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7.1
A charge is a deliberate move into close combat with the enemy.  It is also the only way that a unit can move to close the distance from javelin range into contact with an opponent. Any number of units in a battle line, who are being controlled by the same leader, may be combined to form a single body for the charge. If, however, the leader did not spend any CPs to control his troops, the units must charge individually.

7.2
In the Charge Phase, each player must declare with which of his units or battle lines he wishes to initiate a charge. This is done in turn, starting with the player who has initiative. After both players have made their declarations, determine charge responses and roll dice to determine charge movement. Players may not voluntarily cancel previously declared charges, nor add new ones, based on their opponents charge responses or the result of their movement dice.

7.3
Restrictions on Charges. The following troops have restrictions on their ability to initiate a charge:

· Shaken troops, mounted infantry, and troops in column may not initiate a charge;

· Unless in pursuit, or in unauthorised advance from a control test (see 3.14), C Grade troops may only initiate a frontal charge against formed enemy if being inspired by a leader. In the same circumstances, B Grade troops may only initiate a frontal charge against formed enemy if a leader charges with them (he does not necessarily have to inspire) or if a leader is already involved in combat within bow range. However, both B and C Grade troops may charge as part of a battle line in which another unit is charging, and may charge unformed troops and an exposed flank or rear.

· Foot archers, artillery and crossbowmen may not initiate a charge on their own. However, archers formed in a battle line with heavy infantry may charge together with the heavy infantry as long as the archers did not shoot during that turn’s short range missile exchange (see 6.8). 

· Unless in pursuit, skirmishers and light cavalry may only initiate a charge against unformed troops or an exposed flank or rear. 
· Heavy horse archers and lance & bow cavalry who shot at short range from a front rank that turn, may not initiate a charge. They may however charge if only a rear rank shot, and they may counter-charge if charged by enemy.
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A Byzantine unit of lancers, supported in a second rank by a unit of heavy horse archers, may charge enemy with both units, even if the heavy horse archers fired overhead at short range. 

A unit of Roman infantry may shoot at short range and then charge. If they are supported by a second rank of archers, the archers may not charge with them if they too shot at short range. 

B and C Grade Troops Eligibility to Charge
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The restrictions on foot archers, crossbowmen, heavy horse archers and lance & bow cavalry reflects their more static use of missile fire and relative lack of mobility when compared to light horse archers or skirmishers. 

As the number of regular drilled troops declined, leadership became more personal. and troops followed individual leaders rather than acting out of duty or loyalty to the state. Therefore B and C Grade troops need to see the personal commitment of their leader sharing the same risks as they do before they throw themselves into combat. 

7.4
Cavalry and elephants may initiate a charge from up to bow range away from their intended target. Infantry may only initiate a charge against targets one javelin throw away.

7.5 
A Charge involves a move into contact and may be made by eligible units even if they moved during the Move Phase. 

7.6 
Charge Moves. To conduct a charge move, regardless of the distance to be covered, all troops must dice and make a fast move. This is 1 javelin throw for each number rolled, as follows:

· Infantry & Elephants  
1 D6  less 1 javelin throw (move 1 javelin throw if die

result is ‘1’).

· Cavalry


1 D6 plus 1 javelin throw up to a maximum of 6 javelin

 throws

7.7
The full distance must be moved until contact is made, taking into account any DPs for 5-6 being rolled on the movement dice (or 4-6 in difficult terrain) (see 5.11 & 5.13). The move must be directly to the front deviating off centre only for the stands of charging units to line up exactly with opposing stands.  Any wheels or other manoeuvre must have been completed in the previous movement phase. 

A movement die must be rolled for each and every charge or counter-charge, even if the distance to be covered is only 1 javelin throw. This mechanism is designed to take fatigue and psychological factors into account for units that initiate a charge. In this way it is likely that a unit which charges frequently will incur some DPs for fatigue while a unit which remains standing to receive a charge at the halt will not. 

7.8
Failure to Contact. If the chargers or counter-chargers fail to contact, because their opponent broke or evaded, they must continue their charge move up to the full distance. Unless they are light troops or A Grade, they will automatically charge into any new opponents who are uncovered by the evading or breaking unit. A new target must react according to the normal charge responses if it is charged in these circumstances. Light troops and A Grade troops may choose to halt 1 javelin throw away from the new target. 

7.9
If the chargers fail to make contact because they did not roll high enough on their movement dice, they may move normally next turn. If, however, they need to take a control test next turn, they count as ‘charging or pursuing’ and if they get a ‘repeat last move’ result, they must advance to and charge the nearest enemy

7.10 
Any unit, which has not itself declared a charge, and is charged by enemy, will react  according to their troop type and circumstances. These responses are detailed in the Charge Response Chart below:


Charge Responses:


Armed Rabble. Roll a D6: counter-charge on a result of 5-6, otherwise stand to receive.

Archers and Crossbowmen must stand to receive a charge if they shot during the short range missile exchange. 

Other Light Infantry may opt to counter-charge or stand to receive a charge if:

· Formed in Shieldwall

· in, or separated from the chargers by difficult terrain or obstacle; or 

· charged by mounted troops (including a combination of mounted and foot), or only by light troops.

In all other circumstances, Light Infantry must attempt to evade if charged


Light Cavalry may choose to counter-charge other cavalry or light troops, otherwise they must attempt to evade.

Heavy Cavalry may attempt to evade a charge by infantry, elephants or shock cavalry. Otherwise they must choose either to counter-charge or stand to receive at the halt. 

Shock Cavalry and Elephants must counter-charge.

All other troops, or in other circumstances, troops must stand to receive at the halt

7.11
Evading a Charge.  Units attempting to evade are trying to move out of the way of the charge. To do so successfully they roll a die and consult the following chart:


Evade Test: Roll AvD for A Grade, D6 for others):

· +/- Morale Value, 

· -1 for each DP (Shaken counts as 5 DPs) 

· +CPs of a leader, within one javelin throw who allocated CPs to inspire.


Results:

If the result is 0 or less they break if shaken. Otherwise they become shaken and receive the charge at the halt.  

If the result is 1 or more, they may evade. To do so the unit becomes unformed and makes a full fast move directly away from the charging enemy. If not contacted by the charging enemy, the unit may reform and move normally next turn

Evade Example: 




   Light Cavalry                                                Enemy

   2 DPs, 0 MV                                                 Infantry

A Light Cavalry Unit of 2 stands, 4 DPs, Morale Value of 0, and no leader modifier; is charged by Infantry. According to the Charge Response Chart (7.10 above) the unit must attempt to evade. 


The Cavalry roll a ‘2’ on the die. There is no Morale modifier since their Morale Value is 0. Since the unit has two DPs the score is brought down to 0. Since the unit is not shaken it will become so and receive the charge at the halt.

Had there been one less DP, the cavalry would have evaded successfully.

7.12 
Counter-charge.  A unit which wishes (or must) counter-charge, rolls a move die in the same way as a charging unit, it then moves forward contacting the charger half way if of the same type, or mounted counter-charging infantry. Infantry counter-charging cavalry move up to 1 javelin throw or half way which ever is shortest

7.13  
Stand to Receive.  A unit which wishes (or must) stand to receive a charge, remains in place. It may turn any unengaged stands 180( (90( turns are not allowed) to face a charge from the rear. If the charge commenced from beyond javelin range, the unit being charged will not take DPs for this as it is assumed that it had time to complete the manoeuvre before contact. A unit cannot, however, avoid becoming unformed by a flank charge in similar circumstances.  

Shooting and Charging
7.14
Units that did not shoot during the Short Range Missile Exchange, and who do not break or counter-charge as a charge response, may shoot at enemy who are charging them in the Charge Phase.  Evading troops must deduct 1 javelin throw from their evade move if they wait to shoot at short range, this intention must be declared before rolling the dice for movement. See also 7.3 for restrictions on shooting and charging.

Example of  Shooting while Evading  

 A unit of light horse archers, that did not shoot at short range, is charged by a unit of knights who are 2 javelin throws away. 


       2 JTs


   6 JTs: Knights Charge

   Distance

The knights roll a 5 on their charge die, giving them a move allowance of 6 javelin throws and causing a DP for fatigue.

The horse archers, with a missile factor of 1 at long range, -1 against an armoured target, have no chance of scoring a hit at long range. They decide, therefore, to deduct 1 javelin throw from their evade move in order to shoot at the knights at close range.


The horse archers, after passing an evade test, roll for their evade move and score only 3. This gives them an evade move of 4 javelin throws (Die Roll + 1 for fast move + 1 for unformed light troops - 1 for shooting).

   

       Knights Charge




       Horse Archers



       Evade

Since the knights are 2 javelin throws away and are moving 6, they catch the evading horse archers in the back. 

7.15
Charge Resolution. Opposing units which successfully contact each other as a result of a charge, determine the outcome by comparing their relative strengths from the factors listed on the Charge Resolution Chart

  Charge Resolution: Roll 1 AvD for A Grade

                                   1 D6 for others
Add the Attack Factor of charging units, Defence Factor of others; then add or subtract:

+/-
Morale Value

+1
Advantage of Ground

+1
Defending Fortification

+1 
Supported

+2
Mounted charging unformed foot

+CPs of leader in the front rank of the unit who allocated 3 CPs to inspire.

-1
For each DP and Casualty 

-5 
If shaken

-2 
If unformed or in column

-1 
If outnumbered at least 3:2

-2
If outnumbered at least 2:1

-3
If outnumbered 4:1+


Multiple Unit Charges: When Battle Lines of multiple units charge, roll a die for each unit, total all factors for all units and divide by the number of units. Round up to the nearest whole number. 

All units which had stands involved in the combat (see ‘Numbers’ below) must  share the outcome.

Advantage of Ground: This can be applied to units which have a clear advantage over their opponents due to terrain. This could include being uphill of their opponent, charging downhill, or being behind some form of obstacle or difficult terrain. 

Fortifications. This should only be applied to troops defending substantial fortifications and is in addition to advantage of ground.

Supported. A unit is supported if it has a second rank directly behind the engaged stands in base to base contact and facing the enemy. This second rank can be from the same or another unit and must be more than half as many stands as the engaged rank.

Numbers: Elephants can never be outnumbered. Otherwise all stands have the same numerical value when determining if troops are outnumbered. Count only stands in base to base contact plus up to one stand over-lapping on each flank. Units which charged in Cuneus also count the second rank. Units which have been hit in the flank or rear do not count any overlapping or rear rank stands. 

Example of Numbers: 



   Charge Results.  Compare the difference between the total scores of each side:



















Charge Resolution Example: 



A Battle Line of B Grade Germanic Cavalry (A and B) charge Roman Infantry (Units 1,2 &3) who receive at the halt. Unit A is a Comitatus with a Morale Value of 1 and has 1 DP.  Unit B has a Morale Value of –1 and 2 DPs. The leader has 3 CPs and is Inspiring. 

Roman Units 1 & 2 are A grade, each with a Morale Value of 1; Unit 3 is B Grade with a Morale Value of  0. Unit 1 has no DPs, Unit 2 has 2 DPs and Unit 3 has 1 DP.

  Results can be worked out as follows:


Roman Player rolls 2 AvD for the A Grade units and 1 D6 for the B Grade (3, 4 & 2), add Defence Factors (3x3=9), Morale Values (1+1+0), and  subtracts DPs (0+2+1). He is outnumbered (6 stands to 7) but as this is less than 3:2 it has no impact. His final result, therefore, is a total of 17(3=6 (rounded up).


German Player rolls 2 D6 (3 & 3), adds Attack Factors (5+5=10), Morale Values (+1&-1), +3 for the leader, and subtracts DPs (1+2). No other factors apply so the total is 16 which is divided by the number of units (2) giving a final result of 8 

Result:  The Germans have 8 to the Roman 6, a difference of 2. This gives a ‘successful’ result. The Germans, since they were cavalry who charged good order infantry frontally, must retire and take 1 DP. The Romans receive a set-back. They take 2 DPs and must halt. The German Leader must roll to see if he has been hit (see 3.22) 

Movement after Charge Combat

7.16 
Charge resolutions are conducted by all the losing units moving first, then the player(s) of the winning units deciding which option(s) they wish to take after the losers have moved. In an inconclusive result, the player with initiative decides his options first. All Charges must be executed and resolved before moving to the Mêlée Phase. This may result in a unit breaking contact with an opponent with which it would otherwise have been in mêlée. The possible results are:

· Halt. Remain in place for the entire following turn. The unit may change formation or facing next turn and may also shoot and may respond normally to charges. It may not make any other moves nor initiate a charge. 

· Follow-up.  Move forward to remain in combat with an opponent who fell back, continue combat next turn.

· Fall-back.   Move back 1 Javelin Throw facing the enemy. Must remain halted next turn if opponent does not follow up. Units unable to fall-back, due to impassable terrain or troops, remain in place and receive 1 DP.

· Retire. Move back a full move unformed. Next turn may either continue to retire or halt to change formation back into line or column (except Light Troops who remain unformed and therefore may move normally). Units unable to retire, due to impassable terrain or troops, remain in place and receive 1 DP. Retiring units break if caught by pursuers.

· Break.  Make a full rout move, unformed, until behind supporting troops, or terrain obstacle, or beyond bow range of enemy. They may then, if they pass a control test (see 3.14) halt and change formation back into line or column. Units unable to rout due to impassable terrain or troops, remain in place, receive 1 casualty and will surrender to any enemy within javelin range. 

· Pursue.  Move at full speed, unformed, in an attempt to remain in contact with opponent who broke or retired. Pursuers encountering new enemy automatically come into combat with them. This is worked out immediately as a new charge. Pursuers who catch routers may engage them in melée in the following round without them fighting back (see 7.22 & 7.23) 

7.17
Breaking off from Combat. When charge results allow it, units may chose to fall back or retire even if they win, this allows them to break contact with their opponent. Units that must ‘halt’ or ‘follow-up’ are not allowed to do this. 

Tips: It will often prove more effective to attack with a succession of charges rather than throwing all troops forward at once. Players with troops with a high attack but low defence factor should use the option of breaking off from combat to avoid being halted and having to fight a melée using their defence factor. However, there is a danger in breaking off that the opponent may be able to follow-up and possibly catch them in the rear.

Mêlée 

7.18
Troops in contact with each other from previous turns, including pursuers who contacted routing or retiring troops, are considered to be in mêlée. This is close combat with opposing troops fighting hand to hand and becoming intermingled as they push into each other’s ranks. This kind of hard fighting emphasises individual man to man combat rather than the clash of battle lines. Therefore, it is conducted as a separate phase and resolved differently from charge combat. 

7.19
Units in cuneus may move up to one stand from a rear rank to the front as long as there is space for them. This can be thought of as men in rear ranks pushing forward into the melée. Front rank stands must be shifted to line up exactly with opposing stands with rear rank stands lining up with a stand to their front so that it is clear which stands derive rear support (see below). 

Cuneus in melée



7.20
Mêlée Procedure. Each stand fights simultaneously against the stand it is facing. This is done by each stand rolling a D6. If the score is equal or less than the stand’s combat factor a Hit has been scored. Use attack factor of units, which have forward momentum (following up or pursuing), defence factor for those who do not (at the halt, falling back or retiring). 

Melee: If D6 Roll is equal or less than the combat factor, a HIT is scored. 


  Modify the score needed to hit by:

-1
opponent armoured

-1 
troops on foot facing mounted

+1
elephants fighting heavy troops

+1
following up or pursuing

+1 
rear support

+1 
advantage of ground

+1
for leader’s command stand


Rear Support. A stand has rear support if there is another good order stand of the same category directly behind it and facing the enemy. Heavy infantry can also get rear support from light infantry as long as they are in Shieldwall.

Leaders. The +1 only counts if the stand in combat is a leader’s command stand. He cannot influence neighbouring stands even if they are part of his Comitatus.

7.21
If the score need to hit is 6 or greater, there is no automatic hit. A die must still be rolled and a Hit will be scored only on a roll of 1-5. If the score needed is less than 1 it will still hit on a roll of 1.

7.22
Formed troops only fight against stands they are facing; they may not fight to the flank or rear. If a stand is in contact and facing the flank or rear of another formed stand, it may inflict damage without the other stand responding. Since unformed troops have no facing, they may normally fight all round.

7.23
Routing stands do not fight back in melée. If a routing stand receives a hit it is immediately removed as a casualty.

7.24
A stand which has no opponent directly to its front, but is in base to base contact beside, and aligned with, a friendly stand which does have an opponent to its front; may also fight against that opponent. This will result in the player with the overlapping stand, throwing two dice and potentially inflicting 2 Hits.

Mêlée Results.  

7.25
Each Unit that receives more Hits than it inflicts has lost the mêlée. In this case it will break if already unformed, otherwise it takes a DP and is immediately pushed back its own base depth, still facing the enemy. In the case of a Battle Line of stands of variable base depths, it will move back as far as the deepest base directly beside it.

7.26
Elephants cannot be pushed-back. If they are not shaken and lose a mêlée, they will take a DP, test for rampage, and if they do not rampage they will remain in place. Artillery stands are captured if they lose a mêlée.

7.27
A pushed-back unit will usually also push-back all friendly troops immediately to its rear except:

· Any formed stand pushed-back against an elephant will be eliminated.

· Cavalry stands, pushed-back against formed foot will be eliminated.

7.28
Cavalry who do not lose a melée but who fail to break or push back all of their opponents must retire. In the case of two cavalry units facing each other who both failed to inflict a result, they will both retire.

Follow-up Moves

7.29
Once all casualties have been removed and push back, retire and rout moves made by defeated units, victorious units may then make their after-mêlée moves.

7.30
Units which pushed-back all their opponents have the following options:

· A & B Grade infantry may either follow-up; halt; or fall back maintain alignment with friends who were pushed back;

· A Grade Cavalry may either remain in place or follow-up.

· Artillery must remain in place.

· Other troops must follow-up

 Examples of Infantry Mêlée


Units A and B, each of three stands, are in mêlée with Units 1 and 2, each of two stands. Note that one of the overlapping stands of Unit B is able to fight against Unit 2 as indicated in the diagram. The results are: Unit 1 receives one hit and inflicts one; Unit 2 receives two and inflicts one; Unit A receives one and inflicts two; Unit B receives one and inflicts one. 

Only Unit 2 received more hits than it inflicted. Therefore it is considered to have lost the mêlée and takes 1 DP and is pushed back (or broken if unformed). Units 1 and A remain locked in combat and Unit B is free to follow-up Unit 2. 
The following turn the situation might look something like this:




Unit B, following up Unit 2, inflicts 1 hit and receives one. These two units remain locked in place for another round. Unit A, however, manages to inflict 2 hits to Unit 1’s single hit. Unit 1 therefore will be pushed back and Unit A will be free to follow-up.

7.31
Pursuit. If all the stands facing a unit are routed or retire, that unit must normally pursue. A and B Grade Infantry, and units whose opponents were all light troops, may instead choose to halt. A & B Grade Infantry in this case may also choose to fall back to maintain alignment with friends who were pushed back. A unit which pushed back or routed only some of its opponents will be pinned by those who did not loose the mêlée and therefore it will not follow-up or pursue. 

7.32  
Breaking Off from Mêlée. Once troops are fighting in mêlée it is assumed that their ranks have become so intermingled that organised disengagement is no longer possible. Therefore, the only way to disengage is if a unit is pushed back, forced to retire or is broken and its opponent does not follow-up or pursue. 


7.33
Seeking out a Leader. If two opposing leader’s command stands are within 1 javelin throw of each other in a melée, or if two Comitati are fighting each other, the leaders of any B Grade Comitati must seek out the other in personal combat. This is done by fighting a personal combat as under the rules at 3.31 before any melée is fought. None of the stands need to be re-arranged, rather it is assumed that the leaders have pushed their way forward (or to the side) to seek each other out. A leader of an A Grade Comitatus can choose to seek out an opposing leader if he wishes. If he does not wish to but his opponent does, it is assumed that his Comitatus has locked shields around him, making it impossible for the opposing leader to reach him. In such a case no personal combat takes place. Champions are not allowed in this form of personal combat.

7.34
A leader who wins personal combat in this way, immediately increases his CPs by 1 and adds 1 to the Morale Value of all units under his command. A leader who loses is dead and can no longer influence the battle, his command stand, however, is not eliminated. Normal melée will follow immediately with the Comitatus of a defeated leader fighting to avenge the leader’s death as at 3.33.
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5+ Victory.  0 DPs. Cavalry who chose not to pursue broken opponents take 1 DP


Artillery must halt. Any A Grade units, and B Grade Units which did not charge or counter-charge, may choose to halt. Otherwise must pursue broken opponents.





+2/4 Success.  1 DP except Infantry or Artillery who stood to face a mounted charge take 0 DPs


Artillery and Infantry who stood to face a charge by Mounted must halt. 


Cavalry who charged good order infantry frontally must retire


Other A Grade units may choose to halt, follow-up, or pursue.


Other B-C Grade units, must follow-up any opponents who fall-back and pursue those who retire, except that units which did not charge and were opposed only by light troops may opt to halt.





+1/-1 Inconclusive.  1 DP each except Heavy Infantry in Shieldwall who take 0 DPs


Heavy Infantry choose to halt or fall-back; Light Infantry choose to halt, fall back or retire; Artillery must halt.


Cavalry who charged good order infantry frontally must retire. Other Light and Heavy Cavalry may halt, follow-up or retire; Other Shock Cavalry and Elephants may halt or follow-up





-2/-4 Set-Back.  Shaken Troops Break. Others take 2 DPs and:


Artillery and Elephants must halt; Heavy Infantry who were charged by mounted only must halt.


Other unformed troops must retire; Others must fall-back








-5/-6 Defeat.  Unformed troops and Elephants Break; Artillery and wagons are captured; others become shaken and retire








-7 or less Rout.  Artillery and wagons captured all others take 1 casualty and break.
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1 and 2 are C Grade units, Unit 3 is a B Grade Comitatus and the leader spent 3 CPs to inspire. All units in this Battle Line may therefore initiate a frontal charge. Since they are part of a Battle Line they may also charge even if the leader does not inspire, as long as Unit 3 charges. In order for Unit 3 to be able to charge the leader must charge with it. 





Before working out the melee the formation may be re-arranged like this with one stand from the rear of each unit pushing forward and all aligning with opponents.





Unit 2





Unit 1





Examples of Cavalry Melée





3 units in cuneus which charged last turn like this, are now in melée





Unit B





At the end of the After-Melée moves the situation might look like this with Unit B having retired, Unit 1 pushed back and followed up by unit A, and unit 2 falling back to maintain alignment with unit 1. 





Unit A





Cavalry units A and B are in melée with cavalry unit 1 and infantry unit 2.  Unit A scores a hit on unit 1 and does not receive any in return.  Units B and 2 score a hit on each other.  The result is Unit 1 lost a melée and therefore is pushed back. Unit A must follow up unless it is A Grade. Neither units B nor 2 actually lost a melée but since Unit B is cavalry which failed to inflict a result on an opponent, it must retire. Since Unit 2 is infantry it may follow-up, remain in place, or fall back to maintain alignment with unit 1, unless it is C Grade in which case it must pursue.





Unit A





Unit B





Unit 2





Unit 1
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Unit B
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The Blue unit is four stands of heavy infantry in Shieldwall, the Red unit is four stands of cavalry in who charged in cuneus. The Blues count all four stands (two in contact and one overlapping on either flank). The Reds also count four stands – two in contact and two in a rear rank of a cuneus. Therefore no one is outnumbered.  The Reds also count as supported since they have a second rank. The Blues do not. 


In the second example the Reds are hit in the flank and therefore only count the two engaged stands. They do not count as supported.
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In this case units 1 and 2 are C Grade and Unit 3 is A Grade. Units 1 and 2 may initiate a frontal charge as part of the Battle line as long as Unit 3 charges. Units 1 and 2 may not charge on their own. Unit 3 has no restrictions.
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