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Ranges and Targets

6.1
Short (or javelin) range is 1 stand width (2cm in 6mm scale, 4cm in 15mm scale and 6cm in 25mm scale). It is this distance that forms the basis of all other measurements. All units with a short-range missile factor (S) may shoot at targets within that range.

6.2
Long (or bow) range is five times javelin range or 10cm in 6mm scale, 20cm in 15mm scale, and 30cm in 25mm scale. Only troops with a long-range missile factor (L) may shoot at targets beyond Javelin range.

6.3
Artillery range is twice bow range. Only Artillery may fire at targets at this range.

6.4
Unformed troops may shoot all round, in any direction. In other cases targets must be to the shooter’s front, within 45( of centre and in direct line of sight. Where several possible targets are available, troops must shoot at the nearest, except that Artillery within the command radius of their Commander and being controlled by him (see 3.10) may choose to engage a priority target of the player’s choice rather than the nearest one. 

6.5
Stands in contact with friends are not eligible as targets. This includes any over-lapping stands but not rear ranks. All stands in an unformed unit may shoot as long as they have a clear line of sight, otherwise gaps must be at least one javelin throw wide to shoot through, and only front rank stands may shoot unless allowed to shoot overhead (see 6.9). Only the front rank stands of a unit in cuneus may shoot even if the rear rank is wider than the front.
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6.6 Shooting Procedure 

Roll 1 D6 for each stand shooting. If the die result is less than or equal to the missile factor applicable at that range, a hit has been scored causing 1 DP on the target.

· -1 to Missile Factor if target unformed light troops; or armoured; or if target is in dense cover (in woods, towns or behind fortifications)*
* These are not cumulative. Troops shooting at unformed light troops in woods shoot at -1 not -2. Crossbowmen and artillery do not get a -1 when shooting at armoured targets. 
· reduce the total number of dice by one for each DP on the shooting units

· halve number of dice for stands shooting low on ammunition (see 6.10)

6.7
Long Range Missile Exchange. This is an exchange of missiles at long range. In this phase, only targets beyond javelin range of the shooter may be engaged.

6.8
Short Range Missile Exchange. In this phase, stands may engage targets at javelin range, but not normally beyond.  The exceptions to this are troops who remained stationary in the Tactical Move Phase, and Light Horse Archers, whether they moved or not. These troops may engage targets at beyond javelin range, using their long-range missile factor. 

6.9
Overhead Shooting. Normally only stands in the front rank of a unit may shoot. However, overhead shooting is allowed in the following circumstances:

· Troops on a higher elevation may shoot and be shot at over the heads of others on lower ground. Elephants and the top of fortifications are considered to be higher elevation in this case.

· Infantry archers may shoot overhead of one stand of heavy infantry from the same command, if both are formed, in shieldwall, and in base to base contact. 

· Heavy horse archers may shoot overhead of one stand of other heavy cavalry from the same command, if both are formed, in shieldwall, and in base to base contact.  

Optional Rules - Ammunition Supply and Volleys (Use if agreed by all players)

6.10
Units which have shot 3 times roll one die for every two stands normally eligible to shoot. This affects the entire unit no matter how many stands have fired at whatever ranges.  In the case of uneven numbers round down the first time, then round up the following time and so on. Players may wish to record how many times a units fires on paper but it is probably easier to make small counters with the number 1 on one side and 2 on the other which can be placed beside the unit after it fires for the first and second times. After firing the third time, the marker can be removed and replaced by a ‘low ammunition marker’ which could either be a single archer figure or another counter. Artillery never becomes low on ammunition, this reflects their static use, allowing storage and re-supply of ammunition.

6.11
Formed A-B Grade: foot archers; Roman infantry; heavy horse archers; spear & bow infantry; and lance & bow cavalry; may fire a volley. This represents the ability such troops may have had to concentrate their fire at a critical moment. To do this, the unit must have not yet shot, and after firing the volley it immediately becomes low on ammunition with the accompanying -1 to missile factors. Only one volley may be fired. When firing the volley, roll two dice per eligible stand, rather than the usual one. This rule can only be used in conjunction with the Ammunition Supply Rule.

The Dark Ages saw not only the development of cavalry but also increased use of archery both on horse and foot. Swarms of light horse archers could wear down heavier units and then charge home once they showed signs of wavering. The Persians and Turks trained their heavy cavalry to deliver disciplined volleys that could disrupt an enemy formation before it could charge home. The period covered by Comitatus ends before the development of foot archery to quite the same level. The massed archers and crossbowmen of later medieval armies have not yet come into their own. 

Although each heavy infantry stand represents more troops than cavalry or light infantry, it is assumed that they are not as specialised in missile fire and not all in a position to shoot effectively. Therefore heavy infantry shoot with one die per stand, like other troops.

Many first hand accounts of Dark Age battle, describe missile exchanges with arrows, then javelins, followed by hand to hand combat once these missiles had been used up. The Ammunition supply rule is partially designed to represent this, forcing players to revert to hand to hand combat as their missile fire loses its effectiveness. It is also intended to cause players to think about conserving ammunition and prioritising targets. Many horse archer based armies were accompanied by pack animals that could keep the men re-supplied. The rules on ammunition supply are optional since they can slow down play and may be too cumbersome for the tastes of some players.


Tip.  Players should note that the effect of shooting is to disorder a formation so badly that it can be attacked and defeated in hand to hand combat. Shooting alone will not defeat an opponent because it can never cause an enemy to break or suffer casualties. Each time a unit is ‘hit’ by missile fire it takes a DP, however, once it becomes shaken shooting no longer has any effect. Shooting alone, therefore, will not win battles; there is still a requirement to bring troops into close combat.
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This stand is not eligible as a target as it overlaps friends who are in base to base contact with enemy





Examples:





This stand is eligible as a target as it forms a rear rank.  
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All stands in the un-formed unit may shoot as long as they are in range, since they have a clear line of sight to the target





Both stands of the left hand unit may shoot as may the front rank stand of the cuneus, but not the rear rank. As the gap between the units is less than 1 javelin throw none of the stands from the rear unit may shoot. 








Shooting
Page 1
11/07/02

_969790383

