. Begin Turn I.
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JHY. Embattling pour HBost in the Field

I WILL LEAD FORTH MY SOLDIERS TO THE PLAIN,
AND THUS MY BATTLE SHALL BE ORDERED:
MY FOREWARD SHALL BE DRAWN OUT ALL IN LENGTH,
CONSISTING EQUALLY OF HORSE AND FOOT;
OUR ARCHERS SHALL BE PLACED IN THE MIDST.

RICHARD III: ACT V, SC. 3

O, GIVE ME THE SPARE MEN, AND
SPARE ME THE GREAT ONES.

HENRY IV, PART II: ACT 3, SC. 2

A. General

The armies of the Wars of the Roses were wholly ad-hoc collections of like-minded barons and their followers,
called out for a short period of time. None of the forces or commanders had the time to drill formations, or establish
unit organizations in the same way as European armies would be able to do only a generation later. Therefore, time-
hallowed custom was followed when arranging these large and inexperienced followings together.

Note: The following items are only broad guidelines to give players an historical framework within which to operate.

B. Bands, Contingents, Companies and Wards

I. The Band- this is the basic building block of a host (army). It consists of a single stand of miniature figures.
These should all be on uniform sized stands, with between 2-4 figures per stand.

2. The Contingent- this is a group of either 3 or 4 Bands. They form an indivisible component, usually representing
a small group of men raised together. A large set of contingent counters have been provided so players may more
easily make these contingents up- they are used extensively for recruitment in the ACOP campaign game.

3. The Company- this is a number of contingents grouped together, under the command of a noble or captain.
They must have at least one command stand with a banner or standard. The component contingents and the
political stance of their commander will determine the strength of their Courage. One or more of these together
form a Ward.

*There is 2 minimum and maximum company size- from 6 to 16 bands.

4. The Ward- a host may have up to 4 main divisions- called Wards. See “Command Structure”, below.

C. Generating Courage Markers

When creating companies, the player may use differing combinations of contingents, and arrive at varying Courage
levels. Check on the following chart to find a company’s Courage level. Place the appropriate Courage marker
behind each Company in your host.

Commander 50% or 50% or More | 50% or More | 50% or more | Mercenaries
Committment More RR Riding Well-wishers Array

w/Peer Retinue (+RR, if any)
Committed 4 Courage 4 Courage 3 Courage 3 Courage 3 Courage
Well-Wisher 4 Courage 3 Courage 2 Courage 2 Courage 2 Courage
Uncommitted 3 Courage 2 Courage I Courage 0 Courage 2 Courage
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Modifiers: (note- Courage can never be higher than 4)
+1 if Commander is Audacious
-1 if Commander is Timorous

D. Assigning Company Commanders

I. Magnates & Contingents: A Magnate must personally command at least his own Riding Retinue; of the other
contingents that he has brought to the field, he may not split a contingent’s bands between different companies.
However, he may divide his contingents between minor nobles or captains under his command to make separate
companies, even assigning these to different wards.

2. Mercenaries: these contingents may not be split up either. If there is no foreign magnate commanding them,
they will be commanded by an unnamed Captain (one of their own number). They may not be mixed into
companies with troops of other “nationalities”- for the purposes of this game, French, Bretons and Burgundians
may be considered of the same nation.

3. More than one Commander in a company:

Multiple commanders and their contingents may be assigned to the same company (within the company size
parameters ). However, one must be in actual command, and he must be the one with the highest rank of the
group. The others for the time are “gentlemen volunteers”. Note that when the company must check for
commander casualties, it is the actual company commander that must check. Players may check for the gentlemen
volunteers if they wish as well, as long as this does not slow the game down for the other players. The only effect
these gentlemen may have on play is that one may be chosen to command the company if the company
commander is killed. Otherwise, follow the regular procedure for Commander Casualties, only do not assign an
unnamed commander for the unit in the previous commander’s place.

Note: for greater detail on how to assign commanders to companies and wards, see “V. Command” below.

E. An example of organizing contingents:

Lord Stanley has just been activated in a Campaign scenario from “A Crown of Paper”. He raises what troops he
can in the Lancashire space where he is placed. First, a counter from the RR group (allowed on the Riding Retinue
line in the listing for Thomas Stanley) gives him a single contingent of I MAA (Stanley himself) and 3 Retinue
Archer bands; these would have to serve in the same unit together, crowded about Stanley’s banner and standards.
He also gets a draw of 2 WW counters in Lancashire, so he draws them, and has also tries to raise some Commission
of Array contingents. He rolls a die to do this, and gets a two, which is within his limit for Lancashire (+3), and
adds these contingents for his total. His grand total for the moment is I RR contingent, 2 WW and 2 CoA
contingents. Due to circumstances of the campaign he is called upon to do battle at the end of that turn, so he must
convert his ACOP contingents into ACOS companies for the tabletop.

First he decides to add one of the contingents of Well-wishers to his RR contingent; in this case, a WW with 2
MAA bands and 2 more Ret. Arch. He decides that this is enough for Lord Stanley’s own company (8 bands- 3
MAA and 5 Ret. Archers. Consulting the Company quality Chart on the Pre-Game card, he sees that he qualifies
for the “50% or More Riding Retinue” column (while a rich magnate, he is not a Peer) on the chart, but since he
is only an Uncommitted Commander, he only starts the battle with 2 Courage.

His other WW counter, which has I MAA (in Gold) and 3 Ret Archers, will form the core of a second company
in his little following. To this he will add the other 2 CoA contingents, in this case one of 2 Spear and 2 Levy Arch,
and another with 3 Levy Archers. He could simply designate an Unnamed Commander as commanding the
company, but as the player has a MAA stand with Stanley’s brother, William Stanley, depicted in it (who is also
shown on the minor noble list as part of Stanley’s affinity), he draws William's commander card out and decides
to make him the commander of the new unit. This new company is more than 50% Array troops, and is commanded
by an uncommitted commander (Wm. Stanley) so it will begin the game at O Courage- a brittle unit. Note that in
this case, William Stanley was no better than an Unnamed Commander, who would also count as uncommitted.
No matter, for Stanley will probably hover around the board as a Lethargic commander, doing little.
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F. Arrangement of Wards

There are 2 main artangements for a host in this game:

I. Line of Wards: wards are arranged in a line across the board, generally from left to right, with each ward besides
each other. The Vaward is always on the players’s right, the Mainward next, and the Rearward to the left. Only a
Reserve ward may be in a position behind the main line.

2. Column of Wards: in this case, each ward may be arranged with one or more wards in front of another. Not all
wards need to be exactly in front or behind another

3. Variations: the two formations above may be combined in some ways, as the players seem fit, depending on their
intentions for fighting the battle, and on the limitations and advantages of terrain.

G. Deployment Parametets

1. Friendly Areas: Any given board should be divided into three areas: I area friendly to each player, usually
consisting of a third of the board’s total area (the third that extends from the player’s board edge where he sits) and
an area of separation between these two areas.

2. Separation: this should be a gap of at least 24" in depth between the two friendly areas. No visible troops may
be set up in this zone, although a Bushment may be set up in this area, if he is allowed by the circumstances of the
battle (see IIL.D. “Deploy Forces”, above).

3. Late Entry: Late wards enter the field into friendly areas, using a “March” order.

H. Frequency of Artillery Pieces

For each “Gonne” counter obtained from a Well-Wisher draw in the ACOP Campaign game, the player may field
one Artillery piece. The frequency of the different types of Artillery pieces available depends on how many Gonne
counters in a Host:

*Ist Gonne= I Field Gun

*2 Gonne= I Field Gun

*3* Gonne= may be I Field gun, or I Organ Gun, or I Bombard

*4™ Gonne= must be either I Organ Gun, or I Bombard

I. Mounted Companies

I. Only Riding Retinues may be mounted. They are the only ones in the host that brought enough horses for all in
their bands (hence “riding”). If these are deployed mounted, any MAA become Mounted MAA, and any RA
become Hobilars.

2. “Mixed” wards: Mounted companies may be embattled in wards with foot companies. However, players must
remember that on Approaches at least, mounted troops may have to tarry for their footing friends. Players may
attempt to field all mounted wards, if they have enough riding retinues.

J. Bushments
Deployment: Bushments may only be set up if the parameters allow it (see IIL.D. “Deploy Forces”, above), and if

the terrain allows it. In all cases, the size of the ward in bushment must physically be concealed by a terrain piece-
either some woods, or in a deep depression, or behind some buildings. The ability to set these up also depends upon
which part of the board the players attempt to lay their trap:

a) On the friendly third: may set them up without hindrance.

b) The middle third of the board: Only if the enemy Host Commander MAY NOT deploy a bushment. Even
then, the Host commander attempting deployment must draw a Resolution Card; if he gets a number equal to or
less than his Forwardness, then he may set one up (this is all done secretly, and the units in the bushment are not
set up on the board.
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Y. Command

MY LORD, CHEER UP YOUR SPIRITS: OUR FOES ARE NIGH,
AND THIS SOFT COURAGE MAKES YOUR FOLLOWERS FAINT.

HENRY VI, PART 3: ACT 11, SC. 11

A. General

Magnates (major nobles, who may raise troops in the ACOP Campaign game) would command a company of men,
composed of contingents they had raised. A number of Companies would be assigned to a Ward commander of
suitable rank. One of these ward commanders (usually that of the Mainward) would be the Commander in chief,
and would command the whole army.

B. Command structure

Every host (army) in ACOS must have the following structure:

I. Wards- these are the “wings” or division within a host. There are never more than 4 of these; they are named the
Vaward, The Mainward, the Rearward and the Reserve ward. The Vaward (sometimes referred to as “foreward™)
is deployed to the right wing of the army if in a linear battle plan (wards side by side, facing forward) or in the
front position in the army if in a columnar battle plan (wards in ranks, facing forward). The Rearward is placed on
the left of the host if in a linear battle plan, or in the rear position of a columnar battle plan. The Mainward is
always placed between the Vaward and the rearward in either battle plan. The Reserve Ward, if it starts on the
board (any reinforcements which enter later must be designated the Reserve Ward) must take a position behind the
rest of the host, no matter what the battleplan.

2. Number of Wards- A host may have less than 4 wards- but never more. If organized in three wards, leave out

the Reserve; if in 2 wards, leave out the Rearward. If only one ward, leave out the Vaward. There is always a
Mainward.

C. Rank

There are four general social ranks for the commanders in the game, denoted by the symbol of a helmet in the lower
left corner of the commander’s card.

I. An all-gold helmet facing forward is of Royal Blood- an HEIR, usually one of the Plantagenet family, although
some close relatives in other families may also have one of these.

2. A silver helmet with gold bars over the visor, looking slightly to the side, is for PEERS, usually a Duke or an
Earl.

3. A steel Helmet with movable visor up, facing forward, is for a LORD; Barons and others from the noble class.
4. A steel visorless sallet facing to the right side is for men below the rank of knight- usually a CAPTAIN.

-Note that some of these symbols have a gold star placed over them- this shows that the commander may have a
position of precedence within his rank.

D. Precedence

I. When determining the place in an army for each commander and his followers, a certain hierarchy must be
observed:

*All Magnates may command the companies they raised.

*Minor Nobles may command only companies they have raised or have been set over by a magnate.

Captains (or Unnamed Commandets) may command only companies they have been set over by a magnate.
*Lotds (as in Baron Grey or Lotd Scales) may command other Lotds, and Captains.

*Peers may command Peers, Lords and Captains.

PAGE 10 OF 39



*Heirs may command Heirs, Peers, Lords and Captains.

*A King may command all, and may be commanded by none other.

*When commanding other lords of the same rank, a lord with a gold star over his rank icon should take precedence.
Spea:a[: Some commanders, due to their importance in a faction, are given special precedence in a scenario card,
and may command other men of higher rank. The Earl of Warwick 1s one example of this. Furthermore, King
Henry VI never actually had the command of any army after his first illness from 1453-1454. He usually was
placed in a camp near his royal standard- a mere figurehead. These relationships will be noted in the special rules
of each Campaign Scenario.

2. Host Commander: Generally, the highest ranking Commander will be the Host commander. However, as
mentioned above there may be some commanders who will be specifically mentioned in a scenario who may act as
Host commander. Also, Henry VI may never be Host Commander.

E. Ward Command

Wards may be under the command of even a mere Captain, as long as he does not command companies under the
command of higher ranked Lords.

Example: The King commands the Mainward in an army- it happens to be composed of three companies, one
controlled the King himself, the other two by Peers (a duke, and an earl respectively). The Vaward of the army is
commanded by a mere Lord (a Baron), and is composed of 3 companies: one by the Lord himself; the other two
by another Lord and a Captain respectively.

F. Commander Attributes

In ACOP, there are four levels of experience and general competence (or incompetence) at arms:

I. Old Soldier: a few men who have seen command before, and are proven in their competence. Old Fauconberg is
a good example of this type.

2. Practiced: men who have been in a campaign or two in the past, but did not shine in their role as leaders. The
bulk of the experienced men in the era make this type.

3. Amateur: Someone who has either seen no combat or campaign before, or are generally incompetent.

4. Audacious: These are the few men who may not have had long experience, but are natural leaders and have a
natural intuition about battle. Edward IV would be an example.

G. Minor Nobles

I. Sometimes a host in the ACOP campaign game does not have enough magnates present to command even a few
wards, let alone all the component companies. However, each gold MA symbol on a contingent counter may be
considered a minor noble- either a retainer or a well wisher who is not rich nor powerful enough to rate as a Magnate
in the campaign game (at least in the scenario you are currently playing- he may climb the social ladder in the years
following to become a magnate himself.) Minor nobles are found in the Minor Noble List (MNL). Note that some
of these men may sometimes appear on a situation card as a magnate- he must not be so for him to be considered
a minor noble in any given scenario.

2. Procuring Minor Nobles: to obtain one of these fellows, a player has to have raised a Well Wisher with a gold
MA in a given shire. If he does so, he may immediately consult the MNL to see if there is any noble available to
join his host. If there is one listed in that shire who is eligible, he may immediately take his card and place it under
his magnate card without any more ado.

3. Eligibility: there is a gradation to a minor noble’s eligibility in regards to the magnate who is calling him out:

a ) Aﬁfuity‘ Minor nobles who have a magnate listed as his Affinity may be activated with no further ado, as long
as the magnate raises a Well-Wisher counter with a red “MA” in the shire.

b ) Favouring a Faction: If the desired minor noble has no magnate named, but instead merely one of the factions
(York or Lancaster) listed, the player may get him for free if one of that house’s heirs is present.

c) Uncommitted: If a MN has no Aftinity, or does not favour a faction, the Minor noble is uncommitted; his
activation must be randomly determined. Draw 2 Res. Cards, and add any applicable Influence modifiers that the
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host’s magnates may have in that shire (they are cumulative in this case); if the number is 9 or higher, the noble
joins up.

4: Ineligibility: Any MN who has Enmity to the magnate attempting to raise him may not be chosen for his
service, unless there is someone else in the magnate’s host who has an Affinity or is of a favourable Faction. The
MN in this case must be activated using the same procedure for an uncommitted MN, only the modifiers of the
Magnate with Enmity count as negative for the calculation.

Note: These commanders will have the “Mistrust” Danger assigned to them if they are made ward commanders.
S. First Comers: Some MN'’s may show up in a number of shires (due to them having holdings in a number of
areas) and are available on a first-come-first-served basis. The first magnate who raises one will keep him- any
other Magnates who afterwards raise troops in the area will have to find someone else in the area to lead his
troops.

H. Unnamed Captains

I. Even with the addition of Minor Nobles, players who have enough contingents to raise many units may not have
enough Commanders to command their wards and companies. In this case, they may assume that an Unnamed
Captain is leading each of these wards or companies. These captains all have the same attributes:

*They are Uncommitted, Practiced at Arms, with 3 Puissance and 3 Forwardness.

2. Depiction: if there is no commander stand available, any stand with a standard, or at least some sort of notable
feature will suffice to mark his place.

Note: As the Commander card deck grows, we will eventually add some Captains to the mix, perhaps with some
more variances to therr ratings.

Y. Scequence of Play

WHAT PLAIN PROCEEDING IS MORE PLAIN THAN THIS?
HENRY VI, PART 2: ACT I, SC. 11

AS WHAT [ THINK MIGHT BE, BUT WHAT I KNOW
IS RUMINATED, PLOTTED AND SET DOWN,
AND ONLY STAYS BUT TO BEHOLD THE FACE
OF THAT OCCASION THAT SHALL BRING IT ON.

HENRY IV, PART 2: ACT [, SC. 111

A. Phases

I) Prepare the Ward Activation Cup: Place the chits for each Ward, along with any extra chits resulting from
Commander qualities that still apply, into the Activation Cup.

2) Common Happenstance: the first player draws a card, checking for any Happenstance is drawn. If one is drawn,
consult the upper part of the card marked “Day of Battle”; this happenstance occurs immediately, if applicable.

3) All Routers & Pursuers move.

4) Ward Activity:

a) draw a chit from the Activation Cup, and activate the Ward depicted-

* The Activated Ward first checks if any Dangers hinder the player from choosing an order to play.

*If unhindered, the player chooses one of his Move, Attack, or Archery orders, (or Stratagem if he has one) for that
ward to perform that turn.
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*The player then has the ward’s companies execute the chosen order.

b) Continue picking Chits until all eligible Wards have taken actions (or remained inactive).

5) Handstrokes: All handstrokes are now resolved for any companies in contact, ward by ward, with all companies
in a ward resolving their melees before moving along to the next ward’s companies, until all are complete.

6) Assay the Cause: both sides check to see if their cause has been “Cast Down”, or if it has merely suffered or
strengthened this turn because of events. They adjust their tracks accordingly.

Y. @Ward Actibation

Carrying out a battle plan in a timely and coordinated manner was difficult enough in any era before the advent of
modern communications. It must have been even more difficult for medieval armies, characterized by lower
standards of professionalism, and with most commanders having very little battlefreld experience. The timing of
approaches and attacks must have been greatly subject to the vicissitudes of fortune.

A.Procedure

One chit is placed in the Activation cup for every ward that both players have in play. The names of each ward
(like "Vaward” or “Mainward”, etc.) are shown on each counter. At the start of this phase, a player (or referee)
randomly draws one chit out of the cup and shows it to the other player. That ward, of whichever host it is a part
of, will act first. Once it has executed its order, then a player chooses another chit, and moves that ward, and so
on until all wards have been activated.

B. Commander Character effects on Activation:

Some commanders allow for extra chits to be put in the cup, giving varying effects to the sequence of activation:
I. Audacious Commander in Chief: the player whose C-in-C has an Audacious quality may add his side’s
"Choice" chit. It chosen before the others, he may choose one of his own inactive wards to act. He may not use
this chit to activate a Lethargic or Treacherous commander.

2. Lethargic Ward Commander: do not include his ward chit; instead, add the two "Lethargy" chits, and the
"Action" chit. First one chosen determines ward's activity. If “Lethargy” is chosen, the other chits pertaining to
that ward are ignored, and the ward remains inactive for the turn. If "Action" is chosen, discard it and the two
lethargic chits- the ward will now act as normal. For later turns put the regular ward chit in the cup.

3. Treacherous Ward Commander: As Lethargic Ward above, but add the "Treachery" chit. The ward acts as
under the Lethargy rule above, only if the Treachery chit is pulled first, that Ward commander changes sides. (See
Treachery in Dangers, below.)

4. Committing to the Battle: Both Lethargic and Treacherous ward commanders become normal (willing to fight
for their side) if the “Action” chit is pulled before any others that can affect that ward, ot if they are at any time
attacked by an enemy (although why an enemy would do this, I don't know).

5. "Late" Wards: if a ward commander (must be the reserve counter) is expected as a reinforcement, keep that
counter aside until the required turns of delay are done, then place it in the cup, along with a Lethargy counter. If
the lethargy counter is pulled first, they are delayed some more, until their ward counter is pulled before the lethargy
one.

6. Multiple “troubled” Watds: On a rare occasion, a host may have a Treacherous Ward and a Lethargic Ward in
their army (lucky devils!). In this case, the first non ward chit drawn always refers to the treacherous commander,
and any subsequent draw of one of these refer to the lethargic commander.

7. Bushments: if a Bushment is used, it must be assigned the “Reserve” ward counter. However, this is kept hidden
until the Bushment is either triggered or discovered. Thereafter it merely becomes a regular ward with its chit in the
cup.
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8. Optional- "Forcing" a Treacherous Commander to act: An enemy may also want a opposing Treacherous ward
commander to commit to one side or another, and may try to force him to do so. He can force a Treacherous ward
commander to choose an activity (either fight as normal, withdraw, or change sides) by moving within Sheaf range.
The Treacherous commander then takes a Faltering check- if he passes, he becomes an active ward for his side. If
he Falters, he will withdraw from the board. If he Miscarries, he will immediately change sides- and his ward will
then be added either to the enemy’s ward card (and issued orders) or if there is no room, his units will be added to
the nearest enemy ward. See Faltering.

YIH. PHappenstance Phase

A. “Day of Battle” Happenstances

I. Procedure: In the Happenstance phase one of the players must draw a single card from the Resolution deck.
First, reshuffle the cards from last turn; then draw the top card- if it is a normal Resolution card, no event occurs.
If it is a Happenstance card, perform the actions shown in the upper section marked “Day of Battle” (DOB).

2. Ward Chit draw: in the case that a DOB event requires a ward chit draw, one player will draw a ward chit out
of the Ward Activation Cup to see to which ward commander the Happenstance applies. If no named ward is
drawn (say a Lethargy or Choice chit is drawn instead), draw again until a named one is drawn.

3. Some cards mention that they must be removed from the deck once played. Do not reshuffle these back into the
deck at the start of next Happenstance phase.

4. An important note on other Happenstance Card draws- during the course of play, when a resolution card is
drawn, a “Resolution” Happenstance may occur. In this case, for this happenstance to apply, the code letters in the
lower left and right hand side of the card must correspond to the type of draw that is occurring. So if the player is
drawing a card for a Courage Check, and a “Co” code appears, then that card applies to the check. “Hs” cards apply
to Handstrokes result draws, and “Sh” cards to Shooting. Once a happenstance card has been drawn and its effect
noted and applied, play proceeds with another card drawn for the intended resolution.

*After one Happenstance that applies to a certain resolution situation has occurred, no other happenstance that
may be drawn subsequently in the same resolution draw is conted. Keep on drawing until a proper resolution card
is drawn.

*The Day of Battle portion of the card do not apply to resolutions.

*Casualty draws, Commander Casualty Draws, and Faltering Checks are immune to Resolution Happenstances.
However, any Happenstance card that may affect Commander casualties that is drawn during Shooting or
Handstrokes is kept aside until any resulting Commander Casualty check is made, which it will affect.

B. Weather

I. Starting Weather: For starting weather, Draw 2 Resolution cards, if a DOB weather event is pulled, then that
weather condition applies at start. If 2 conditions are pulled, then use the card with the higher TBS number. If no
weather condition is pulled, it is a clear day. Determine which direction the wind is blowing; this only will have an
effect if the wind gusts, or if precipitation starts. These occur by DOB Happenstances only.

* Determine wind direction in the following way: one player chooses from which of the four table edges the wind
is coming; the other player pulls a Res. Card, and rotates the wind that many table edges. Wind direction only
changes during any subsequent Happenstance phases, when a wind direction change event is pulled.

2. Seasons: Winter months can be from December to March. All other months should be considered Summer (or
at least, non-winter). In winter, all precipitation is snow. In summer, it will be rain.

3. Weather changes: these can occur during the game if one such event is drawn during the Happenstance Phase.
4. Weather effects:

Snow or Rain effect companies in the following manner:
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a) No Gunpowder weapons: Bombards, Field Gonnes, Organ Gonnes, or handgonnes may not fire. Handgunners
may still be used as melee troops; gunners wait by their gonnes for the weather to change.
b) Bowfire: add the appropriate adverse moditier to anyone firing into the wind (see “Shooting” for moditiers.

YHIH. Orders

The Commander in Chref’s job in battle during the Wars of the Roses was a fairly limited one; he had the privilege
of “drawing up the army in the field”, i.e. determine which of his supporters would have which position, and choose
the basic plan of the battle itself; even then, he had to bow to the conventions of the time, offering prominent
positions to men of the highest caste. These plans were often quite simple and could be reduced in part to an
aggressive or a passive stance, although some stratagems could be devised, such as field works, bushments
(ambushes), and rarely flanking marches. Beyond this, the grear commander merely rook the role of one of the
Ward commanders; the battlefield conduct of each of his fellow ward commanders was dependent more on their
own characters, experrence and commitment to the faction that called them out, rather than any control thar the
leader exerted on them after the start of action.

A. General Overview

L. Introduction: The orders in this game are an abstract blending of a number of realities associated with command
in our era. These include the conventions of English warfare of the time, the experience level and political
commitment of the commander, and the general battle plan of the Commander in Chief; add to this an aspect of
physical and moral fatigue and the growing disorder that battle invariably creates. These aspects play themselves
out during the game through the order component counters chosen at the start, as they are expended whilst the
game proceeds.

Note: Some may find the depiction of the order process in ACOP a little strange, as essentially the players have to
choose out their course of conduct at the start of the game, rather than “play it by ear” as one does in other games.
At first glance, this may seem too deterministic to these tastes; battlefield plans in any era were too subject to chance
to play out exactly as expected. We agree; however, we think there is sufficient leeway in the system in its totality
to account for this, and urge players to give the system a chance. We think that playing the game a few times will
show that they can produce results which have the feel of an historical battle, and still allow for a player’s own
decisions and random chance to have a similar effect on their little leaden fellows as they may have had on their
fleshly antecedents.

2. Procedure: Each player chooses an Overall Order for each of his wards; these orders are merely a description of
their portion of the overall battleplan. These orders are expressed as a series of Tactic Counters, which describe a
component of the Overall Order. These counters are placed in the appropriate spaces (bearing the tactic’s type:
Approaches, Attacks, Archery) on that ward’s column on the Ward Control Sheet. There may also be a number of
special counters available, which can be tactics of their own, or may modify other tactics; These special counters are
either Stratagems (based on a commander’s experience, abilities and training) or Dangers (based on his personal or
political limitations and flaws), These derive from the special listed characteristics on all Commander’s cards, and
by his political stance. These are also placed in the appropriate spaces on the Ward Control Sheet.

A play progresses, a player chooses one of these counters off of his control sheet for each ward, which will be the
action that the ward will perform that turn (and for some tactics, subsequent turns). This chosen counter is placed
in the topmost place shown on the card for each ward, marked “Current”. After the tactic has been performed (and
some may last a few turns) the tactic counter is discarded, and not used again during the game.
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B. Overall Orders
I. Draw Enemy (Old Soldiers only)

Intention: to draw the enemy into leaving their position and attack one’s own. Usually chosen when the
commander’s ward is in a defensive position, or across difficult terrarn, and wants the enemy ro come to him. Or it
may be used against an enemy on advantageous terramn, to try and dislodge them.

Components:

2 Flight, I Sheaf, I Feint, I Steady Attack, 2 Approaches

2. Grim Advance

Intention: close at a steady pace, taking time to soften up the enemy and bring him to close combat.

Components:

I Flight, 2 Sheaf, I Steady Attack, 2 Approaches

3. Await the Foe

Intention: hold position, keeping up a steady stream of long-range fire of the approaching enemy. At the right
moment, troops put away their bows and advance the rest of the way into grips.

Components:

3 Flight, I Steady Attack, I Approach

4. Hasty Assault

Intention: Time is of the essence, so after a few shots at long range, the idea is to close quickly.

Components:

2 Flight, I Sheaf, I Approach, I Rapid Approach, I Quick Attack

5. Headlong Rush

Intention: to come to grips as fast as possible- might be used if deficient in archers

2 Sheaf, I Rapid Approach, I Quick Attack

6. Defend Position:

Intention: To hold an advantageous position in the face of an enemy.

Components:

2 Flight, 2 Sheaf

Limitation: Only if defending Works, Linear Obstacle, or Ridge Line

IX: Tactics

A. Types of Tactics:
There are three types of these- Approaches, Attacks, and Archery. Approaches are battlefield advances, used to get

each ward into a desired position to attack or shoot at their enemies. Attacks are synonymous with charges, although
some of these may involve nothing so valiant as merely walking up to within reach of one’s pole weapon. Archery
is simply that- the companies firing off their supply of arrows. In all cases the Order affects the entire ward; all
companies within it attempt to follow it as exactly as possible. If one of your units is just outside of archery range
when an archery barrage is called for, they’ll count as having fired to no effect- and that's just tough luck. Blame it
on the ineptitude of your ward commander that many of your arrows have fallen short. It did happen during the
wars,

B. Approaches:

1. Parametets:

These are the typical battlefield marches of the era. They move under the following parameters:

a) Distance between companies: All companies in a ward must attempt to stay within one move (at Quick Gait) of
at least one other company in the ward.
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b) Changes of Direction: Wards may only turn or change direction by wheeling (either the whole ward, or each
company) while on Approach.

2. Duration and Execution:

Some approaches have limit in duration of turns (shown on the marker as “IT” or “2T”) before they are
“expended”- the tactic has expired, its counter discarded, and another movement tactic is required to get the ward
moving again. They also have a speed that they must move while under such an order:

a) Regular Approaches can last indefinitely, but are expended if for any reason the ward halts. The companies under
this order must move no faster than a Steady Gait. They may move slower (to keep the ward together) but they
must not halt.

b) Rapicl'Athozcbes only last for two turns with no adverse effect. On the third turn, a card is drawn- if the
resulting number is higher than the Ward Commander’s Forwardness rating, the approach becomes a Piecemeal
Approach. After the third turn, if no quick attack follows, the ward may only use Piecemeal Approaches. The
companies under this order must move no slower than a Quick Gait.

c) Precemneal Approaches will continue indefinitely, and if for any reason are halted, can always be generated anew
by any ward (except one suffering from Lethargy). The companies under this order moves at Steady Gait. Once a
Piecemeal approach is used, no other type of approach may be used, unless the ward commander has an “Energetic”
stratagem.

Other types of Approach movement:

a ) Fermnt: a temporary retrograde movement, meant to entice an enemy into rashly going on the attack. To perform
this, a ward facing an enemy may turn 180° for free, and move directly away from their enemy. At the end of their
move (at Steady Gait), they may turn 1807 again for free, so that they are facing their enemy again.

b ) Withdraw: This command may be generated at any time. Used only by a commander bent on leaving the field,
but with a modicum of order. Executed as a Feint, only that the ward does not turn at the end of the move, nor of
subsequent ones, until they exit the board. No other orders may be used by this ward until it exits the board.

C) March: for troops entering the board late (or at least after the pregame setup). This is done at the Quick Gait,
and troops using it may not knowingly come closer than 18" of an enemy. Rapid Approaches may be used after a
march, but not Quick Attacks (the men are too weary from the march). Regular Approaches and Steady Attacks
may be used as normal. Approaches may be used after a march only if the ward has been stationary for one move;
however, companies Marching in narrow column (two bands abreast) may turn by bands to face in a different
direction during their stationary turn. A marching ward that does not remain stationary for one turn, but moves
into an approach must only use Piecemeal Approaches. In this case, discard all other approaches and attacks.

3. Halting:

If any part of a ward has halted, for whatever reason, the Approach order currently being used is discarded and lost.
Piecemeal Approaches may be regenerated after any halt.

C. Attacks:
I. General

a) As stated above, these can be thought of as charges or moves to contact. Even if a Ward commander has one or
more of these available, he may not be able to use them if the proper Approach has been expended before coming
into the “range” of these attacks, which also have a limited duration.

b) Deviation: All Attacks must be made by companies moving straight ahead, with a maximum deviation of I stand
laterally per turn. No wheels or turns are allowed.

¢) Coordination: each company in an attacking ward must move at the fullest speed possible for that company (still
at the gait of the slowest band in the unit). Some companies may move ahead of their fellows.

2. Types of Attacks:

a ) Steaa'y Attack: It may be made from either a stationary position, or immediately following a regular Approach.
Steady attacks may not be made if a Rapid or Piecemeal Approach has been played by the ward at any time before
(unless one has and expends an Energetic Stratagem after halting). They are made at the Steady Gait.

PAGE 17 OF 39



b) Quick Attack: This may only be played after a Rapid Approach. It may not be used if the ward halted after a
Rapid Approach (a Tired Attack is used instead). Any company which does not contact an enemy at the end of
one turn of a Quick Attack will make contact as if under a Tired Attack. They are made at the Quick Gait.

c) Tired Attack: This represents attacks by fatigued or disordered troops. A ward may make as many of these as it
wants during a game. They are made at the Steady Gait. They last for 2 turns, after which the ward must halt for a
turn if no contact is made, after which the tactic may be regenerated.

3. Attacks against Approaching, Attacking and Stationary companies:

a ) On Attack: If a ward has an Attack order in play (in their “Current” space on their Ward Card), and they are
contacted by an Attacking Enemy ward, they count their current Attack order when calculating Combat strengths
per band (see Handstrokes).

b ) On Approacb: If a ward has an Approach order in play, and they are contacted by an Attacking Enemy ward,
they count under a Tired Attack order when calculating Combat strengths per band (see Handstrokes).

c) Stationary: If a ward has been stationary during the turn, or has not yet been activated and is not under a current
Attack or Approach order (but may be Shooting), and they are contacted by an Attacking Enemy ward, they count
as under a Steady Attack order when calculating Combat strengths per band (see Handstrokes).

4. Lapping companies: if a ward comes into contact with an enemy ward, yet has an unengaged company on the
flank of its foes (which was part of the ward’s attack, but had no enemy to contact), that company may on the next
turn begin to wheel around on their enemy’s Ward’s flank at Quick Gait, eventually coming into contact with the
nearest enemy unit on its flank or rear. The lapping company counts as if having made a Tired attack.

5. Latecomers: sometimes companies in a ward may not reach an enemy target in the same turn as their fellow ward
members.

6. Fleet Foot: Irish Galloglaichs and Kerns are considered Fleet footed, and so use the Fleet foot movement rates.
Note: for how long an attack endures once contact has been made, see Duration of Attacks once in contact, in the
Handstrokes section.

D. Terrain effects on Movement (Approaches and Attacks):

I. Hindrances:

a) General: It any part of a ward crosses Hindering terrain (Shown on the Terrain Hindrances section of the Quick
Reference Card) the whole may lose its current approach or attack. There are three types of Hindrances:

b) Linear: long and thin terrain objects like streams, ditches, hedges, fences and walls. These count as Linear
hindrances if they are no more than one base depth in width, but may be of any length. For Approaches, these cause
merely a Faltering check- any failure means that the approach has become Piecemeal. Any attack across them
immediately counts as one that is Tired.

*Cost: Any companies crossing a Linear Hindrance must pay I extra movement point to move across it, regardless
of whether it has any other affect on the ward.

c) Area: anything that is wider than a base depth is an area hindrance. Men cannot easily hop over them when
formed into even the loose companies of the era, so they cannot keep their order. Wide fordable rivers, marshy or
scrub covered ground, broken ground, and light woods automatically make any part of a ward Tired, unless that
ward is hiding in a Bushment within the edge of one such terrain item. Once they emerge, they may operate as
normal, without having to act as Tired (they spent time to carefully choose an easy path out).

*Cost: Furthermore, any companies crossing an Area Hindrance must pay 2 movement per inch while moving.

d) Buildings: Buildings may not be entered by any companies. Companies must move around and between these
buildings- but even so, any ward that does so must count as Tired.

e) Defended Obstacles: such as ditches, walls, stream banks, lor ines of Artifices such as mantlets, spiked pavises,
and stakes, pits or caltrops, will cause any attack through them to be Tired. To count as defended, a ward or
company must be in contact directly behind such an obstacle. If undefended, they count only as a linear hindrance.
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E. Formation, Ranks and Interpenetration

I. Formation: Companies are arrayed in any manner a player may choose, as long as all the components bands are
in base-to-base contact. However, some systems will affect a company in differing ways depending on its formation.
2. Frontage: Companies may increase or decrease frontage (the width of a unit in bands) during a turn by two bands
per turn- one on each end.

a) The company may purposefully do this only when in an Approach or Stationary.

b) If routing or pursuing, they may do this at will, at any rate, to pass between or around impassable objects. They
may not change frontage in flight or pursuit if moving through friends, or entering disruptive terrain.

3. Interpenetration of Ranks Within a Company: Once a ward has been activated, any multi-rank formation may
switch ranks (interpenetration) at no cost, before they engage in any action. They may not switch again at the end
of the action.

4. Interpenetration of Companies in Different Wards: The companies of one ward may pass through those of
another stationary ward. To do this the movers pay an extra 2 inches, and may only do this at a Steady Gait (on an
Approach). However, both wards count as having crossed a Linear Hindrance, and therefore have to take that type
of Faltering check. Wards making Piecemeal Approaches, may do so by paying the 2 inch penalty, but if they move
through a stationary foe who still has a Steady or Quick attack, the stationary foe still has to check for Faltering.

F. Archery Tactics:

I. General: The Archery Tactics components represent both the different modes of archery barrage that were used
in our era, along with limitations on ammunition that were a reality in English tactical usage. For our purposes, we
have included two types of archery fire: Flight and Sheaf (named after the types of arrows commonly used by
longbowmen in these archery tactics).

2. Flight: This denotes a long distance, high trajectory type of area fire, often using a lighter form of arrow. All
English archers regularly trained in this form of fire by shooting at long distance at a cloth laid out on the ground
(it was sometimes called “clout” shooting).

a ) Range: This tactic is used at longer range. Using one of these at short range brings a penalty (-1 intensity; due
to the lightness of the arrows used).

b ) Unity: The entire ward fires, and expends this tactic, even if one of the ward’s companies is out of range.

¢) Targeting: Each company fires separately at individual companies; no companies may combine their fire.
However, if two or more companies have only the same target within their arc, they may all fire individually at it.
a?Directzbn: Companies fire forward, and may shoot at any targets within range, and within 22° of their frontage
(see diagrams)

e) Ranks: All ranks in a unit are counted when firing in this manner.

3. Sheaf: This denotes short range, flat trajectory aimed fire, using a heavier sheaf arrow. This fire often included
aimed shots, where archers used their skills in accuracy, gained through regular archery competitions (firing at
archery butts or targets) that were held in most shires on Sundays and holidays. At very close range, highly skilled
archers could pick out joints in armour and eye-slits in helmets.

a) Range: This tactic is used at close range. Using one of these at long range brings a penalty (-1 intensity; due to
the heaviness of the arrows used).

b) Unity: The entire ward fires, and expends this tactic, even if one of the ward’s companies is out of range.

¢) Targeting: Each company fires separately at individual companies; no companies may combine their fire.

d) Direction: Companies fire directly forward, with no deviation from their frontage, shooting at the closest units
that is within their frontage. (see diagrams)

e) Ranks: Only the front rank is counted when firing in this manner.

A Note on Ranks: Companies are understood as containing at least a small amount of Melee or Archery troops. It
is understood that when firing archers would usually come forward, and melee troops would do the same when
hand to hand fighting was in the offing. Players can shift stands backward or forwards physically at the start of
their activation, and this does not cost them anything to do so. See Interpenetration for details.

Archery Resolution: see section IV.B- Combat, below.
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A COAT OF STEEL: BATTLE RULES FOR ‘A CROWN OF PAPER’

X. Stratagems & Dangers

A. General
Most of the commanders of the Wars of the Roses held their leadership positions on the field by virtue of their

social standing, and their ability to field huge amounts of men. Sometimes, a leader of a cause might be tempted to
accept amongst his host commanders one to whom he had only nominal ties, but who could add to their physical
numbers and political strength. These friends, some half-hearted, may have only joined up because they thought a
demonstration of strength was enough to address grievances; others in the hope that the new power structure that
would emerge from limited conflict might include a place for them to bustle in. But some baulked at the wholesale
murder that faction leaders planned for their opposite numbers, and few, at least early on, felt bold enough to raise
their banners against an anointed king- even the weak-willed Henry VL.

All this could and did bring discord into the era’s armies, sometimes in the form of commanders who hung back
when needed, or turned coats just before or even during the day of battle- or some who were plainly incompetent.

B. Stratagems

I. Stratagems represent certain tactical abilities and choices that are available to commanders, depending on their

attributes and experience. The descriptions and qualifications are listed below.

Stratagem Description Qualifications

A Captain’s Represents the forethought and adaptability of an Experienced | Any Commander may use this

Advice Captain advising the Ward Commander. This allows the Ward | i#" he has drawn a Captain
Commander to Change an existing order in play or add another | counter amongst his
to the Ward’s display (including Archery). Discard after use. Wellwishers, which must be

exchanged for this Stratagem.

Energetic Commander may generate an extra Approach or Attack of | Any Commander with 4+
choice, after having halted one turn. Discard after use. Forwardness.

A Wary Eye | Commander may draw two cards once he is within 24" of any | Any Commander.
terrain that he suspects of containing a Bushment. If he scores
8+, the bushment must be revealed at no detriment to his side.

Discard after use.

Inspiring Commander may attempt to generate one I Courage level for | Only Committed
all his units in the Ward. May only attempt this if halted and | Commanders, and ones with
all units have O Courage. Draw 2 cards; success on 8+. Discard | 4+ Puissance.
after use.

Master Any Gonnes attached to this Ward benefit by +2 strength, due | Any Commander who drew a

Gunner to the presence of a Master Gunner (exchanged for one | Caprain when raising troops.
Captain). Leave on Display for duration of game. Must have a gonne to use this.

Forethought | Commander has reserved a few mounted men to the rear (does | Any Commander.
not require figures). He may deploy Prickers to pursue enemy
routers. Place one per remaining company in commander’s
ward per turn on any routing company.

Stout Ensign | Commander has chosen a powerful Man-at-Arms to bear his | Any Commander.
banner. He may “absorb” I Commander Casualty for his good
lord. Discard after use (along with his brave corpse).
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Artifices Commander may initially place defensive artifices, such as | Only Commanders who enjoy
caltrops, spiked pavises and spiked nets across his Ward’s front. | Artfices. He must  have
Any part of an attacking Ward that crosses these for the first | chosen  Defend — Position
time must take a Falter Check. orders.

Good Timing | Commander has experience with archery fire, knowing the best | O/d Soldiers Only.
moment to order his ward to fire. He may at any point trade a
regular Sheaf or Flight order for a Sharp Sheaf or Sharp Flight
order. Discard after use.

Far Sighted Commander attempts to find an easy passage through natural | Audacious Commanders and
rough terrain (a stream ford, or gap in hedged territory). The | OId soldiers only.
gap is the width of one unit in his Ward. Draw 2 cards; success
on 8+. Discard after attempt.

Feint Commander may use a Feint move order to attempt to coax an | OId Soldrers only.
enemy with a Impetuous Danger to attack in a disordered
fashion. Discard after attempt.

2. Allowances

Stratagems are available to commanders according to their type and attributes. During setup, players may assign

stratagems in the following amounts:
a) Amateur: Draws no Stratagems at Start, but may use Captain’s Advice if he has a Captain Counter available

(drawn during the campaign game).
b) Practiced: Draws ONE Stratagem of choice, within the parameters above.
¢) Old Soldier: Draws TWO Stratagems of choice, any of which may be ones allowed to their type.

d) Audacious: Draws THREE Stratagems of choice, within the parameters above.

3. Duration

Stratagems are discarded after use (or if their conditions are met) if they have a “D” appearing on their counter.
Those with no “D” are in use for as long as the commander who generated them is alive and on the board. If this
commander is killed, and replaced with another in the ward, then any unused stratagem that the new commander
cannot use must be discarded. New Commanders draw no new Stratagem markers, although they do take all their

applicable Dangers.

C. Dangers

I. Dangers represent certain tendencies in his battlefield conduct that may to arise out of the character flaws of a
given commander. Unlike Stratagems, these tendencies are forced upon a commander- he does not choose them;
rather they are assigned to him. These are:

Qualifications

Danger

Description

Incompetence | After all orders are chosen for this commander’s ward, the | Any Commander who is an
owning player must choose out one at random and discard it. | Amateur.
Discard the Incompetence Danger after use.

Mistrust Placed on any commander who has any fellow commanders with | Any  Commander(s) — with
Enmity issues (he is “Anti” to in any of them in any way) in the | Enmuty.
army. If familial, (i.e. Anti Neville) All commanders involved
count one level of Commitment lower. If he has Enmity to his
side’s Cause (York or Lancaster) then only the non-cause
Commander is affected- he becomes Treacherous.

Impetuous Any commander who has an enemy make a feint in front of, or | Any Commander who has an
receives a “Galling” result from Archery, must make a Faltering | Impetuous Characteristic.
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Check. If he fails he will execute a Piecemeal Approach and/or
a Tired attack instead his current tactic. Other attacks are lost.

Lethargic The owning player will place an Action Chit and two Lethargic | Any Commander who has a
chits into the Ward Activation Cup at start, instead of a | Lethargy Characteristic.
Lethargic Commander’s ward chit. He Will only activate this
ward if an “Action” ward chit is drawn first- but will remain
inactive if a Lethargic chit is drawn first instead. Discard after
ward becomes active.

Treacherous | As Lethargic, but a “Treachery” chit is also added to the cup. It | Any Commander who has is a
it is drawn first, the ward commander will change sides. Trimmer, or has Enmity to his

side’s cause.

Revenge If in contact with Enemy company which contains any | Any Commander who has
Commanders who have Enmity with the bearer of this Danger, | personal hatred of another
they will not wound each other if engaged in personal contact, | Commander.
but kill instead. Also, they will slaughter such commanders if
captured while routing.

Timorous Once an army’s Cause is “in Crisis” on their Chronicle, a | Any Commander who has a
Commander with this Danger will take a Faltering check at the | 7zmorous Charactersstic.
start of each turn. If he fails, he will immediately change his order
to Withdraw.

Bloodthirsty | Bloodthirsty Commanders will kill any enemy Commanders | Any Commander who has an
captured by his ward in a rout during the game. Bloodthirsty Characteristic.

Confusion Any Amateur commander must pull one card each time he | Any Commander who is an
wishes to change an order. Success on 4+. If he fails, he may halt | Amateur.

(or continue with current order if possible or desired. On a 6,
discard Danger (he clears his head).

Merciful Merciful Commanders will attempt to spare any enemy | Any Commander who has a
Commanders (except ones he hates) captured by his ward in a | Merciful Charactersstic.
rout during the game. If Commander in Chief, he will attempt
to spare all captives remaining taken at the end of fighting from
the block, except any he has Enmity with.

2. Allowances

Each Ward commander in a host must draw any Danger that is associated with any of his own characteristics. All
of these are placed in the danger square for his ward on the Ward card.

a) Amateurs: they must take one of each of the Danger counters with a yellow “A” on them (Incompetence &
Confusion). They then randomly draw one of the two and place it on their Danger space- the other counter is
discarded.

3. Duration

Dangers are discarded after use (or if their conditions are met) if they have a “D” appearing on their counter. Those
with no “D” are in use for as long as the commander who generated them is alive and on the board. If this
commander is killed, and replaced with another in the ward, then any unused Dangers that the new commander
cannot use must be discarded. New Commanders draw no new Stratagem markers, although they do take all their
applicable Dangers.

4. Special Conditions

a) Enmity: Any Commander who is shown to be “Anti” another noble family or person has Enmity with them. If
their companies meet in combat, and they meet each other in personal combat, they will try harder to kill each
other. See Commander Casualties.
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If these are in the same host, one side will be “Mistrusted”. As enmity runs two ways, it will be only the least trusted
party that gets the Mistrust Danger.

Example. Somerset and Clarence are in the same Lancastrian host during the Readeption in 1471. Somerset is Anti-
York and a Commutted Lancastrian, and Clarence s a Yorkist heir (who only happens to be on the Lancastrian
stde by scenario rules). Somerset and Clarence have Enmity, and would normally both have -1 level of commitment,
but Clarence as a Yorkist 1s also by definition Anti- Lancastrian, so Somerset acts as normal, and Clarence becomes
Treacherous. Don't tell me you're surprised at that.

X3. Combat

HARK! | HEAR THEIR DRUM.

FIGHT, GENTLEMEN OF ENGLAND! FIGHT, BOLD YEOMEN!
DRAW ARCHERS, DRAW YOUR ARROWS TO THE HEAD!
SPUR YOUR PROUD HORSES HARD, AND RIDE IN BLOOD;
AMAZE THE WELKIN WITH YOUR BROKEN STAVES!
RICHARD III: ACT V, SC. 111

A. General Parameters:

Combar in any era is always difficulr to quantify. Not enough 1s known about the minutia of archery and hand-ro-
hand combat to make more than an informed guess as to how to systematize these events. Furthermore, as gamers,
we often reduce the chaos of battle ro simple and often roo predictable terms. Perhaps we have more hope of doing
this when approaching regular professional troops in eras with drill books and widespread tactical doctrine; but in
the Wars of the Roses, with ad-hoc armies and droves of amateurs, the task seems almost insurmountable.

On rop of this matter of troops of varying quality, we have an era of fairly unsophisticated battle plans, where many
armies could hope to do little more than line up and try and push their foes off the field. If we add this aspect to
the aforementioned, and try to express them in traditional gaming terms, we may come up with a lackluster and
predictable system. With that in mind, we have endeavored to focus tightly on certain charactersstics of Medieval
English warfare, which should produce an historical feel ro the results. The systems are fairly simple in their
mechanics, with complexity and variances coming from the subtleties that emerge after repeated playings.

I. Mechanics: For the purposes of combat, all bands (stands) in ACOP are divided into two basic types: Melee
troops and Archery (or Other) troops. Melee troops have only a melee rating, while Archery troops have both an
archery and a melee rating. The Melee rating reflects both the weaponry and armour of the majority type in the
band, while the Archery rating reflects the training and experience of the longbowmen, or the types of equipment
of handgunners or crossbowmen. Note: On the Handstroke stance cards, Archery troops are referred to as “Others”.
2. Additive ratings: The ratings mentioned above are the “strengths” per each stand; a number of them, either
eligible to fire or to fight are added together to get a total strength. This Additive system is used, with modifications,
in both the Shooting and Melee systems. The strengths of each stand can vary depending on the type of attack or
shooting- these values are found on the QRS (Quick Reference Sheet).

3. Effects of Ranks on Combat:

a) Shooting: only bands firing from the front rank of a company may fire Sheaf. All bands in a company may always
fire Flight.

b) Melee: any company in a single rank gets an adverse modifier when in Handstrokes with a unit in more than one
rank.

c) Casualties: some casualties may come from bands in contact with the enemy, which usually would be in the front
rank of a company. See Casualties for details.
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4: Special: Multiple Company Battles:

a) If there is more than one company engaged in an encounter with an enemy, then the multiple companies, count
their companies as one for handstrokes. However, only one commander is in command (the highest ranking, or
barring that, the most puissant one).

b) Additional Companies: during an attack, some companies in a ward may not make contact with an enemy, for
one of two reasons:

* They from extending out too far on a flank and have no company in front of them. In this case, on the subsequent
round, they may wheel around on the enemy company’s flank, striking the flank, and perhaps afterward, even the
rear of a company. They do so as if making a Tired Attack (regardless of what the ward’s attack is currently).

* They may have not reached the enemy on the first round. These companies may join in on later rounds of
handstrokes- however, once they make contact, they count as making a Tired Attack (regardless of what the ward’s
attack is currently).

B. Shooting

Types of Shooting:

I. Flight Shooting

a) This tactic is used at long range. Using one of these at short range brings a penalty (-1 intensity; due to the
lightness of the arrows used).

b) The entire ward fires, and expends this tactic, even if one of the ward’s companies is out of range.

¢) Each company fires separately at individual companies; no companies may combine their fire.

d) Companies fire forward, and may shoot at any targets within range, and within 22° of their frontage (see
diagrams)

e) All eligible bands in any rank in a company are counted when firing in this manner.

f) Companies may not fire at a target if there are friends between the firers and the target.

2. Sheaf Shooting:

a) This tactic is used at close range. Using one of these at long range brings a penalty (-1 intensity; due to the
heaviness of the arrows used).

b) The entire ward fires, and expends this tactic, even if one of the ward’s companies is out of range.

¢) Each company fires separately at individual companies; no companies may combine their fire.

d) Companies fire directly forward, with no deviation from their frontage, shooting at the closest units that is within
their frontage. (see diagrams)

¢) Only bands in the front rank is counted when firing in this manner.

f) Companies may not fire at a target if there are friends between the firers and the target.

3. Crossbows and Handguns:

a) Crossbow bands have different effectiveness, like Longbow archery, when under Flight or sheaf orders; however,
this does not necessarily represent different techniques of firing or the weight of bolts, but merely different distances.
There is no penalty for firing Sheaf at Flight range, or vice versa, for Crossbows.

b) Handguns had little effectiveness at longer ranges (and not much at short ranges either, except when defending
works), so they may only be used under a Sheaf order.

4. Artillery- Bombards, Field Guns and Organ Guns

a ) Types. Bombards were usually large-caliber emplaced weapons, which had a very slow rate of fire; they were used
mostly for sieges, but could be used in a preliminary bombardment of an enemy position or encampment. Field
guns usually had carriages that allowed them to be shifted more easily, and often used prepared charges for faster
fire on the battlefield. Organ guns were multi-barrel devices, with a more defensive intent- to deliver a nasty volley
at fairly close range. Reloading one would take longer than a single field gun, and they were sometimes fitted with
shields and antipersonnel spikes, befitting their role as a close range weapon.

b) Bombardment. Before the start of a battle, any player who has at least three guns, one of which must be a
Bombard, and not counting any Organ Guns, may attempt to bombard the enemy host. This is more an attack on
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his foe’s morale rather than one on his men’s bodies, and will only have effectiveness against their army morale,
possibly adding the “Gunstones” Verse to the Chronicle.

Before the first turn of battle, players add up points for the guns they have deployed; I for each field gun, 2 for
each bombard, for their total Bombardment Rating. Any Ward Commander who has guns in his ward and is an
“expert gonner” may add 2 to this total. Players then “fire”; each rolls a ID6 and add that number that to their
total. If one side has a total that is 3 (or more) higher than the other side, the weaker side places the “Vexing us
with Shot” verse marker on his Chronicle.

If one side has no guns, they only roll the IDG; if they manage to beat the their enemy’s total, you can attribute
that to ineptitude of their master gonner- treat it as a “Gonne explodes!” Happenstance, and destroy one of the
loser’s guns.

¢) Use in Battle: field guns and organ guns may be fired in battle just like any archery unit. They may not be moved
during battle, and do not need a sheaf or flight order to fire. While they are attached to a specific ward or wards,
they are quite apart from any orders that the ward will have in any given turn. They always fire last after all other
actions have occurred. Their only limitation is that they may not fire every turn. Field guns may fire every second
turn, and Organ guns every fourth. Extra Courage markers may be used to keep track of the turns.

d) Guns as Targets in Shooting: Guns are treated as a company for shooting. Use the 6 Target size for calculating
intensity against them. Scattered fire, renders them incapable of firing or loading that turn (they always fire and
load last in the Ward activity phase). Galling fire kills enough of the crew to render the gun useless.

e) Guns as targets in Attacks: Guns may not be targeted in Attacks- the crew flees if an enemy company approaches
to within 4” of the gun. Guns do not count as Hindrances to movement through them (unless they are part of a
defended camp where they become part of the linear object of the entrenchments of the camp).

5. Resolution of Shooting

a) Procedure: Total the Shooting Strength of all Archer bands in the company that can fire; find total (rounded
down) against target company size (round down also) on the Shooting Intensity Chart to determine Intensity.
Apply any Intensity modifiers, and draw I Resolution Card. Check result shown for shooter’s intensity on the card,
and apply effects shown on the Effects of Resolution chart below. See Shooting Example.

b) Intensity Modlfiers:

I') Target 3+ Courage at start: the higher Courage units either contain troops with better armour, or will be more
eager to endure casualties and wounds.

2) Sharp Archery: the shooters volleys are carefully timed by a more masterful commander for greater effectiveness.
3) Shooter inside Works: companies defending entrenchments often had extra arrows nearby, and more regular
access to them, increasing the intensity of their fire.

4) Snow or Rain against Shooters: If it is currently snowing or raining, and the wind is against the shooters front,
then their fire is less effective.

S) Target using Quick Gait (against Flight only): target company is moving too quickly for the arching fire of
Flight shooting to be timed perfectly to land on target.

6) Shooting at Cavalry: +2 to Intensity (Flight or Sheaf).

7) Target behind Pavises or Mantlets: Shooters get a -1 to intensity if their fire passes through these pavises or
mantlets.

6. Results of Shooting

a) Falls Short:

No effect on the target company.

b) Scattered Fire:

Target company takes an immediate Courage Check. Regardless of result, draw a Resolution card again: receive 1
Casualty if TBS number is equal or less than intensity number.

¢) Galling Fire:

As “Scattered” above, but draw twice for casualties (same procedure as above). The Ward commander must Check
for Faltering. Note that he checks at the end of the phase, and then only once, regardless of how many causes for
Faltering from shooting he has.
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d) Discomfiting Fire:

As “Galling” above, but add Mandatory 1 Casualty per 20 Shooting Strength- no draw for this is required. Check
for Faltering.

7. Casualty Removal from Shooting

a) From Flight Shooting:

Take from the lightest armoured bands first anywhere in company. Every 2nd must be from next highest armour
class. Commanders wounded on 11+, killed on 12.

b) From Sheaf Shooting:

Take from any bands in the closest rank first (owner’s choice).

Commanders wounded on 10+, killed on 11+

Note: for details on Commander casualties, see section XI.C.3 below.

C: Handstrokes

I. Making Contact: When companies in a ward under attack orders finally collide with the units of an enemy ward,
players need not bring their companies into flush base-to-base contact. In fact, a small gap (around 1/ 4") should
separate the respective companies attacking each other. However, there should be some clear indication as to who
is fighting whom (bands should be aligned so that one band is clearly striking a single opposing band- to help in
casualty removal), and whether they are hitting their foes in the front, flank or rear. This constitutes “contact”.
Players should strive for clarity in their adjustments to this effect, without unduly moving units out of the
trajectories that they traveled to make contact. They should also take note of the placement of visual cues that come
from combat results- it will help to keep track of the current status of your companies. See Combat Examples.

2. Targets & Encounters:

a) The owning player of each company should make mention of which enemy unit in contact with their company
is its “target”’- the unit they intend to fight with. Although a single company can be targeted by a number of enemy
companies, each company should only have a single target. Wards cannot be targeted as a whole, unless they are
comprised of only a single company. If a company is in contact with more than one enemy company, they should
choose the one with which most of their bands are touching to with their front edge. Again, players should use their
power of discretion and fair play when deciding. When two opposing units are each other’s target, that is called an
“Encounter”. If there are two or more friendly units that have the same target, they together with their target
constitute an Encounter.

Note: A company may not have two or more targets, unless all these potential targets are solely engaged with itself.
If one of the potential targets is already engaged in an encounter with another different target, then the original
company will ignore the already engaged unit and focus on the one remaining. See examples section.

In general, companies should attempt to pair up evenly as much as possible.

b) Multi-company encounters:

If two or more companies are fighting a single company in an encounter, the multiple companies will combine their
strength against the single enemy company. The single company will choose one stance for the encounter. The
enemy companies will also choose one stance for the encounter. However, while casualties are meted out to the
combined companies, they must share them out at the same proportion of bands that they each bring to the
encounter. Fxample: a Lancastrian company of 12 bands and a company of 6 bands are fighting against a Yorkist
company of 14 bands, but the Yorkists win the round, scoring 3 Casualties against their foe. The Lancastrian
assigns 2 Casualties to the 12 band unit, and I to the 6 band unit.

3. Resolving Handstroke Encounters.

a) General Procedure: Each time an encounter is resolved the following procedure is followed. The owners of each
company in the encounter assesses the situation- the strength of their units and any possible modifiers to the
outcome of the encounter- and then chooses a Handstroke Stance card for their company to follow. Once both
sides have chosen their stances for that encounter, they mutually reveal their choices. These stances, when cross-
indexed, will show which bands in their companies will be counted in the encounter, along with any modifiers to
their strength. The strength of these bands are finally totaled and modified; then a resolution card is drawn for each
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side (if eligible), and the random number in the center of the card (The Black Shield-TBS) is added to each
respective total. The higher total wins the encounter. The result of the victory is the one shown on the winner’s
card next to the stance of the loser- and is applied to the encounter. Casualties are drawn from the type of bands
shown on each card, next to the stance of their enemy. Once completed, the bands of each company are adjusted
(to close up the gaps, and show their current status) and the next encounter is then resolved. See the examples
section for a sample encounter.

4. Calculating Handstrokes strength:

a) General: A number of factors determine the strength of a company used in the Handstrokes calculation:

b ) Type of Attack: A band may have a different strength rating under Quick Attacks, Steady Attacks, and Tired
Attacks. This can be found on the Strength Table in the Handstrokes section of the QRS.

¢) Stance Cards: the stance card chosen by each side for an encounter will include guidelines and Bonuses that will
apply to each company engaged. They will show which bands in a company that may be eligible to count toward
the total strength, modifiers to their individual strength numbers, and extra bonuses (like a commander’s Puissance
rating, for example).

d) Situation Modifiers: depending on terrain and general situation that the encounter occurs in.

5. Attacks and their durations once in contact

a) Quick Attacks- if the Ward is under Quick Attack orders in the turn when a company or companies enter into
an encounter, use the Quick Attack Strengths for all their bands that are involved that turn. On Subsequent turns,
regardless of the success of the first turn’s Handstrokes, use Tired Attack Strengths.

b) Steady Attacks- it the Ward is under Steady Attack orders in the turn when a company or companies enter into
an encounter, use the Steady Attack Strengths for all their bands that are involved that turn. If the Steady companies
win that turn’s Handstrokes Encounter with any result, they may continue using the Steady values, until they receive
an adverse result. Thereafter they use Tired Attack Strengths.

(Note: if some companies in the ward still have Steady artacks continuing, but others don’t, players may place
“Tired Attack” counters behind the affected companies. Remove them all once the whole ward rs Tired.)

¢) Tired Attacks- Tired attacks may be prolonged for as long as an encounter endures.

d) Stationary Wards and Attacks: A ward that is halted, and has not received any result (i.e. from Shooting) that
would cause it to lose any Steady or Quick Attack orders, will receive any Attack against it as Steady.

6. Stance cards

The six stance cards for each side that represent the activity of a single company against its enemy. While each
stance has a specific outcome in mind (like breaking into the enemy, or closing ranks against their attacks) the final
result may vary depending on the makeup of the companies involved, and the stance chosen by their enemy. Some
have a special requirement that must be met to perform the stance, and all have a “Win or Lose” effect that comes
from using the stance.

Note: For visual diagrams depicting what each stance represents, see “Whar do the Handstrokes Formations
Represent?” in the examples section.

a) Gather to the Standards

The company forms a tight, bristling knot of men, trying to prevent attackers from breaking in, hopefully reducing
your own casualties in the process. Unfortunately, this could reduce his also.

*Requirement: may not be used by Cavalry.

*Win or Lose: Because this stance has more of a defensive nature, there is a -1 to any casualty draws (6 instead of
S or 6 on TBS) that the enemy will receive from your company while using this stance.

b) Thrust Home, Lads!

The company stands fast, with pole arms hacking and thrusting at the enemy. The hope is of warding off enemy
attacks, while causing heavier casualties. Good for killing the enemy’s front rank, and when you have good melee
troops.

*Requirement: may not be used by Cavalry.

*Win or Lose: The enemy side involved, if they receive a casualty draw, add a +1 to TBS. (On 4,5,6 cause the

casualties instead of 5,0).
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¢) I'll not Shrink Back

The commander manfully fights in an exposed position, urging the troops to break into the enemy formation, and
belabour them. The commander’s influence is fully used, but at a greater risk to his person, and with emphasis on
the front ranks rather than the whole.

*Requirements: Commander must not be wounded, and must be in the front rank of the company.

*Win or Lose: if the company that uses this stance receives any casualties, its Commander Casualty draw is 8+. If
both sides in this handstrokes round choose this stance, their commanders fight, as if they had enmity.

d) Pluck up your Courage

The company surges forward, trying to use their mass to bowl the enemy over, repulsing them. The commander
hopes to use the whole weight of his numbers.

*Requirement: The commander for the company using this stance must take a Courage Check- if he passes, he
applies the number in TBS as a positive modifier to his Handstroke strength (in addition any regular card draw
that is applicable); if he fails, he must take the loss in Courage shown. Discouraged companies may not use this
stance.

*Win or lose: no Courage check needs be made for the unit using this stance, regardless of the outcome of the melee
this round.

e) Daggers Drawn

The company grapples closely with the enemy, some resorting to side-arms to work into the enemy ranks, finding
the gaps in armour and cause high casualties. It allows more effective use of non-melee troops.

*Requirement: May not be used in the first turn of combat, or by Cavalry

*Win or lose: If any Casualties ensue from this round, the company using this stance must add one more on the
draw of a Res. Card, if the get 5+.

1) Stand off; Apace

The company breaks contact, while warding off the enemy- hoping to either gain a respite or a delay, or to actually
retire from the combat.

*Requirement: May not be used in the first turn of combat, or by Cavalry

*Win or Lose: if successful in backing off, the Handstroke encounter ends, and both sides lose I Courage.

7. Situation Modifiers

There are a number of factors, depending on the physical situation of any encounter, which may modify the
Handstrokes strengths of the participants:

a) Pushed Back last turn:

The affected company does not get the random card draw applied to his Handstrokes total.

b) Opponent Belaboured last turn: The winner from last turn gets an extra Resolution card draw (in addition to
regular draws) while the loser draws none for this round.

¢) "Pluck Up Your Courage”: player may draw an extra Resolution card this round.

d) Attacking against obstacle:

If one company is lining a wall or a ditch, or is behind stakes (against cavalry only), and his enemy attacks across
this obstacle, then that enemy’s handstroke total is halved (before he applies his Resolution card draw).

e) Downbhill of foes:

The company that is downhill of their enemy in an encounter, or is attacking up from a river embankment, or from
a position strewn with caltrops, does not get the random card draw applied to his Handstrokes total.

£f) Tie in Strength:

If, after the Handstroke strengths and random card draws are totaled, and both sides are tied, then the side with the
Commander with the higher Puissance rating gets a +1. If both have equal Puissance, then count the one with the
higher Forwardness rating. If still equal, count both sides as Locked.

g) Striking a Flank or Rear:

Any company that is attacking an enemy through their flank or rear facing does so with its unmodified Handstroke
Strength doubled (before applying any random card draw).
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h) Single Rank:

If a company fighting in a single rank is fighting an enemy in multiple ranks, then that company gets no random
card draw.

Note: to count as a second rank, the second line of bands must be larger than a third of the first (.e. a company
with 6 bands in the first rank must have at least 3 bands in the second rank to qualify).

1) Steady Pikes against Cavalry:

If a company fronted with Pikemen who are under a Steady Attack order, and are attacked through their front by
Cavalry, then the Pikemen are doubled in strength (before any other modifications).

3. Gaps:

Any gaps that occur in a company due to casualties must be closed up as best they can by bands in the rear ranks.
Bands engaged directly in Handstrokes (in base to base contact) may not be slipped across to close the gap. A
Company that cannot close a gap in its front rank while engaged must apply the “Pushed Back” modifier against
itself next turn, regardless of what occurred last turn in combat. (Unless of course it broke its foe this turn.)

9. Results of Handstrokes: Hazards

Once victory in a round of handstrokes has been determined, players apply the “Hazard” shown on the victor’s
card, next to the loser’s handstrokes stance. It describes the resulting effects to both sides, including exactly from
where any casualties are removed. Also, there are suggestions for depicting the result by the arrangement of each
companies bands as visual cues to apply the modifier next turn, and so that players may keep track of these results
until the next round.

Hazards

a) Locked- Companies are kept about %2 base depth apart apart, showing that they are still at weapon’s length- no
other effect except that combat continues next round.

b) Repulsed- Loser is “Pushed Back” one base depth, with the winner following up. The loser takes a Courage
Check, and has the “Pushed Back” modifier against him next turn. Bands are kept %2 base depth apart- and players
should place the loser’s 2™ rank in the company slightly separate from the first, or if in one rank, turn one stand in
the loser’s company to the side.

¢) Stuck In- In tight melee- with bands in close contact.

The Loser receives Light casualties, and the Winner draws a Res card- receiving Light Casualties on a 5+. Loser
also takes a Courage Check.

a?Be]aboured— As Repulsed but with bands in close contact, and one band turned to the side.

The Loser receives Heavy casualties, and the Winner, Light CasualtiesLoser also takes a Courage Check.

e ) Disengagement- if at the end of the round there is a disengagement, either from both companies backing off, or
from one company routing, the unbroken company(ies) must lose I Courage. This is due to the weariness that
flows over the men once the onrush of adrenaline subsides, and to the physical weariness from fighting is noticed.
Discouraged companies are not broken by this outcome. See Rout & Pursuit

10. Results of Handstrokes: Casualties

a) Light Casualties:

At least I band. If winner has at least more than 10 strength than the loser’s total, they get another Casualty on a
Res. Card draw of 5+ (TBS).

Note: the winners do not get +1 Cas. to the enemy for each 10 points- only the first.

b) Heavy Casualties:

At least 2 bands. If winner has at least more than 10 strength than the loser’s total, the loser gets I more casualty
(without drawing TBS).

Note: the winners do not get +1 Cas. to the enemy for each 10 points- only the first.

c¢) Large Numbers:

Companies with 40+ total strength (including modifiers) double the casualties to foe (winner or loser).

IT: Casualty Removal from Handstrokes:

a) Contact Only: Take only from bands touching enemy bands.
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b) Lightest First: First Casualty in the turn must come from weakest band in company. Further Cas. is owner’s
choice.

¢) Greatest Difference Ist: Stand must be removed in order of highest disparity of opposing melee number. Weaker
stands go first, followed by next weakest (player’s choice).

Example: an Archer (2) facing a Billman (4) is removed before a Spearman (3) facing a Billman (4), and before a
Spearman (3) facing a Man-at-arms(5)

12. Other Results of Casualties

a) Commander Casualty check: one must be made if a company received any casualties.

b ) Half Casualties: if a company has lost at least half its initial number of bands, then the company loses all courage,
whatever the amount. If the company was already discouraged, it must take a courage check (even if it successfully
played a “Pluck up your Courage” Stance). Failure means the unit is broken. The bands in such a company must
immediately be turned around to the direction that they plan to rout towards next turn.

¢) Overthrown: There are two cases where a company is immediately broken from Casualties:

*]_ose 4 bands in casualties in one round: automatic Rout.

*3 bands or less remaining at end of round: automatic Rout.

13. Commander Casualties

a) How they occur in Shooting: at the end of a shooting round, each commander in a company that received at
least I casualty, or merely a Discomfited shooting result, must draw 2 cards and check to see if they become a
casualty.

*From Flight shooting, commanders are wounded on an 11+, killed on a 12+.

*From Sheaf shooting, commanders are wounded on an 10+, killed on a TT+.

b) How they occur in Handstrokes: at the end of a round of handstrokes, either side, if they experienced casualties,
must must draw 2 cards for their company commander and check to see if they become a casualty.

*On a 9+ a commander is wounded; one an 11+ he is killed.

*If he was played a “T'll not shrink Back” stance, he dies on an 8+

C) Wounded Commanders: They may not play “T'll not Shrink Back™ stances. If they receive another wound, they
are killed.

d) I Have Singled Thee Alone/: Commanders in opposing companies may find themselves face to face with each
other in handstrokes. This occurs under the following condition:

*If both companies in a Handstrokes encounter play “I'll not Shrink Back™ stances, then they will fight each other
before the encounter is resolved. Both draw a Res card and add TBS to their Puissance rating. If one total exceeds
the other by 3 or more, the lesser is killed. If he exceeds him by I or 2, the lesser is wounded. Any other result
counts as no effect.

*Enmuty: if the fighting commanders have Enmity between them, count any wounded result as a kill.

e) Consequences of Commander Death:

* Ward Commander slain: if he is a prop to the cause (usually a Peer or an Heir, but most often determined by
scenario), his loss will add the “Prop is killed or Captured” verse to his side’s Chronicle. The next highest ranking
commander in the ward is then given command. He must immediately take a Falter check , as if the ward had lost
a company. Any other effects are to the company which lost their commander, as seen below.

*Company Commander slain: if he is slain, the company immediately loses a Courage level (which may break them
if already discouraged). Then a replacement comes forward- if there is another noble in the company, he may assume
command. If not, an Unnamed Captain takes over. Either way, players should note that the commitment level of
the company may have changed because of the new commander.
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X3H: Rout and Pursuit

OUR HAP IS LOSS, OUR HOPE BUT SAD DESPAIR;
OUR RANKS ARE BROKE, AND RUIN FOLLOWS US:
WHAT COUNSEL GIVE YOU? WHITHER SHALL WE FLY?

HENRY VI, PART 3: ACT 11, SC. 111

A. General:

Units may never recover from rout once it occurs. The cohesion of contingents and companies is broken, and bands
move as individuals, at their own rout speed. Therefore, Men at Arms will often lag behind their former friends,
leaving them to be picked off more easily.

B. Routing

I. Turning Away: when a company is routed, turn the bands in the unit around, facing directly away from either
the company that broke them in Handstrokes or through archery fire, or if for any other reason, away from the
nearest enemy. If it is unclear as to who is closer to the routers, point them in the direction that will give them the
best chance of getting off a friendly or neutral board edge.

2. Routing Procedure: Routers (and pursuers) move during the third phase in the turn sequence (Routers and
Pursuers move). Routers all move first, from one end of the board to another (mutually decide from where to start)
players alternating their move. Once oriented by Turning Away, Routers will move in a straight path toward the
chosen board edge. The routing company moves its bands as individuals, according to their rout movement rate.
On the first turn of rout, the routing company draws a Res. Card for a movement bonus:

1,2=+0" / 34=+1" / 5,6= +2".

3. Routing through friends: Routers going through friends lose 1” when they do so, causing the friendly company
(or companies) to take an immediate Courage Check.

4. Routing through Obstacles: Whatever the type of obstacle, the routers will halt upon reaching it during the turn.
This is because the foremost men cause the lattermost to bunch up as they slow down to navigate the terrain. Units
that rout into impassable rivers will lose all their MAA, and half their other troops (drowned).

C. Pursuing

L. Pursuit Procedure: Companies that defeated an enemy in Handstrokes, if now unengaged in an encounter, must
pursue their fleeing enemy. Pursuers move at their Pursuit rate of the slowest band in the unit, as a whole. They
will follow their routers as closely as they can.

2. Breaking off pursuit: Pursuers may break off their pursuit if they are out distanced by more than 6” by their
routers. To do so, they must take a Courage check- if they receive a “Fight On” result, they may halt, after which
they ill attempt to move back to their ward (by Piecemeal Approach). If they are all that is left of their ward, they
may halt and choose a new order next turn. If they receive any other result from the Courage test, they continue
pursuit. They do not check again, but move off the board.

Note: there is no loss of Courage if they fail that test- it only determines if the pursuit ends.

3. Pursuing Routers From Archery: Companies who break an enemy company through archery do not pursue them.
However, if the whole enemy ward is routing, a player who has a “Forethought” stratagem may send Prickers after
them.

4. Pursuers contacting new enemies: They must halt before they close to 6”. They then may act as if they have
broken off their pursuit.

S. Striking Routers: Any Pursuers who are eligible by the “666” rule may cause casualties to routers.
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“666”: for each 6 bands in a pursuing unit, that have routers within 6” range of their company, may draw a
Resolution card and consult the Black Shield (1-6); the number shown is the number of bands that they may kill.
They may only kill those bands that are within 6” of any band of their company; any left over is lost.

Ex. A Yorkist company of 8 bands is routing from a Lancastrian company of 9 bands. 4 Yorkist bands are within
6" of parts of the pursuing unit. The pursuers draw 2. Res cards (6 bands for one card, with the 3 remaining getting
another card), for a total of 2+3=5 hits. All 4 Yorkists in range are casualties. Note that even though some of the
bands in the pursuing company did not have a router within 67, all the bands in the pursuing unit are counted,
Note: Bands killed in this way do not necessarily mean that all the men in the band are dead- some may be personal
captives, some merely scattered. Even though the routing bands are still shown on the board, in reality they represent
growing thinning clouds of men rather than ordered companies.

6. Devil take the Hindmost!: if there are more routers to choose from within 6” of the pursuers than the total hits,
the casualties come from the closest routers first.

7. Nobles & Commanders: if any of the routers struck by the pursuers contain Nobles or Commanders (i.e. there
is a character card assigned to them), these are not necessarily killed outright: A Resolution card will seal each one’s
fate:

I-3 Captured, 4-5 “by the swords of common soldiers slain”, 6= the great man escapes!

Exceptions:

*Bloodthirsty Commanders- they slay any their company catches without drawing a card.

*Merciful Commanders- they capture any their company catches without drawing a card.

*Emnity- if any Noble present in the pursuers has enmity with the noble captured (is “Anti” to the noble
captures, or the captive is “Anti” to him) then the captive is slain on the spot.

Note that in all these exceptions, the nobles mentioned must be present in the actual companies involved- not just
in that ward.

8. Captives: Only commander captives are noted- but any taken slow that pursuing unit by I" in further pursuit
moves. If the pursuit is broken off, and a path to the captor’s rear board edge is clear of any enemy within 6”, the
captives may be sent to the rear- if not, they must remain with the company until they may be sent off. If the
captor unit is engaged with another enemy, they may kill their captors. If they decide to keep them alive, place
them in the rear ranks of the unit- if the company is routed, the captives go free (but may not take any other
action in the game- remove them from play).

(For the fate of captives, see “The Block™ in section XIV.C.2.)

9.Prickers: if the commander of a ward has routed their enemy ward, and he or his Host Commander had chosen
the “Forethought” Stratagem at the game start, he may deploy one “Pricker” (or Scourer, Currour, Hobilar, etc.)
on any routing company that is part of the routing ward. This pricker allows another resolution card to be drawn
each turn for casualties, although he may do no more than 3 hits per turn. Even if the pursuit is broken off, the
pricker may continue the pursuit alone. It does not move on its own, but is a marker that follows the routers (an
inch or two behind) until they leave the board. He is then removed from play. The maximum amount of Prickers
allowed in play is I per friendly ward at the start of play. Only one Pricker may be used per company. They may
be re-assigned at will, from any part of the board to another.

10. Effect of Pursuit on the Ward or the Cause:

a) the Ward: a company that pursues its routing foes off the board is not counted as lost to the ward (usually
requiring a Faltering check). If the company that does move off the board contains the ward commander, another
remaining commander must be chosen to command the ward. Any Dangers from the previous commander that

do not apply to the new one are not taken into account- however, leave them on the Ward Card- there is a chance
that the previous commander may return.

b) the Cause: If a ward as a whole has moved off the board in pursuit (if in parts, count this rule when the last
unit has left), the “Friendly Ward withdraws from Board” verse must be placed next to the Cause track, face
down. This is to show that the rest of the host, while pleased that the enemy is routing, is concerned that their
friends may have left them. On the third turn following the departure of that ward’s last unit, Have the pursuing
ward take a faltering check at the “Uncommitted” level- if they pass, the remaining companies of the ward will re-
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enter on the following turn from the spot that they left- remove the verse from where it was placed. If they fail,
flip the verse over an place it on the Chronicle- the pursuers have left for good.

XIH3:. Morale

General: The overall morale system in ACOP is expressed through three different systems; those of a Company’s
Courage, a Ward’s Faltering, and a Host’s Chronicle.

A: Company Courage

I. General:

A company’s Courage Quality represents the fighting spirit of a company, determined by the general training and
experience of the majority of the men in the unit, along with their personal attachment to the cause that led them
to the field. Since men followed their “good lord’s” path when it came to their political allegiances, his preferences
sets this parameter.

A company’s courage is an ephemeral; fatigue, casualties and unfavourable events will sap their cache of it, and its
loss will leave the company brittle and flighty. Surrender it sparingly!

2. Generating Company Courage: Courage Quality is determined during the pregame setup, as a player arrays his
contingents into companies and wards. At that time, each company he creates must be rated for courage by referring
to the Courage Quality Chart on the Reference Card. To do this, he references the Company Commander’s
Commitment level with the predominant types of contingents that made up the company. So, for example, a
Commander who is only a Well-Wisher is put in charge of a few contingents, the majority of which are Array
contingents, then that company will have a Courage Quality of one (1C). A courage marker of the appropriate type
(York or Lancaster) with only one symbol on it must be placed next to the company on the field, and must
accompany the unit at all times. Note that a unit with zero Courage (who either lost their Courage, or never had
any to begin with) has no marker next to 1t.

3. Depiction: Courage markers must be kept in close proximity to their company, and care should be taken to avoid
getting them confused with those of other nearby companies. As each side has a number of marker sets with varying
symbols on them, they can make sure of this by using dissimilar markers within each ward. For instance one ward
may have two companies in it, which can use Crescents for one company, and Molets (stars) for the other.

Note that players may keep their markers face down during play, only revealing their Quality of Courage when
required.

4. The Courage Check

At certain times, such as when resolving Shooting or Handstrokes, a company may be called upon to take a Courage
check. This is performed in the following way:

a) Note the commitment level of the company commander- it will be either Committed, Well-wisher, or
Uncommitted.

b) Draw a resolution card, and Check the lower right hand quarter of the card (where the Courage Check section
is located; the result of the check for each Commitment level of the commander is shown. Find the appropriate
result, and apply it to the company.

5. Results of Courage Checks

The result of a Courage Check is always one of two possibilities; either a “Carry On” result, which leaves the
company unaffected, or a Failure of Courage (“Fail”), which will mean that the company’s Quality will fall by one.
In the latter case, the current marker is replaced by one with the next lower value. For example, a company with 3
Courage which fails a check will discard its current 3C marker and replace it with a 2C marker.

6. Broken Companies

PAGE 33 OF 39



Any company which has no Courage left (it has no marker next to it) it is considered “Discouraged”; if in this state
it fails another Courage Check, it is immediately broken. Its men have had enough, and are looking to save
themselves. Immediately turn the bands of the company in question around to face away from their enemy (if they
are being shot at or undergoing Handstrokes), or toward their friendly board edge. On the next turn, they will make
a Rout move. See Rout and Pursuit, below.

B: Faltering Wards

I. General: The companies in a Ward ordinarily act as one, according to the current tactic that their ward
commander is using. However, at times an individual company will get into trouble, which might cause the whole
ward some distress, forcing the commander to choose between driving his men to continue their in action, or some
other action in an attempt to maintain their cohesion. This is determined by the commander taking a faltering check
for his ward. If during a turn an individual company is broken and put to flight, or if one is halted by archery fire,
the entire ward that it is a part of may falter because of the misfortune caused to one of its parts.

2. Causes of Falter checks

Ward commanders must check for faltering under the following circumstances:

a) Each time a company in their ward receives a “Galling ” or worse result by archery fire.

b) Ward with Impetuous commander receives “Galling” or worse result from archery fire, or has a target Ward
make a Feint move within 18”.

¢) Each time a company in their ward (friend) is routed, from whatever activity.

d) If it springs an enemy Bushment within 12”.

e) If crossing a Linear Hindrance.

) When a ward commander is killed (the new commander takes the check).

g) Treacherous Commander “forced” by foe.

h) From “Assaying the Cause” effects.

3. Timing of Falter checks

Falter checks always occur immediately after resolving the cause that triggered them. A Ward may take a number
in the same phase.

4. Resolving Falter checks

a) The player draws a Resolution card, and checks the lower right quarter for the Falter result at his Ward
Commander’s commitment level. If he gets “Fight On”, the ward continues as normal. If he if he does not, he has
failed; check below for result:

S. Effects of Faltering

The eftects of a failed Faltering test depends on the current activity of the Ward.

a) Failure from Archery while on Approach or Attack:

Falter - whole ward must halt, losing the current approach order. Ward may reply with archery next turn if they
choose.

Miscarry- as above, but next turn they must reply if possible. No Sharp archery is allowed.

b) Failure of Commander due to Impetuous Circumstances (within 18”)

He must make Piecemeal Approach and Tired attack as soon as possible against target ward that triggered his
Impetuous characteristic.

c) Failure from losing a company, or from Bushment.

All remaining companies lose I Courage- no Substitution.

d) Failure from Linear Hindrance while on Approach or Attack:

Whole ward loses the current approach order, becoming Piecemeal or Tired.

e) Lost Ward Commander:

Falter- Lose I Courage- no Substitution.

Miscarry- Lose 2 Courage- no Substitution.

£) Treacherous Commander “Forced”:

Fight On- Become active for initial side.
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Falter- Withdraw from battle.

Miscarry- change sides.

No Substitutions are allowed against this.

&) Failure from “Assaying the Cause”- see Assaying the Cause, below.

6. Substitution

a) A ward commander may decide to drive on through a Faltering failure, ignoring a halt or reply, by losing 1
Courage from each company. Any Discouraged company will rout if they are forced to undergo substitution.

X3Y: Outcome of the WBattle

SOMETIME THE FLOOD PREVAILS, AND THEN THE WIND;
NOW ONE THE BETTER, THEN ANOTHER BEST:;
BOTH TUGGING TO BE VICTORS, BREAST TO BREAST,
YET NEITHER CONQUEROR NOR CONQUERED:

SO IS THE EQUAL POISE OF THIS FELL WAR.

HENRY VI, PART 2: ACT I, SC. V

A: The Chronicle

I. General: Somewhere near the field of your battle (probably watching from a belltower) is a cleric from a local
abbey with a flair for history, busily sharpening his quill. Many Englishmen of the late I5® century enjoyed reading
these local chronicles, whether they were kept by clergymen, or by clerks in the service of one of the local civic
governments. Of course these often proved somewhat partisan, and might accept any rumor or gossip at face value,
especially if it made the other side look bad. Therefore, we have provided each player a vehicle to simulate this
period attempt at historiography. This system also functions as a gauge to monitor the uneasiness of the common
soldier, as he glimpses these events that may be prejudicial to the cause of the side he has joined.... and for which
he may lose his skin.

2. Depiction: At the bottom of each Ward Display sheet is a series of boxes that constitute the “Chronicle Track”,
on which the morale of the entire Host and the battle is tracked. As play progresses, events that occur on the
battlefield will affect the demeanor of one’s Host- this is simulated by adding Chronicle “Verses” to the track that
describe one of these events in a general way. The first of these is added, as it occurs during play, starting at the
leftmost box; each successive verse is added in the next box to the right of the previous one, until all the boxes have
been filled. Once this occurs (if it does occur) the Host is in big trouble. ..

3. Description of Verses:

Each type of event has one to three verses that describe it- players are free to choose which one suits them best.
Note: The quotes, like all those in these rules, are all taken from verses in Shakespeare’s history plays... were not
telling you from which ones. Read them yourself to find out.

a) “The coldness of the king...”

* The sole king of England is in the camp or commanding a ward of the enemy. This unnerves opposing troops.
It does not apply from February to March 1461, and during the “Readeption” of 1470- 1471, or the campaign
of Bosworth in 1483.

b) “The odds be great...”

* The enemy outnumbers a host by at least 3:2 in strength (in bands) at start- that means forces on board and
visible. This verse can also be applied if the armies are at parity, but one outnumbers the other in props by 3 to 1
or more.
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¢) “Time hath worn us into slovenry”

*The host has been force marching (in campaign terms), but has chosen not to leave one ward off table (see II.
Setup for Play, D.)

d) “We have no staft; no stay”

* The Chief Prop has been lost to Rout, Capture, or has been killed. This refers to the highest ranking Prop in
the host, who is usually the Host Commander. This is a double-whammy verse, as it is added to the Chronicle in
addition to verse “h” below (Wherein was slain..”, etc) for losing any prop.

e) “Spur to the rescue...”

* Enemy reinforcements arrive- this means a new ward from off board- it does not mean merely that a bushment
is revealed or triggered.

f) “..Vex us with shot..”

*The enemy has succeeded in bombarding your host in the pregame.

g) “Sudden flight” / “our ranks are broke” // “Uncurable discomfit reigns”

* A friendly ward has broken. This is applied once the last company in a ward has finally broken. It is applied in
the same turn as it breaks (the men see the standard go down as the men begin to run). It is not applied if a ward
is seen withdrawing from the board.

h) “Wherein was slan” /' “cureless his wounds” /' “The Murdering knife”

*A Prop is lost- either Killed, Captured or Routed off the board. This does not necessarily mean that his ward is
lost (another commander will take over from a lost commander, or perhaps only his company has routed from the
board) but will also be added if a ward that contains him has broken- another “double whammy”.

e) “Left us in our distress” /' “Left us to the enemies rage” / “Sheep run off not half so...”

*A Ward withdraws from the board- whether from a lost Faltering check or from treachery. This may also
include the loss of a prop if he is in the withdrawing ward.

4. “Forgetfulness”

Some of the verses on the list above that have an asterisk after their titles; such an event, although a matter of grave
concern to the side that suffers it, may cause untrammeled joy to their opponents. This may cause the joyful soldiers
in their host to “Forget” the last verse on their own Chronicle (it slips from their short term memory), thereby
giving their host a new breath of air, and forestalling any possible doom for them. This is resolved in the following
manner.

a ) Procedure: When such an event is inflicted on one side, the opposing player checks the last verse on his track. If
it has an asterisk as well, he does nothing- the verse is unforgettable. If however, it has a number shown at the
bottom of the marker, the owning player may draw a Resolution card; if the ID6 shown is lower than the number
on the verse, then his men have “forgotten” it- take the marker from its space, and slip it under the one to the left
of it (or place it next to the beginning of the track if it is the first verse placed. It no longer has an effect on the
host.

Note: Do not discard the forgotten verse- even if your men have momentarily forgotten the doleful event, the busy
Chronicler will certainly remember to scribble it down- and perhaps later, even the common soldiers, when they are
in their cups, will remember the deeds they did- with advantages.

B. Assaying the Cause:

As Chronicle counters are placed on the track, the troops and commanders’ level of devotion to their chosen cause
weakens. Although the verses are placed at the moment their conditions occur in a turn, the effects mentioned
below only happen during the “Assay the Cause” phase.

I. The Cause Prevails, is Strong, Has Merit

All commanders and companies act as normal.
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2. The Cause is in Doubt

On the turn when this space first has a verse covering it, all Ward Commanders take a Falter test; if they pass,
continue as normal. If they receive a “Falter” result, all companies in the ward lose I Courage. If they receive a
Miscarry result, all companies lose 2 Courage. After these tests, on subsequent turns the Commitment level of all
friendly commanders drop by one.

3. The Cause is in Crisis

All Ward Commanders take a Falter test as above, but at the Uncommitted level. Any Failures rout. Also all
companies that pass the test lose one Courage level. Those already at zero Courage Rout.

4, The Cause is Cast Down

As “Crisis” above- however, any who pass must attempt to Withdraw from the board on the next turn. Those
still in Handstrokes must rout.

Effect of Forgetfulness: the effects shown above are resolved the turn that a verse is placed in the appropriate
space on the Chronicle. If this space is uncovered due to Forgetfulness, then its effects are no longer in play,
except for any loss of Courage which has occurred. If the space is again covered by a verse, the effects are in play
again.

C. Victory

I. A victory is awarded to one side when the opposite side has all his wards either Withdrawing, in route, or already
off the board. However, DO NOT end the battle merely when the victory is declared. The game should continue
until the loser has either gotten all his commanders off the board, or they have fallen captive to the victorious host.
2. The Block! Both sides may have captured enemy commanders during the game. Once all of one side’s wards are
off the board, the fates of the captives are determined.

Note that the following rules are more important i the context of the campaign, bur can be fun for the one off’
players as well.

a) Ransom and Exc]zange: if any captives have near family members (fathers, sons, brothers, but not cousins or in-
laws) in the hands of their enemy, they may exchange captives for them. This may not be refused by the other side,
although the exchanged parties should be of the same rank if possible.

b) Executions: It is customary that there should be some executions; for the most part this should be left to the
discretion of the players, but in some cases where they have little choice:

i) Enmity: If there is enmity between one of the Victorious ward commanders and any captive, the captive must go
to the block. However, a “Merciful” Host Commander must save him if he is the one who has Enmity.

i) Bloodthirsty Host Commanders: it’s the block for all of them!
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XY: Optional Rules:

The following rules have not been playtested, so please use them if you can, and then send us some feedback!
They may be added to in the coming months and years.

A. Retiring:

A player may use a steady or piecemeal approach to move in a direction away from the enemy- with some
detriments.

Procedure: Companies may about face for free, and may move at steady gait away from the enemy, ending the
move again facing them. However, the ward commander must take a Falter check for having done so (possibly
perplexing his men).

Fight On: No effect.

Falter: lose one Attack tactic.

Miscarry: all companies -1 Courage.

XVH: Some Designer’s Notes:

Contingents:

Magnates and lesser nobility raised and led their own contingents during the era, usually feed and liveried retainers
or Riding Retinue (RR), or tenants, friends and other Well-wishers (WW). Troops were also levied under
“commissions of array” (CoA), but were of lower quality and equipment, and were led by poorer knights, prominent
citizens of town and country, and the odd old captain. After mustering, they all probably marched, were billeted
and arrayed in battle with the fellow that brought them — retainers, friends etc. with the Nobles who called on them,
and the levies with their geographic neighbors. So say if Lord Stanley commanded a ward, it would contain his own
household troops, his relatives and feed retainers (which could also be noblemen with their own retinues) and any
friend who looked to him for patronage, and finally, any men he levied (by a CoA) from Cheshire and Lancashire
(where he was a leading personage). It would seem natural for all these men to be arrayed in the same ward, in a
number of individual units. So Stanley and his household could form a unit, with perhaps a lesser noble or two
shoring up his ranks. Another group of his friends could be within his unit, or forming another unit or units
supporting him. The levies may be sprinkled throughout, or perhaps mustered on their own.

These various contingents will be the basic building blocks of any force. They are determined by a number of
counter draws shown on the Noble list (or for those who wish, printed on the back of his Noble card), drawn out
of a few pools of counters- the Riding Retinue Counters (red borders), the Well-wisher Counters (blue borders),
and the Commission of Array Counters (Tan for those raised in the North, Teal for those raised in Wales or
Cornwall, or Brown for English Counties). The individual counters of each of these groups describe a “contingent”,
comprised of a number of bands (stands of figures). These contingents are grouped together to form a unit or
“company”, which are further grouped together into “Wards”. The amount of counter draws are based on the
Magnate’s land holdings, and prestige, and vary depending on the geographic location of his mustering point.

Riding Retinue

The core of them will be the magnate’s household. Much of this would comprise his “Riding Retinue” which
would follow him about as an escort in troubled times, and usually be close at hand. This will be at least one counter
draw, and for richer magnates, possibly more. These will be drawn from the Riding Retinue’s counters, from which
the first counter taken must have at least one red MA (MAA) present (the magnate himself); discard and redraw
counters until one of these is drawn, and then draw the rest of his required cards.
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Tenants, Friends and Well-wishers

If he had time to send letters out to other supporters, the magnate could arrange for a muster point and a date for
them to meet, and so gain another level of support- this is simulated in ACOP as a number of Well-wisher counters,
the number of which is also determined by the Noble List. Each brings a number of stands, and usually including
at least one MAA stand. These can be thought of as lesser nobles, clients and friends of the magnate, with their
own following (they need not be named themselves, unless players have the figures and liveried followers to depict
them- they can remain merely a nameless stand of MAA and some archers, or whatever). He merely draws the listed
number of counters for whichever location he calls for a muster point.

Commissions of Array

Magnates might often be given special writs authorized by the crown which allowed them to call on levies from the
towns and villages in areas where they held some influence. On occasion these writs were fraudulent, or issued by
competing kings. Furthermore, at times a magnate may have been so famous or beloved by the commons that their
name could act in the same manner (an example might be Warwick’s support amongst the commons of Kent, due
to his success as Captain of Calais).

Experience, Character, Stratagems, Dangers

The Wars of the Roses was one of the last eras where “overmighty lords” could afford personal armies, raised and
pard out of their own prestige and resources. Most of these lords (and the men they led) had little military
experrence, so their battlefield conduct was often not tempered by training and doctrine. Add to this the personal
and dynastic nature of the era’s conflicts, and you will have many battlefield commanders who will behave erratically
and emotionally, often more interested n murdering their rivals than achieving military objectives. This is one
reason why siege warfare played a secondary role to battles (the reverse of the trend on the continent)- the strategic
objectives more often than not was the death of the enemies leaders, rather than merely their defeat.

To simulate this convoluted mix of inexperrence and dynastic rivalty and bloodshed, we have attempted to portray
the wide range of personal attributes, capabilities and motives of the games officers with a little more detail than in
our other products.

Experience

At the beginning of our era, a number of the lords and captains who fought in these wars had seen some campaigning
in France. However, much of this experience was in the early 1440’s, and did not include any battles or many sreges-
and was mostly on the losing end of things. Even in the north of England, March Wardens like Salisbury and
Northumberland had made fairly poor showings against the Scots. Of course, as in any age, there are a few examples
of men who knew what they were about, even though they had not seen much fighting in times before- they were
merely naturally competent. But overall- it was not an era of great generalship.
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Multiple Company Ecounters
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A. A Yorkist Ward commanded by the Duke of York
(various blue shades) has just performed a steady
attack and come into contact with a Lancastrian
ward commanded by the Duke of Somerset (reds).
It is the start of the Handstrokes phase, and it is up
to York, whose ward has more companies, to
declare his encounters. The companies
commanded by Hastings and Audley have no
choice- they must target Pembroke’s and
Somerset’s companies repectively, as they are in
contact with no others. York has to choose who his
own company will target, but it is clear that he has
more stands in contact with Somerset, so he must
choose his company, leaving Hastings to encounter
Pembroke alone.
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B.In this example, the same Yorkist ward runs into a
different Lancastrian one. This time Somerset
commands only one large company.The Yorkists hit
this company at the end of their attack with only
two of their companies in contact. Audley’s unit will
not figure in the encounter on this turn, but will be
able to wheel into contact on a subsequent turn.



Combat Example- Part 1: Approaches
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A. A fairly large battle is in its early stages. On one flank of the battle, slightly removed from the rest of the action, two opposing
wards are closing in on each other. The Yorkist ward is comprised of two companies under John Bourchier, 1st Baron Berners and
John Touchet, Lord Audley, with Bourchier as the Ward Commander. Opposite them is a Lancastrian ward under the Duke of Exeter
and John Lord Clifford, with Exeter as the ward commander. Exeter also has Lord Grey of Groby in his own company. They must
deploy at least 24" apart- in this case, they start about 28" apart. The ground before them is open- with seemingly no hinderance
visible.It's a calm, sunny summer day, with the light wind moving accross the battlefield, giving no one any advantage.

Exeter wants to close fairly quickly with his enemy, due to his worries about the rest of the battle going to the Yorkists. He therefore
has chosen A Hasty Assault. He could have gone with A Headlong Rush, but his Rapid Approach/Quick attack could have left his men
tired before contact if Bourchier remains stationary. Exeter will have a few shooting attacks in reserve, in case of trouble.

Bourchier has time to close with the Lancastrians,and wants to see if he can break up their assault before he grapples with them.He
chooses Grim Advance.If he knew about Exeter’s worries, he might have chosen Defend Position, and awaited their attack while using
the maximum amount of arrowplay against them.

On turn 1,Bourchier’s ward is activated first,and he begins his Steady Appproach at a Steady Gait.Exeter is activated afterwards and
starts with his Steady Approach, also moving at a Steady Gait. Bourchier doesn’'t know that Exeter is rushing him.They end the turn
about 20" apart.

On the next turn, Bourchier would have to make a choice- he’s not yet within Flight range, but he does want to shoot. If he halts his
approach, and orders a volley of flight arrows (Flight Tactic), but moves first, he will not get a chance to fire that turn- Exeter, who is
still not in range, would move after him. This would give Exeter a chance to cover more ground. But if Bourchier continues his
approach, Exeter only gets closer without being shot at.

Exeter’s chit is drawn first- he will move his ward another 4” inches, continuing his Steady Approach which puts his units within
Bourchier’s longbow’s 18” range. Bourchier decides to shoot when his ward is activated.

When he is activated, Bourchier discards his Approach tactic (leaving him one other), chooses to halt and prepare a Flight volley.
Exeter of course will end his steady approach this turn- if he’s halted by fire this turn, it won't yet mess up his coming Quick Attack,
(which would make him use a tired attack- reflecting the decrease in elan amongst his troops, after having the adrenaline rush of
the charge).
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A. On Turn 5 there are a number of choices and pitfalls for both sides to consider. If Exeter goes first, he will play his Quick Attack, striking the
Yorkists while they have their archers in the front rank. If Bourchier is first, he has a few choices:he may shoot another round of Sheaf; he may merely
exchange ranks,and await the Lancastrian Charge (and still shoot Sheaf, but with less bands), or he may play his own Steady Attack, striking his foe
while they are on Rapid Approach, which will force them to fight as Tired.
The Ward cup decides- Exeter moves first.

Band turned to the side as reminder
for next turn’s Handtrokes calculation.

B. Exeter puts his Quick Attack into play, moving his companies to within a half base depth from the foe. Two fairly cut and dried encounters will
result from this- Clifford/Bourchier and Exeter/Audley.

C. In the Handstrokes phase the mutually players decide to resolve Encounter A first.The Yorkist player realizes he has a number of disadvantages;
for this first round his archers are taking the brunt of the attack; his commander is in the second rank, disqualifying him from using “I'll Not Shrink
Back!” (along with “Daggers Drawn” and “Stand Off, Apace” which are always disallowed on the first turn). Also, his foe is bigger than he is, and
therefore can take casualties easier. If anything, he wants as many of his men to fight, and hopefully, a positive modifier for his archer. He chooses
the “Pluck up your Courage” Stance, risking a point of Courage (of which he has some to spare).

The Lancastrian player, seeing his advantage in strength, is hoping for a quick overthrow of Bourchier’s company- he desires a Belabour result- so
he chooses the “I'll not Shrink Back!” stance- it has 4 possible Belaboured “Hazards”- plus, it uses Clifford’s Puissance of 5 in the calculation.

Bourchier’s Stance:

D. They both reveal their cards and calculate their strength. Bourchier must first take a Courage
Pluck Up Your Courage

Check (if he fails, he won't get the extra card draw that his stance confers, and lose 1C).... which he

Enemy Bonus Hazard to Enemy
passes ("Fight On!"result). He then sees that on his stance card, against the symbol for “I'll Not Shrink
. -Melee+0  Repulsed Back” ¥, he sees that he gets a +1 for his Melee Troops, and counts those in contact and half the rest.
-All Fight Counting them up, he has in contact 4 Archers- their strength shown on the Strengths per band
- ~ table (in a Steady Attack) under Handstrokes Resolution on the Quick Reference sheet is 2 per
.Melee+1 Belaboured; band= 8. Added to that, his rear rank has 3 MAA (5 +1 strength= 6) and one Archer for 2, which
.Contact, Casualties- equals 20, halved to 10, for a grand total of 18 strength.

1 /Z:Bgzst

Greater Differ.
(Weaker) 1st

"‘ -Melee +0
-All Fight

Stuck In;
Casualties-
Lightest 1st

Clifford’s Stance:
I'll Not Shrink Back

Bonus

Hazard to Enemy

Clifford’s Melee troops have a -1 strength against “Pluck Up Your Courage” €; so his 2 Spear and 2
MAA count as only 16 strength. One half of the rest (6 Archers +12) is another 6. Added to this is
Clifford’s puissance of 5 for a total of 27 strength.

E. Both sides now are eligible for a Resolution card draw, adding the number in the center Black
Shield (TBS) to their totals. Bourchier gets and extra draw for his “Pluck Up Your Courage” stance.
Clifford draws merely a“17 and Bourchier draws a “3”and a“4"- so the final totals are 28 for Clifford
to 25 for Bourchier- Clifford wins. However, checking the Hazard to the enemy on his Stance card

* .Melee +0 Belaboured shows only that Bourchier is Repulsed- his company is moved back one base depth, with Clifford
-Contact, Casualties- following up. A single band in Bourchier’s company is turned to the side as a visual shorthand
1/2 Rest  In Contact ?"Iy reminder that he was repulsed, as next turn he will get no card draw because of it.
Melee -1 Repulsed Anothe.r effect from the Repulse result (shown on the Hazard Effects table on the QRS) is that
.Contact Bourchier also has to take a Courage Check. he does this, but he recieves a -1C. His 3-point Courage
1/2 Resz‘ marker is replaced with a 2-point one.
. -Melee -1  Belaboured; As there were no casualties, neither side has to draw for Commander casualties. The Yorkist is sorry
-Contact, ~ Casualties- to see Clifford avoid a hard draw (8+ to kill for choosing “I'll Not Shrink Back”).
1/2 Rest Greater Differ.

(Weaker) 1st

This resolves the Clifford/Bourchier encounter for this turn.Play will continue with the Exeter/Audley
encounter.
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A.It’s still Turn 5 and now Audley and Exeter will resolve their encounter.

Exeter hopes to deal quickly with Audley- he sees that Audley has only 1 point of Courage, due to him being Uncommitted. He also will have
trouble taking Courage Checks for the same reason. Along with the fact that Exeter himself has 5 puissance, he also goes for “I'll Not Shrink Back”
Audley hopes to do some casualties, and picks “Thrust Home, Lads”

B. Calculating the strengths- Audley has 16, Exeter has 28, +5 for himself= 33. Audley pulls a 2, Exeter a 5; the fial totals are Audley 18, Exeter 38.
The hazard on Exeter’s card for Audley’s stance shows Belaboured. Audley is in big trouble.

C. Checking the hazard Effects table, for Belaboured shows Heavy Casualties for Audley (the loser), Light for Exeter (the winner). Audley also must
take a Courage Check at -1 level of Committment- which doesn't mean that much for him, as he is already Uncommitted. He takes the test- and
loses his last committment point. His company is Discouraged.

D. Meanwhile the casualties must be determined. Looking up at the Handstrokes Casualties section of the QRS, we see that Audley must take 2
Casualties automatically (from those in contact, according to the hazard on Exeter’s stance card). On top of this, he gets another +1 Casualty from
his opponent having at least +10 strength on him. If Exeter had had only 2 more strength points, casualties would have been doubled, resulting in
a complete overthrow of the losing company.

Exeter himself must also take a light casualties ( from those in contact as well). This means he loses a

Audley’s Stance: single band- which annoys him, as it will be a precious Men at Arms.

Thrust Home, Lads

Enemy  Bonus  Hazard to Enemy E. Since both sides drew casualties, both must check for Commander Casualties. Exeter, who played
‘Melee -1 Styck In; “I'll Not Shrink Back’; will be killed on an 8+-.....and he draws a 3 and a 6! The Lancastrian player gasps!
yerg
-Contact Casualties- The Duke of Exeter has fallen! Audley can't believe his luck, until- he draws two 6's himself! What a
Only In Contact Only
bloody supper we have here!
«Melee+1 Belab‘ouredf . . . o
.Contact,  Casualties- F. The repercussions will be felt throughout the board- but first, to the units involved. Audley’s
1/2 Rest g”ea(f;/r xer) 1 company must lose a point of Courage for losing their commander, but since they were already
gL iff. (Weaken) Is discouraged, they are broken- their stands are turned about, and next turn they will rout. Exeter’s
"‘ -Melee +1  Stuck In; company will not rout, as they will still have one Courage left- losing one for Exeter’s fall, and another
~80}I1tact CL‘?;Z?QI;Q;'H for the end of the encounter. They also already have another commander at hand within the unit-
nly Lord Grey. of Groby He will have to take an immediate Courage Check, but being a Committed
Clifford’s Stance: Lancastrian, he passes. Next turn he will pursue the fleeing Yorkists.
I'll Not Shrink Back
Enemy  Bonus Hazard.to Epemy G. Bourchier,as Ward Commander must now take a Faltering check for losing one of his companies.
.Melee +0 Belaboured He manages to pass it. That ends the handstroke phase for turn 5. However, it's not the end of our
-Contact, Casualties- story.The Lancastrians must now place a Verse on their Chronicle for losing Exeter, who was a Prop
1/2 Rest ~ In Contact Only to their Cause. They choose “...cureless his wounds...” There is no need for any further action during
.Melee -1 Repulsed the ‘Assaying the Cause” phase, as only the first square on the Chronicle has been covered.There is
(t .Contact stilll more to write.
1/2 Resz‘ Although Audley has been slain on the Yorkist side, he was neither a Prop nor a Ward Commander,
so there is no addition to their Chronicle.But how long can Bourchier hold out against the matchless
. -Melee -1  Belaboured; fury of Bloody Clifford?.
-Contact, Casualties-
1/2 Rest Greater Differ.

(Weaker) 1st
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A.The Lancastrian Ward has just come into flight range of the Yorkist ward. Both companies in the Yorkist ward are within range and
have a clear target (for flight shooting, they may shoot at a target company that has most of its bands within a 22° radius from the
shooter’s frontage). Bourchier’s company will shoot at Clifford’s company,and Audley’s at Exeter’s company.

(Note that if one of the Yorkist companies had been out of range or angle, but one was able to shoot, the shooting order will have
been expended regardless- the out-of-range company’s shooting is considered ineffectual.)

B. It is up to the Ward commander what the order of shooting is- so Audley shoots first. As he is shooting Flight, bands in both ranks
may fire- so he has 2 Retinue Archers and 4 Levy Archers firing. Checking the Shooting Strength Table, the retinue fire at 3 strength
for each band and the levies at 2, giving a total of 14 strength (3+3+2+2+2+2). Compared to the size of Exeter’s unit of 8 bands on
the Shooting Intensity Table, 14 by 8 gives an intensity of 2 (Note that the firer’s have less than 15 strength, but more than 10, so it is
rounded down to 10). This intensity is also modified by -1 for the target having started at 3 Courage (which means either more
retinue is present, and therefore better armour, or a greater eagerness to endure due to the committment of the men). That means
the total intensity for the fire is 0, which means the fire is almost ineffectual. If Bourchier had been an old Soldier, he might have used
a Sharp Archery order, giving his ward a plus one (for his better sense of timing). A Resolution card is drawn , but the card give a“1>:
F/Short” (one or less Falls Short) so the shooting is harmless.

C. Now it is Bourchier’s chance to shoot. His strength is 15 (3+3+3+3+3),against Clifford’s 10 band company, for an intensity of 2. He
does not have any detrimental modifier (as Clifford started with 2 Courage, he doesn’t get the same modifier that Exeter got). So
Bourchier’s intensity is at 2. He draws his Resolution card, checks the upper right hand quarter of the card under “Flight”and gets a

“1-3:Scattered” result. This means that for anyone with an Intensity of 1,2 or 3, their fire only
Shooting Strength per Band has a Scattered effect. Scattered fire only causes a Courage

. Check, so Clifford’s player immediately draws another card Sheaf Flinht
Flight Shea and checks the lower left quarter of it, under “Courage’ He is - potd
Retinue Bows 3 4 a Committed Lancastrian, so he checks the top green“C”line, i’z %lsﬁ(.)mf' 4+§.§;allﬂm
Levy Bows 2 3 which says “Fight On”- Clifford passes the check (shows 0’>'.Scaitelrnegd 0;.'\C;h21;t

unflinching courage as the arrows fall around him, strength-
ening his men’s resolve) so it has no effect. Had he failed the

Target Size check, his company would have lost a Courage point. Courane Faltering
6 8 10 12 14 16 (@ompany) (Commander)
15 4 3 2 2 1 1 He then draws again for a potential Casualty; he needs to get R riohiOn C Fight On
102 2 1 1 1 1 higher than the intensity number to survive intact-a“1”or“2" W Ficht On B8 W: Halt
51 1 1 1 1 1 will lose him a band. He draws a“4”-no Casualty. U:'-ng U:-1C
(only part of tables shown) This ends the activity for these wards this turn. The Flight Resolution Card

order that Bourchier used this turn is discarded. In the next (shooting result)

turn, Exeter’s men will get closer.
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A. OnTurn 3, The Ward cup gives Exeter the first move, so he discards the Approach tactic he was using, and moves his Rapid Approach tactic up..
He's now about 10" from Bourchier .

B. If Bourchier tries to fire at Exeter’s ward from 10" away, it would have be a Flight attack (Sheaf range is 8”)- but Bourchier had no Flight tactics
left- only Sheaf. This would have given him a -1 intensity across the board; added to this, there would be a further -1 to Flight shooting as Exeter is
now in Rapid Approach.This would render the Yorkist fire almost useless, so Bourchier decides to hold his shooting this turn, to allow the Lancastri-
ans to get closer. The turn ends with no further activity.

C. Next turn, however, his opponents again move first, closing the range to 4" - within range for Sheaf. Bourchier selects the Sheaf tactic, and takes
the time to exchange ranks (or at least, some bands) so that the front ranks of his units are bowmen- he is allowed to change them at immediately
once activated, but not change them back at the end of the phase. He does so because only the front rank may fire Sheaf.

D. Time to resolve the fire. Bourchier fires first this time- his strength is now 16 (4+4+4+4), not much change, but Sheaf results tend to hurt more.
Against Clifford’s 10 band company, his intensity is 2 again, but now he loses nothing for Clifford’s Quick Gait (only applies to Flight Shooting).He
draws his Resolution card, but is surprised to get a Happenstance card that applies to shooting:“Devilish Bowmen”that adds 1 to his intensity for a
3!'He draws again for the result,and nets a “Galling”result. Clifford’s company must now take a Courage Check (he passes this easily) and must draw
2 more cards for Casualties- if either is equal to or less to Bourchier’s intensity number, they cost him a band. Clifford pullsa 2 and a 5,losing a band.
From Sheaf fire like this, he must lose one from the front rank (filling the gap with a rear ranker). The Galling result also means that Exeter’s ward
must test for Faltering at the end of the phase.

With a Casualty drawn, Clifford himself must now check to see if he’s a casualty- he must get an 10 or higher on two Res. card draws for this to
happen.He draws them and adds them together for a“6” (2 +4).He lives to fight on.

E. Audley shoots, but his 10 strength at 1 intensity (2-1 for Exeter’s 3 courage at start) get’s him nothing again as he pulls a Falls Short Result.

Shooting Strength per Band Finally Exeter tests for Faltering for C o T sl ALnbE
) receiving the Galling fire. He is Commit- > SE#Discomt. 3+: Gallin:
Flight Sheaf ted, and pulls a “Fight On!” result. Had he ?,i;?z%zgﬁgez 34: Gallin 1,2:Scatter§d
Retinue Bows 3 4 pulled either “Falter” or “Miscarry’, that i 2>:Scattered 0>: F/Short
Levy Bows 2 3 would have halted him, losing the Quick £
attack, and possibly forcing him to shoot )
Target Size back. He could still volunteer to do these : Courage Faltering
things in the next turn through his Demﬁsﬁ}owmen!l
6 8 10 12 14 16 remaining tactics, but Faltering would +1 o Shooting Intensity B S
54 3 2 2 1 1 have played his hand. Besides, he is fog fuchshor “',_- e W Fx:carry
10 2 2 1 1 1 1 within reach of the enemy now. ShH o SRS £ S %3
5 1 1 1 1 1 1 K T} 1 U:-1C U: Miscarry
This ends the activity for these wards for Resolution Card ( Happenstance shooting
(only part of tables shown) turn 4.

result from Bourchier’s Sheaf fire)



Converting Campaign Contingents into Tabletop Troops

Let’s say “Butcher” Clifford is part of a small host that is going to fight a tabletop battle. He is given a ward to
command, made up entirely of his own troops. How can he arrange his contingents?

Each labelled figure on the contingent counter can correspond to a band, (a stand or base of tabletop figures). For
the purposes of this example, the actual bands will be colour-coded to show how the contingents can be

grouped into companies.
Each of these
. squaresisa
. . stand of
miniature
MAA (C) figures.
Each dot is a figure; the yellow
dots are commanders (usually
a knight, but perhaps only a
MAA (C) captain with livery standard nearby).
One will appear for every red “MA”
on a contingent counter.
For the purposes of

this example, we are

depicting Levy or Array
archers as having only 2
to a stand- but they can
also be shown on the
board as archers with
no livery coats. Try to
choose one method of
. ' ‘ differentiating them
. form Retinue archers.
Levy.Arch | Levy.Arch | Levy.Arch

Since he has just one stand too many to form a single unit (16 max), he can form two units, one which will be of better quality
-all retinue, and Lord Clifford, being a committed leader, will have 3 Courage- and a larger one, with poorer quality, led only by
a unnamed commander (who is Uncommitted) and mostly Array troops, will have zero Courage. Note that he has too few
bands to form 3 companies (minimum of 6 per company).

o 25 EH
. MAA (C)
" R

An alternate configuration will still maintain Lord Clifford’s unit at 3 Courage (for being more than 1/2 Array) and upgrade the other
unit (now mostly retinue- Well Wishers) to 1 Courage, giving it at least a little resiliency. However, it dilutes the hitting power of
Clifford's company, giving more shooting and handstrokes strengthto the second unit, which still has only dubious staying power.

o 1 £ 5
‘ MAA (C)
“EHEEE

Note that if he drew a minor noble to take the place of his unnamed commander, the quality of the second unit could go up
if the MN chosen were a Committed Lancastrian (would make 3 Courage) or Lancastrian Well-Wisher (2 Courage).

Levy.Arch




Incompetence
Lose 1 random
order tactic after
choosing them

& D

Mistrust
Countsas1
level lowerin
Committment

Impetuous
Falter Check
failure may
trigger attack

Treachery
AsLethargy,
but desertsif

T chitis pulled

D)

Revenge
Fights Comm.
with Enmity

more fiercely

Timorous
Will flee
if Cause

Explanation of Dangers

DETAILS

After orders are chosen, player must choose out one at random and discard it. Discard
after use.

Placed on any commander who has any fellow commanders with Enmity issues (he is “Anti” to in
any of them in any way) in the army. If familial, (i.e. Anti Neville) All commanders involved count
one level of Commitment lower. If he has Enmity to his side’s Cause (York or Lancaster) then
only the non-cause Commander is affected- he becomes Treacherous.

Any commander who has an enemy make a feint in front of, or receives a “Galling”
result from Archery, must make a Faltering Check. If he fails he will execute a
Piecemeal Approach and/or a Tired attack instead his current tactic. Other attacks are
lost.

The owning player will place an Action Chit and two Lethargic chits into the Ward
Activation Cup at start, instead of a Lethargic Commander’s ward chit. He Will only
activate this ward if an “Action” ward chit is drawn first- but will remain inactive if a
Lethargic chit is drawn first instead. Discard after ward becomes active.

As Lethargic, but a “Treachery” chitis also added to the cup. Ifit is drawn first, the
ward commander will change sides.

Ifin contact with Enemy company which contains any Commanders who have Enmity
with the bearer of this Danger, they will not wound each other if engafged in personal
contact, but kill instead. Also, they will slaughter such commanders if captured while
routing.

Once an army’s Cause is “in Crisis” on their Chronicle,a Commander with this
Danger will take a Faltering check at the start of each turn. Ifhe fails, he will
immediately change his order to Withdraw.

Bloodthirsty Commanders will kill any enemy Commanders captured by his ward in a
rout during the game.

Any Amateur commander must pull one card each time he wishes to change an order.
Success on 4+. Ifhe fails, he may halt (or continue with current order if possible or
desired. On a 6, discard Danger (he clears his head).

Metciful Commanders will attempt to spare any enemy Commanders (except ones he
hates) captured by his ward in a rout during the game. If Commander in Chief; he will
attempt to spare all captives remaining taken at the end of fighting from the block,
except any he has Enmity with.

ALLOWANCES

WHO MUST USEIT?

Any Commander who is an Amateur.

Any Commander with Emnity.

Any Commander who has an
Impetuous Characteristic.

Any Commander who has a Lethargy
Characteristic.

Any Commander who hasisa
Trimmer, or has Enmity to his side’s
cause.

Any Commander who has personal
hatred of another Commander.

Any Commander who has a
Timorous Characteristic.

Any Commander who has an
Bloodthirsty Characteristic.

Any Commander who is an Amateur.

Any Commander who has a Merciful
Characteristic.

Each Ward commander in a host must draw any Danger that is associated with any of his own characteristics.

All of these are placed in the danger square for his ward on the Ward card.

a) Amateurs: they must take one of each of the Danger counters with a yellow “A” on them (Incompetence & Confusion).
They then randomly draw one of the two and place it on their Danger space- the other counter is discarded.



What 00 the Handstrokes Stances Represent?

Note: These desriptions are general- they embody what the company commander’s hopes are in choosing them.Remember that
enemy choices and qualities may nullify them, and even cause the opposite to happen.

Gather to tﬁi Standoards ' (Tnot Shrink Back

B
—N

-

AWIN3T FHIL
AWIN3T FHL

<«
A

The company forms a tight, bristling knot of men, trying to The commanders manfully fight in an exposed position, surging

prevent attackers from breaking in, hopefully reducing your ~ the troops to break into the enemy formation, and belabour
own casualties in the process. Unfortunately, this could them.The commander'sinfluenceis fully used, butatrisk to him,

reduce his also. and with emphasis on the front ranks rather than the whole.

Thrust Home, Lads! WVluck up your Courage
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The company stands fast, with pole arms hacking and thrusting The company surges forward, the commander
at the enemy. The hope is of warding off enemy attacks, while calling on his men to summon up the effort to use
causing heavier casualties. Good for killing the enemy’s front their mass to bowl the enemy over, driving them
rank,and when you have good melee troops.. back.
Stand Off, Apace Daggers Drawn
N\~ “ N
- -
T T
- W\ m | < N
m —> m
z z <
m > m
= =
< > 2|«
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The company breaks contact, while warding off enemy- The company grapples closely with the enemy, resorting
hoping to either gain a respite or a delay, or to actually retire to sidearms to skewer them and cause high casualties. It
from the combat. (May not be used in the first turn of combat) allows more effective use of lighter non-melee troops.

(May not be used in the first turn of combat)



Orders Example-Page 1

“Butcher” Clifford has been assigned the Rearward position in a Lancastrian host. He chooses a “Grim Advance”
order for his ward, which will provide him with a number of tactical components for him to place on his side’s
Ward Display Card, and that will allow him to function during the game.

The tactics set by the order are taken and placed in the appropriate spots on his ward’s track (shown below). He
also may take a number of Stratagems, and must take a few dangers as well.

Clifford is Committed to the Lancastrian cause, has 4 Puissance, and has Audacious, Impetuous and Bloodthirsty
qualities. For his Stratagems he chooses “Inspiring” (by virtue of his 4+ Puissance and Committment) and “A Stout
Ensign’; because he wishes to ensure his survival in this battle.He must also take the “Bloodthirsty”and “Impetu-
ous” Danger counters. All these counters are placed at the start of the game in the positions shown in Figure 1
below.

Fig.1 Fig.2 Fig.3 AbAAAL

liﬂmari B,lumari

Flinht
Current

Steamy Steany Steany
Aftack Afttack Attack

- Will kill any
Jmpeiupug captured

Shooters or Commander F Commander
Feint may trig _
trigger attack

On the first turn, Lord Clifford chooses a standard Approach counter from his track, and places it face down on
the“Current "space.When his ward is activated, the counter will be flipped (to show activation) and all his compa-
nies will perform this move (Fig. 2). The counter is left in the Current box until he decides to change his tactic,
when he merely discards the counter from the Current space in the Order Placement Phase, and places a new
tactic there instead. By turn 3 he does this, choosing a Flight archery attack (Fig. 3), as all his units have come into
Flight range of an enemy ward.

Hlﬂmﬂl'i / Discard



Orders Example-Page 2

Clifford’s archery attack on turn three is resolved, but unfortunately had little effect to the enemy ward.The Flight
counter must be discarded after its use, so on turn 4, he decides to initiate another Approach (Fig.4). By turn 5,
Clifford is close enough to initiate his Steady Attack, so he prepares for it by discarding the Approach counter and
placing his Steady Attack in the Current box (Fig. 5). However, he doesn’t get to initiate this attack, because his
target enemy ward was activated first,and put in a good Sheaf Attack, which gets a Galling result, causing Clifford
to take a Faltering Check for himself.He pulls an unlucky card, failing the check, which should halt him. Ordinarily,
he could continue unchecked by substituting a Courage loss for the halt (losing 1 courage for all his companies).
However, the failure of his self-control has activated his Impetuous danger. He must immediately make an
impetuous (and therefore disordered) attack, which loses him the better Steady Attack counter, replacing it with
a Tired Attack counter (Fig.6). It is with this weaker attack that he will come into grips with his foe.

Fig.4 7 Fig.5 AOAMA Fig.6 —
iy Fliaht - HusneEn . .
Attack

Rearward

/' Discard ‘H'l“m“i / Discard

Steady e

1
Apyeoacly Attack AR

Sheaf
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Steany
Attack

Maytryto Ml
Rally ward and ;
restore 1 Couragdl "}

X

Riedthivgt
Jupetuous o,

Shootersor 1
Feintmay ler

trigger attack
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In Will kill any
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Note that Clifford has no more regular approaches or attacks. If the Melee goes well, and he isn't defeated or
forced to pursue his enemies off the board, he will expend a bit more Courage in the struggle. However, he still
may use the Inspiring Stratagem, which may get his ward some of its precious Courage back. Even so, if he were
to launch another approach or attack anywhere, they would all be Piecemeal Approaches and Tired Attacks. He
still has Archery attacks left, and can launch those with no detriment. Also note that both the Bloodthirsty and
Impetuous Dangers remain with him- Stratagems and Dangers without an “X” on them may not be discarded
with use.
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Explanation of Stratagems

DETAILS

Represents the forethought and adaptability of an Experienced Captain advising the
Ward Commander. This allows the Ward Commander to Change an existing order in
play or add another to the Ward's display (including Archery). Discard after use.

Commander may draw two cards once he is within 24” of any terrain that he suspects
of containing a Bushment. If he scores 8+, the bushment must be revealed at no
detriment to his side. Discard after use

Commander has reserved a few mounted men to the rear (does not require figures).
He may deploy Prickers to pursue enemy routers. Place one per remaining company
in commander’s ward per turn on any routing company.

Commander has chosen a powerful Man-at-Arms to bear his banner. He may
“absorb” 1 Commander Casualty for his good lord. Discard after use (along with his

brave corpse).

Commander may attempt to generate one 1 Courage level for all his units in the Ward.
May only attempt this if halted and all units have 0 Courage. Draw 2 cards; success on
8+. Discard after use.

Commander may generate an extra Approach or Attack of choice, after having halted
one turn. Discard after use.

Any Gun attached to this Ward benefit by +2 strength, due to the presence of a
Master Gunner (exchanged for one Captain). Leave on Display for duration of
game.

Commander may initially place defensive artifices, such as caltro&i, sgiked pavises
and spiked nets across his Ward’s front. Any part of an attacking Ward that crosses
these for the first time must take a Falter Check.

Commander has experience with archery fire, knowing the best moment to order his
ward to fire. He may at any point trade a regular Sheaf or Flight order for a Sharp
Sheaf or Sharp Flight order. Discard after use.

Commander attempts to find an easy passage through natural rough terrain (a
stream ford, or gap in hedged territory). The gap is the width of one unit in his Ward.
Draw 2 cards; success on 8+. Discard after attempt.

Commander may use a Feint move order to attempt to coax an enemy with a
Impetuous Danger to attack in a disordered fashion. Discard after attempt.

FREQUENCY

WHO MAYUSEIT?

Any Commander may use this if he
has drawn a Captain counter amongst
his Wellwishers, which must be
exchanged for this Stratagem.

Any Commander.

Any Commander.

Any Commander.

Only Committed Commanders, and
ones with 4+ Puissance.

Any Commander with 4+ Forward-
ness.

Any Commander may use this if he
has drawn a Captain counter amongst
his Wellwishers, which must be
exchanged for this Stratagem.

Only Commanders who enjoy
Artifices. He must have chosen
Defend Position orders.

01d Soldiers Only.

Audacious Commanders and Old
soldiers only

01d Soldiers Only.

Commanders Draw Stratagems of their choice at the start of Play, in the following amounts.

Draws no Stratagems at Start, but may use Captain’s Advice if he has a Captain Counter available (drawn during the campaign game).

Draws ONE Stratagem of choice, within the parameters above.
Draws TWO Stratagems of choice, any of which may be ones allowed to their type.
Draws THREE Stratagems of choice, within the parameters above.
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Approach, Attack, and Shooting Tactics

Units move in some order at Steady Gait. Allows units to use a Steady Attack if they have
one. Order may last indefinitely, until halted.

Units move in some order at Quick Gait. Units may not use a Steady Attack, but may use
a Quick Attack if they have one. Lasts only for 2 turns; on 3rd must draw card- if TBS
result is higher than Ward Commander’s Forwardness, then approach becomes Piece-
meal. Turn 4 and after , ward may only make Piecemeal approaches.

Units move in disorder at a Steady Gait. Units may only use Tired Attacks. This approach
may be used at any time even if the Ward has no other Approaches left. Lasts indefinitelty,
until halted, after which it may be regenerated at no further penalty.

Units move in some order away from enemy at Steady Gait. Lasts one turn, after which
Ward must halt facing enemy (free turn around), After using this, Ward may initiate any
sort of other orders.

Units move in disorder at a Quick Gait towards friendly board edge. Lasts until Ward has
exited board.

Units move in order at a Quick Gait entering or moving on the board. Lasts indefinetly.
Users may not knowingly close to within 18” of enemy. All approaches may be used after a
march, but no quick attacks.

Units move at Steady gait. Units may close into close contact and melee. Move lasts only
two turns, after which it becomes a Tired Attack. Leave in place as long as at least 1 unit
in ward has not received a loss result in Handstrokes.

Units move in some order at Quick Gait. Units may close into close contact and melee.
Move lasts only one turn, after which it becomes a Tired Attack. Remove after first round
of combat.

Units move in poor order at Steady Gait. Units may close into close contact and melee.
Move lasts two turns, after which Ward must halt for a turn before using it again.

Units fire heavy arrows in low trajectory aimed fire at close range. Discard after use.

Units fire heavy arrows in low trajectory aimed fire at close range. Better than the regular
sheaf attack, due to the sense of timing of the more experienced Ward commander.
Discard after use.

Units fire lighter arrows in high trajectory clout (area) fire at long range. Discard after use.

Units fire lighter arrows in high trajectory clout (area) fire at long range.Better than the
regular sheaf attack, due to the sense of timing of the more experienced Ward
commander. Discard after use.



