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[image: image2.wmf]This appendix provides a number of historically based scenarios for battles throughout the period covered by Comitatus. In addition to providing players with interesting games, they are also intended to show how some typical armies can be interpreted on the wargames table. 

The orders of battle are designed to represent historical armies and provide for a balanced game. They can easily be modified to suit other players’ ideas and available figures.

The following abbreviations will be used throughout:

CPs 
= Command Points

MV
= Morale Value

Armd 
= Armoured

PArmd
= Partially Armoured

Comd
= Commander

Sub
= Subordinate

Pt
= Point

[image: image3.wmf][image: image4.wmf]For the purpose of victory conditions the term casualties is used to mean stands which are eliminated, driven off table or shaken at the end of a game.

Scenario 1 -- The Battle of Ad Salices AD 377

This is a simple introductory scenario from the Late Roman period using a small number of troops in a fairly classic infantry vs. infantry encounter. 

Historical background

Under pressure from the Huns and Alans a band of Goths crossed the Danube in 376 and sought refuge inside the Roman Empire. Initially they were welcomed as potential recruits but ill treatment at the hands of local Roman officials drove the Goths into revolt. One band of Goths was encamped by the mouth of the Danube in early 377 and a hastily gathered Roman army moved out to meet them. The Goths sent out messengers calling for help from other nearby bands and when these reinforcements arrived they left their fortified camp to attack the Romans rather than waiting for the Romans to strike first. 

The numbers of troops are unknown but both armies were probably about 5-8000 strong with the Goths having a slight numerical advantage. Both sides were predominantly infantry. 

The Romans were a mixed force of eastern legions recently withdrawn from Armenia and under strength western units sent from the Rhine frontier.  Morale was low since the Easterners were unused to this sort of fighting and the Westerners were not happy about being sent so far from home. Regional Field Army troops (comitatenses) from Thrace and possibly also border troops (limitanei) drawn from the Scythian frontier zone probably augmented these troops. Overall command fell to the Western General Richomeres. He was assisted by the able but ageing Frigeridus, also a westerner, and Profuturus and Trajan, both eastern commanders who were described by a contemporary historian as ‘men of high ambition but poor generals’. Nothing concrete is known about the Gothic forces or commanders, however they were desperately short of food and supplies.

The Goths seized some high ground from which to charge down on the Romans who were deploying nearby. 
The Romans deployed defensively in two lines, or perhaps with a main line and small reserve. The Goths attacked in dense columns in a single mass moving forward deliberately and cautiously, halting at javelin range. Then the two lines tried to intimidate each other, and raise their own morale, by shouting war cries, banging on their shields, and insulting their opponents. This gave way to an engagement with missile weapons. Finally the two line crashed together, each trying to force the other back in a massive shoving match. As so often happened in a battle between Romans and Germans, the first Roman line gave way under the weight of the denser Gothic formation, but the reserves moved up to restore the situation. In this case, the traditionally weak left wing gave way, while the rest of the line managed to hold. The cavalry, small in numbers, hovered on the flanks, seeking opportunities and pursuing fugitives.  

The battle went on all day and as evening came on both sides withdrew exhausted and in disorder to their respective camps although the Romans suffered the greatest losses.

The Game

This is not a game of subtle manoeuvre. The Gothic objective is to break the Roman line while the Romans need to hold their position and minimise their own casualties so that they can continue the campaign.

Scale 

1 Heavy Infantry Stand = 300 men

1 Light Infantry Stand = 150 men

1 Cavalry Stand = 150 men

Roman Order of Battle

The Roman Army must include: 4 Leaders, 5-8 Cavalry, 16-20 Infantry chosen from the following:

General


Richomeres
3CPs

Cavalry Commander
Profuturus
2CPs 

Western Commander
Frigeridus
3CPs 

Eastern Commander
Trajan

2 CPs 

Richomeres’ Comitatus
1 Heavy Javelin Cavalry, A Grade, MV +1

Profuturus’ Comitatus
1 Light or Heavy Cavalry, A Grade, MV +1

Frigeridus' Comitatus
1 Cavalry or Roman Infantry, A Grade, MV+1

Trajan’s Comitatus
1 Cavalry or Roman Infantry, A Grade, MV+1

Horse Archers

0-2 Light Horse Archers, A Grade, MV 0

Scythian Limitanei
0-2 Light Javelin Cavalry, C Grade, MV 0

Heavy Javelin Cavalry
0-4 Heavy Javelin Cavalry, A Grade, MV 0

Armenian Legions
4-6 Roman Infantry, Armd, B Grade, MV 0

Western Auxilia

4-6 Roman Infantry, A Grade, MV -1

Thracian Comitatenses
0-4 Roman Infantry, A Grade, MV -1

Scythian Limitanei
0-4 Dark Age Infantry, C Grade, MV 0

Light Infantry

2-6 Archers, B Grade, MV 0

[image: image5.wmf][image: image6.wmf]The army must be organised into three commands. The infantry are split between Trajan and Frigeridus. Frigeridus commands the Western Auxilia and may command up to 1/2 the archers. Trajan commands the remaining infantry. All the cavalry, other than Comitati, are in a single command under Profuturus, leaving Richomeres with no direct command other than his own Comitatus. Each command may contain any number of units.

The Armenians are classed as B rather than A Grade to reflect their lack of experience in this sort of fighting. The Western Auxilia and Thracian Comitatenses have poor morale due to lack of enthusiasm for the former and previous defeats for the latter.

Gothic Order of Battle

Once the Roman Player has chosen his forces the Gothic player chooses 600 men more than the Roman (2 heavy infantry, or 1 heavy infantry and 2 cavalry for example) The Gothic Army must include 3 leaders, 5-8 cavalry, 16-26 infantry chosen from the following:

General


1 General, dice for CPs

Commanders

2 Commanders, 3 CPs each

General’s Comitatus
1-2 Germanic Cavalry, PArmd, B Grade, MV +2

Commanders’ Comitati
2 Germanic Cavalry, PArmd, B Grade, MV +1

or Shock Infantry, B Grade, MV +1

Mounted Warriors
2-4 Germanic Cavalry, B Grade, MV +1

Huns or Alans

0-3 Light Horse Archers, B Grade, MV 0

Foot Warriors

8-24 Shock Infantry, B Grade, MV 0

Roman Deserters
0-2 Roman Infantry, Armd, B Grade, MV -1

Archers


2-4 Archers, B Grade, MV 0

Volunteers

0-4 Armed Rabble, C Grade, MV 0

[image: image7.wmf][image: image8.wmf]The Army may be organised in two or three commands. The cavalry in one command and the infantry in one or two. If the army is organised in only two commands, the General will directly command only his own Comitatus. Each Command may contain any number of units.

Volunteers include escaped Roman slaves and locals who have joined the Goths, along with old, young or infirm Goths.

There is no evidence for Huns or Alans being present in the Battle, however they were operating on the other side of the Danube and shortly afterwards joined in a formal alliance.

Terrain.

The battle can easily be played on a 6’x4’ table even in 25mm. The Gothic player sets up the terrain choosing from: 

· 2-4 gentle hills, 

· 1-3 pieces of difficult terrain (marsh and/or woods but no towns)

· 0-1 stream 

The stream, if used, must start and end at adjoining, not opposite, table edges and counts as a minor obstacle. Other terrain pieces can be up to 12”x12” with larger pieces counting as two. The Roman player then chooses which side of the table he wishes to deploy on, adding one additional terrain piece, from the above list, on his half of the table.

Deployment.

[image: image9.wmf][image: image10.wmf]The Roman draws a sketch map of his intended deployment and then sets up units which would be visible from the Gothic table edge (see 3.34). Troops behind hills, in woods or behind other troops, therefore, need not be deployed. Romans may be initially deployed up to bow range from the centre of the table and outside edges. Roman units may be deployed in any normally allowed formation for their troop type

The Goth then deploys anywhere up to bow range of the centre and table sides. Then the Roman deploys the rest of his troops, except for those in woods, which only need to be put on table if they move, or shoot, or if enemy come within one javelin throw of the wood edge. The Goth has initiative on the first game turn.

[image: image11.bmp]Special Rules

· [image: image12.wmf]No challenges to personal combat are allowed.  

· The Goths charged down from high ground giving extra impetus to their charge, furthermore they were eager for battle. To simulate this, the Goths get +1 in combat if charging in the first 3 turns of the game. This only counts if charging, not if standing to receive a charge nor in melee

Victory Conditions.

The Goths win the game if at least 1/3 the Roman stands are casualties by the end of the 6th turn. The Romans win if they suffer fewer casualties than the Goths and nor more than 1/4 of their troops are casualties at the end of the 7th turn. Any other result is a draw. Casualties amongst Limitanei, and Volunteers do not count, as they are ‘expendable’. 

Scenario 2 -- The Battle of Chalons (AD 451)

This battle is another Roman/barbarian clash but is considerably different from the previous scenario. It is a large multi-player game set a century later when the west Roman army was in the final stages of disintegration, and most armies were primarily cavalry based. 

Historical background

This battle has been called one of the decisive battles of the western world as it checked the invasion of the west by Attila and the Huns. The regular Roman army had dwindled away to a shadow of its former self and Count Aetius, who controlled Gaul, had put together a loose alliance of Visigoths, Romans and other peoples of France (Alans, Franks, Burgundians and Armorican Britons) to stop the invasion. Attila also commanded a multi-national force with Ostrogoths, Gepids and a variety of Germanic peoples swelling the ranks of his Hunnic army. To quote Gibbon: “All the nations from the Volga to the Atlantic" were present.

The Huns advanced on Orleans where they had hoped the Alans (who had settled in the area) would join them. But Aetius got their first and enlisted the Alans, under Sangiban to his side. Attila then fell back on the plains of Champagne where he could find open terrain that would favour his cavalry army. He was hotly pursued by Aetius and gave battle at the Campus Mauriacus, near modern day Chalons. 

Aetius deployed with the Visigoths under their King Theodoric and his son Thorismund on the right, Sangiban's Alans in the centre and Romans and minor contingents on the left. The relations between the contingents was uneasy. Aetius had been using the Huns as allies against the Visigoths until very recently and the Alans were of dubious loyalty. Attila deployed with the Gepids on the right and Ostrogoths on the left, with his own Huns in the centre. Attila's German allies performed well but turned against the Huns immediately after Attila's death. 

The battle raged all day with the Huns routing the Alans (of doubtful loyalty) only to be driven back themselves by Visigothic cavalry, led by Thorismund, who swept down on their flank from a hill seized earlier in the day. The Huns fell back on their wagon laager and were saved by nightfall and the death of Theodoric. The Roman alliance was too fragile to allow a pursuit and many speculate that Aetius preferred not to completely destroy the Huns, as he needed them to counterbalance growing Visigothic power. 

The Game

We do not know how many troops were involved in the battle; some numbers quoted are wild exaggerations of up to 1,000,000 men. Nonetheless, given the large number of contingents present, it was probably a very large battle by Dark Age standards. Rather than attempting to scale down numbers, the scenario tries to provide a balanced game with contingents weighted according to their battlefield performance rather than potential numbers.

As a multi-player game a degree of role play and personal objectives have been added for interest. The Game is designed for an optimum number of 5 players representing Attila, Valamir, Adaric, Aetius, Theodoric and Sangiban. Other players could take on the roles of Thorismund, Sangiban or even the subordinate commanders.

Scale (approximate)
1 Heavy Infantry Stand = 1000 men

1 Light Infantry Stand = 500 men

1 Cavalry Stand = 500 men

Hun Order of Battle

The Hun army may contain up 850 points. The player taking the role of Attila decides how many points each contingent may contain from within the allowances listed below. Each of the player-characters then work out their forces, Attila deciding the composition of the infantry as well as his own contingent. He then decides how the infantry will be assigned; he may either give them all to Adaric or split them between Valamir and Adaric.

Atilla’s Contingent.
up to 350 pts from the following:

Attila


 1 General, 5 CPs @ 50 pts

Atilla's Comitatus
 2-4 Lance & Bow Cavalry, B Grade, MV +2 @ 16 pts

Hun Veterans

 2-6 Heavy Horse Archers, B Grade, MV +1 @ 13 pts

Hun Warriors

10-16 Light Horse Archers, B Grade, MV 0 @ 9 pts

Unit Points

 5-10 B Grade Units @ 5 pts 


Extra to upgrade Attila's Comitatus to PArmd @ 1 pt/stand

Extra to upgrade Attila's Comitatus to Armoured @ 2 pts/stand

Extra to upgrade any or all Hun Warriors to MV +1 @ 2 pts per stand


Valamir’s Contingent
Choose 200-250 pts from the following:
Valamir 

1 Contingent Commander
, 3 CPs @ 50 pts

Valamir's Comitatus
1-2 Germanic Cavalry, B Grade, MV +1 @ 15 pts

Ostrogothic Cavalry
4-10 Germanic Cavalry, B Grade, MV 0 @ 13 pts

Ostrogothic Archers
2-6 Foot Archers, C Grade, MV 0 @ 6 pts

Unit Points

2-5 B Grade units @ 5 pts

Unit Points

1-2 C Grade units @ 7 pts

Extra to upgrade Valamir's Comitatus to Partially Armoured @ 1 pt/stand

Adaric’s Contingent
Choose 150-200 pts from the following:
Adaric


1 Contingent Commander, 4 CPs @ 50 pts

Adaric's Comitatus
1-4 Germanic Cavalry, B Grade, MV +1 @ 15 pts

Gepid Cavalry

2-8 Germanic Cavalry, B Grade, MV 0 @ 13 pts

Gepid Archers

0-4 Foot Archers, C Grade, MV 0 @ 6 pts

Unit Points

2-4 B Grade units @ 5 pts

Unit Points

0-1 C Grade unit @ 7 pts

Extra to upgrade Adaric's Comitatus to Partially Armoured @ 1 pt/stand

Foot Troops
Choose 130-150 pts from the following:
Commanders

2 Commanders, 3 CPs each @ 25 pts

Commander's Comitati
2 Germanic Cavalry B Grade, MV +1 @ 15 pts

and/or Shock Infantry, B Grade, MV +1 @ 12 pts

Franks


2-4 Shock Infantry, B Grade, MV 0 @ 10 pts

Thuringians

2-4 Shock Infantry, B Grade, MV 0 @ 10 pts

Alamanni

0-2 Shock Infantry, B Grade, MV 0 @ 10 pts

Other Germanic foot
0-4 Dark Age Infantry, C Grade, MV 0 @ 6 pts

Unit Points

3-5 B Grade units @ 5 pts

Unit Points

0-1 C Grade unit @ 7 pts

Extra to upgrade any mounted Comitatus stands to PArmd @ 1 pt

Extra to upgrade any foot Comitatus stand to Armd @ 2 pts

The Roman Order of Battle

The Roman army may contain up to 850 points. Aetius assigns 130-150 points to Sangiban’s contingent; the remainder are split equally between Aetius and Theodoric 

Aetius’ Contingent
up to 360 pts from the following

Aetius


1 General, 4 CPs @ 50 pts

Aetius’ Comitatus
2-4 Heavy Horse Archers, A Grade, MV +2 @ 17 pts

Cavalry Commander
1 Commander, 3 CPs @ 25 pts

Comd’s Comitatus
1 Heavy Javelin Cavalry, A Grade, MV +1 @ 16 pts

Roman Cavalry

0-4 Heavy Javelin Cavalry, A Grade, MV 0 @ 14 pts

Armoricans

0-2 Heavy Javelin Cavalry, B Grade, MV +1 @ 14 pts

Light Cavalry

0-2 Light Javelin Cavalry, B Grade, MV 0 @ 9 pts




or Light Horse Archers, B Grade, MV 0 @ 9 pts

Limitanei

0-2 Light Javelin Cavalry, C Grade, MV 0 @ 7 pts

Frankish Cavalry
0-2 Germanic Cavalry, B Grade, MV +1 @ 15 pts

Infantry Commander
1 Commander, 3 CPs @ 25 pts

Comd’s Comitatus
1 Heavy Javelin Cavalry, A Grade, MV +1 @ 16 pts

Roman Infantry

2-6 Dark Age Infantry, C Grade, MV 0 @ 6 pts

Roman Archers

2-6 Foot Archers, C Grade, MV 0 @ 6 pts

Franks


2-6 Shock Infantry, B Grade, MV +1 @ 12 pts

Burgundians

0-4 Dark Age Infantry, C Grade, MV 0 @ 6 pts

Unit Points 

5-8 A or B Grade units @ 5 pts

Unit Points

0-5 C Grade units @ 7 pts

Extra to upgrade Aetius’ Comitatus to Partially Armoured @ 1 pt/stand

Extra to upgrade Aetius’ Comitatus to Lance & Bow Cavalry @ 1 pt/stand

Extra to upgrade any C Grade Infantry to B Grade @ 2 pts/stand

Reduction to convert any Roman heavy cavalry to Heavy Horse Archers @ -1 pt/stand

Sangiban’s Contingent
130-150 pts from the following



Sangiban

1 Contingent Commander, 3 CPs @ 50 pts

Sangiban’s Comitatus
1-2 Lance & Bow Cavalry, B Grade, MV 0 @ 12 pts

Alan Warriors

6-8 Light Horse Archers, B Grade, MV –1 @ 7 pts

Unit Points

3-4 B Grade units @ 5 pts

Extra to upgrade Sangiban’s Comitatus to Armoured @ 2 pts/stand

Theodoric’s Contingent
up to 360 pts from the following

Theodoric

1 Contingent Commander, 3 CPs @ 50 pts

Theodoric’s Comitatus
2-3 Germanic Cavalry, B Grade, MV +2 @ 17 pts

Dismounted Nobles
2-4 Dark Age Infantry, B Grade, MV +1 @ 10 pts

Visigoth Foot

6-12 Dark Age Infantry, C Grade, MV 0 @ 6 pts

Visigoth Archers
2-4 Foot Archers, C Grade, MV 0 @ 6 pts

Thorismund

1 Commander, 3 CPs @ 25 pts

Comitatus 

1-2 Germanic Cavalry, B Grade, MV +2 @ 17 pts

Thorismund’s Cavalry
4-6 Germanic Cavalry, B Grade, MV +1 @ 15 pts

Unit Points

4-8 B Grade units @ 5 pts 

Unit Points

1-4 C Grade units @ 7 pts

Extra to upgrade mounted Comitati to Partially Armoured @ 1 pt/stand

Extra to upgrade Dismounted Nobles to Armoured @ 2 pts/stand

Extra to upgrade any Visigoth Foot to B Grade @ 2 pts/stand

Aetius had a personal following of Huns since the 430s. The classification of his Comitatus as Heavy Horse Archers or Lance & Bow cavalry reflects this. The general conversion of Roman cavalry to horse archers probably only came to full fruition in the East under Persian influence. The option to treat some or all of the Roman cavalry as horse archers in this scenario is there for players who feel Hunnic influence was more widespread.

Germanic Comitati are assumed to have full body armour but unarmoured horses. It is possible, however, that some Alans had horse armour and the same possibility for Attila’s Comitatus cannot be ruled out.

Morale levels of Aetius’ Alan allies have been reduced from what might normally be expected to reflect their probable lack of enthusiasm.

Terrain.

This is a large cavalry battle requiring open terrain and room to manouvre. It is probably best played in 15mm scale or smaller but if larger scale figures are used the table should be at least 8’ x 5’. The Hun players set up the terrain choosing from: 

· 1 large hill which must be placed off to one of the flank on the centre line of the table.

· 0-2 pieces of difficult terrain (woods/orchards/village)

· 0-1 stream 

The stream, if used, must start and end at adjoining, not opposite, table edges and counts as a minor obstacle. The hill must be large enough to dominate the terrain but does not have any steep slopes.

Deployment

The Roman players choose which side of the table they wish to deploy on then set up all their troops anywhere up to bow range from the centre line. Historically the Visigoths were on the right, Alans in the centre and Romans/Franks on the left but players may choose to vary their deployment from this. Once the Romans are set up, the Huns do the same. The Huns have initiative on the first turn.

Two Player Variation.

Each army may contain up to 500 points. One player chooses to take either Aetius’ or Theodoric’s contingent and adds Sangiban’s contingent. The other player takes Attila’s contingent and adds the Foot Troops. 

Special Rules.

· The Alans may not initiate any charges before the 6th turn and then only if the Romans are clearly winning. They may countercharge if charged only if there is no other option. This is to reflect their lack of enthusiasm and desire not to commit to a potentially loosing cause. 

· The Hun light horse archers are A2/D1/S2/L-, other light horse archers are A1/D1/S2/L1

· The General must write orders for each contingent (ie Aetius writes orders for Theodoric and Sangiban). If players on the same side wish to discuss tactics, their respective figures must be in base to base contact on the table, otherwise the only allowed communications are by messages, ideally through an umpire. 
Victory Conditions

If Attila is killed or more than more than ½ the actual Huns (excluding German allies) are killed or driven off table, the Romans win. Otherwise whichever side has the least number of casualties by the end of the 8th turn wins. Individual players have the following additional victory conditions:

· Attila wins if he is still alive, the Huns win, and no more than ¼ actual Huns (excluding German Allies) are casualties at the end of turn 8.

· Adaric wins if he is still alive, the Huns win, and more Huns than Gepids are casualties at the end of turn 8

· Valamir wins if the Huns win and the Ostrogoths inflict more casualties on their opponents than the Gepids did on theirs by the end of turn 8.

· Aetius wins if he is still alive, the Romans win, and the Visigoths have more casualties than the Romans at the end of turn 8

· Theodoric wins if the Romans win and no more than ¼ of the Visigoths are casualties at the end of turn 8.

It is quite possible for more than on player to win. Note that Theodoric and Valamir do not have to survive to win. In fact, a heroic death could even be considered to contribute to victory. Attila, Aetius and Adaric, however, have future plans that requires their continued existence.

Scenario 3 -- The Battle of Daras AD 530

Historical Background

The young East Roman General Belisarius in his first major command was sent to defend the city of Daras from the Persians. His army of 25,000 men was demoralised as a result of a string of defeats against the Persians and they had come to view a Persian victory as inevitable. Belisarius dug a trench in front of the city to protect his unreliable infantry and deployed his cavalry on the two wings. The left wing was commanded by Bouzes, the right by 5 commanders (John, Cyril, Marcellus, Germanus and Dorotheus) while Belisarius and Hermogenes held the centre. Two groups of Massagetae (Huns) were deployed just in front of the trench to support the wings, and a group of 300 Heruls (Germans) under Pharas were concealed on a hill slope on the left, ready to charge down on the flank of the Persians.

The Persian army is said to have numbered 40,000 and was commanded by Perozes who had the title of Mirranes. The Persian right was under Pityaxes and the left under Baresmanas. After two days of inconclusive skirmishing, the Persians were reinforced by another 10,000 men and launched an attack on the Roman left. Prior to this, Persian champions issued two challenges to single combat, both of which were defeated by Andreas, one of Bouzes’ personal attendants.

The Persians adopted a deep formation and attacked in two lines so as to keep up a constant rotation of fresh troops. Perozes kept the elite Immortals back as a reserve. The Persians got the best of the missile exchange, thanks to their line rotation and when arrows were exhausted they attacked. Pityaxes, leading a unit called the Cadiseni, drove back Bouzes’ cavalry but was hit in the rear by Pharas who sprung his ambush from the hill. At the same time 600 Massagetae under Sunicas and Aigan moved in from the centre to attack the pursuing Persians. Pityaxes’ men were routed with 3000 casualties and fell back to rally on their infantry centre. 

Following the defeat of his right wing, Perozes sent his reserve to reinforce the left wing and attacked there. The Persians succeeded in routing the Roman right wing but Belisarius again sent in another contingent of Massagetae, and his own reserve, to save the day. The Romans surrounded the pursuing Persians and killed 5,000 of them, including their commander Baresmanas. When the Persian left wing cavalry fell back the infantry panicked and ran. 

The Game 

This game recreates the Persian right wing attack. It is virtually an all-cavalry action in which the object is for the Persians to thoroughly defeat the Roman left, ideally without having to commit the reserves. It can be played with two players, taking on the roles of Bouzes and Pityaxes or with additional players for any of the other Leaders.

Scale

1 Heavy infantry stand
= 1000 men

1 Light infantry stand 
= 500 men

1 Cavalry stand

= 300 men 

Roman Order of Battle

The Roman army must include: 1 General, 2 Contingent Commanders and 2 Commanders; 24 cavalry; and 8 -16 infantry from the following:

Reserve

General



Belisarius 
5 CPs

Belisarius’ Comitatus

2-4 Lance & Bow Cavalry, A Grade, PArmd, MV +1

Left Wing Contingent

Contingent Commander

Bouzes, Dice for CPs

Bouzes’ Comitatus

1-2 Lance & Bow Cavalry, A Grade, MV +1

Herul Commanders

Pharas, 4 CPs

Pharas’ Comitatus (Heruls)
1 Germanic Cavalry, B Grade, MV +2

Foederati


2-4 Germanic Cavalry, A Grade, MV 0

Roman Cavalry


6-8 Heavy Horse Archers, A Grade, MV 0

Centre Contingent


Contingent Commander

Hermogenes, Dice for CPs


Hermogenes’ Comitatus

1-2 Lance & Bow Cavalry, A Grade, MV +1


Massagetae Commanders*
Sunicas and Aigan, 3 CPs

Massagetae Comitatus

2 Lance & Bow Cavalry, B Grade, MV +2

Massagetae Cavalry

0-4 Light Horse Archers, B Grade, MV +1

Roman Infantry


4-8 Roman Infantry, C Grade, Armd, MV –1 

Roman Archers


4-8 Foot Archers, C Grade, MV –1

Any number of the Roman foot may be upgraded to B Grade


Bouzes’ Contingent contains two Commands: Pharas commands the Heruls and may in addition have up to 4 other cavalry; Bouzes commands the rest personally. The Massagetae commanders (*represented by a single leader for game purposes) command only Massagetae, Hermogenes commands the infantry directly. 

Persian Order of Battle

The Persian army must include: 1 General, 1 Contingent Commander and 2 Commanders; 40 Cavalry + an additional 2 cavalry for each heavy infantry stand above 4 in the Roman army; and an additional 1 cavalry for every light infantry stand above 4 in the Roman army

Reserve

General



Perozes

Perozes’ Comitatus

1 Lance & Bow Cavalry, A Grade, Armd, MV +2

Immortals


2-4 Lance & Bow Cavalry, A Grade, Armd, MV +2

Right Wing Contingent

Contingent Commander

Pityaxes, Dice for CPs

Pityaxes’ Comitatus

1-2- Lance & Bow Cavalry, A Grade, Armd, MV +2

Subordinate Commanders
2 Commanders, 3 CPs each

Sub. Commanders’ Comitati
2 Lance & Bow Cavalry A Grade, Armd, MV +1





and/or Light Horse Archers, A Grade, MV +1





and/or Cataphracts, A Grade, Armd, MV +1

Elite Clibanarii


2-4 Lance & Bow Cavalry, B Grade, MV +1

Clibanarii


16-20 Heavy Horse Archers, B Grade, MV 0

Cadiseni


0-4 Cataphracts, B Grade, Armd, MV +1

Light Cavalry


10-12 Light Horse Archers, MV 0, B Grade

Up to 4 Clibanarii or Elite Clibanarii may be Armoured

One additional Clibanarii or Elite Clibanarii stand may be Armoured for each stand the Roman player upgrades from C to B Grade.

Pityaxes’ Contingent is divided into two commands, representing the two lines with Pityaxes himself only directly commanding his own Comitatus. Subordinate Commanders’ Comitati can only be of a troop type in that command. For example if the command contains light cavalry the Comitatus of that commander may be light cavalry, but not if it doesn’t. 

There is no evidence that the Cadiseni were cataphracts, players may choose to represent them by the elite clibanarii if they prefer. 

Terrain and Deployment.

The battle requires both breadth and depth to give sufficient room for manouvre, consequently it is probably best played in 15mm or smaller scale. 25mm is manageable but will require an 8’ x 6’ table or larger. 

The Roman player sets up the terrain choosing from:

1 large hill covered with light scrub providing concealment but not difficult terrain

0-2 smaller hills

0-1 orchard or vineyard (providing concealment but not counting as difficult terrain)

The Roman then chooses which side of the table he wishes to deploy on and sets up his troops according to the following guidelines:

Belisarius and the Reserve are off table to the rear of the Roman deployment area.

Pharas’ command does not need to be set up. It may be concealed in the orchard or behind the hill or off table on the Roman left table edge. These troops need not be placed on table unless they move or shoot or until the Persians are within one javelin throw of them.

The Roman Infantry must be deployed flush with the right hand table edge, no closer than twice bow range from the centre line of the table. They have a trench in front of them which counts as a major obstacle. 

Other Roman troops may be deployed anywhere on the Roman half of the table up to bow range from the centre line (no restrictions to the sides).


Once the on-table Roman troops are deployed the Persian sets up anywhere on his half of the table up to bow range from the centre line and table sides. Perozes and the Reserve are initially off table behind the Persian deployment area.

The Persians have initiative on the first game turn, thereafter dice for initiative.

Special Rules

· The Roman infantry may not initiate any charges.

· No troops from Centre Contingent are allowed to move from their initial deployment positions unless enemy troops are within bow range or Belisarius changes their orders. For this to happen, Bouzes must send a request for help to Belisarius (counts as sending orders – see 3.10) and then Belisarius must give orders to Hermogenes. Orders can either be passed by messenger or if the Leader figures are in base to base contact. If Belisarius is off table, the messenger is assumed to reach him as soon as he leaves the table. 

· Reserves may move on to the table any turn after the 3rd. To do so the player must roll a D6 in the command phase. If the result is 3-4 they arrive immediately, on a 2 they arrive the following turn an a 1 in two turns. Reserves may arrive in any formation measuring their moves from the table edge. 

· If Pharas’ command is kept off table rather than hidden by terrain features, they must also dice to arrive using the same procedure. The Persian player can act with the knowledge of their imminent arrival in the case of a 1 or 2 being rolled on the assumption that scouts have located them.

· The optional ammunition re-supply rule should be used.

Victory Conditions

The game ends at the completion of the 9th turn or players can decide to end it when a conclusion is obvious. Victory is determined by adding the following pts:

Each enemy casualty




+2

Each enemy Contingent Commander killed or routed
+1

Each enemy General killed or routed


+2

Reserves Committed




-2

Each Friendly A Grade Casualty



-1

Romans





+2

The side with the most points wins. If one side has twice as many points they win decisively. The Romans have a 2 point bonus, reflecting their lower numbers and the strategic requirement for the Persians to inflict serious damage. 

Reserves are deemed to have been committed if any of them (including the general) move on to the table. Since players are taking the roles of the wing commanders, they are encouraged to succeed without having to call in the reserves. Even if they are slightly getting the worst of it, it may be better strategically to concede and leave the reserves uncommitted to switch the attack to the opposite flank.

Scenario 4 -- The Battle of Dasymon (Amorium) AD 838

This scenario presents a large scale Arab-Byzantine conflict in which a besieged force tries to break out while it has a temporary advantage of numbers.

Historical Background

Caliph Abu Ishak al-Mu’tasim invaded Anatolia with a large army of around 80,000 men to avenge a successful Byzantine attack on the Caliphate the previous year. His army included units of Turkish slave soldiers – forerunners of the Ghulams. The Arabs laid siege to Amorium with their infantry while the bulk of their cavalry ravaged the countryside.

The Byzantine Emperor Theophilus reinforced Amorium with regional troops from the Anatolian Theme under the Strategos Aetius, while he took command of the central field army (Tagmata) himself in an attempt to break the siege. Included with Theophilus’ troops were a large number of Khurrami Persians.

Theophilus waited until the Arab cavalry were away raiding then attacked their infantry. The battle was going the Byzantine way until about midday when the Arab cavalry returned and drove back the now exhausted Byzantines. The Turkish slave soldiers were particularly effective.

Theophilus lost too many men to try again to break the siege. Amorium fell after a long siege and the inhabitants were slaughtered. The following year the Caliph tried to assemble a fleet to attack Constantinople but it was destroyed in a storm.

The Game

The object of the game is for the Byzantines to defeat the besiegers before the Arab cavalry return. The numbers of troops have been scaled down to make the game manageable.

Scale

Cavalry Stand

= 750 men

Heavy Infantry Stand 
= 2000 men

Skirmisher stand 
= 1000 men 

Byzantine Order of Battle

Although it is possible for one player to manage, the Byzantine army is best split between at least two players with one taking the role of Theophilus and also controlling the Khurramis and the second playing Aetius. The army may contain up to 650 points in total.

Tagmata Choose 200-260 points from the following:

General


Emperor Theophilus, Dice for CPs @ 50 pts

Hetaeria (Comitatus)
1-2 Lance & Bow Cav, A Grade, MV +2 @ 18 pts

Cavalry


8-12 Lance & Bow Cav, A Grade, MV +1 @ 17 pts

Unit Points

5 A Grade Units @ 5 pts

Extra to upgrade any Tagmatic troops to P Armd @ 1 pt 

Extra to upgrade Hetaeria to Armoured @ 2 pts

Reduction to convert any number of Tagmatic cavalry to Lancers @ -2 pts

Khurrami Contingent: Choose 180-210 points from the following:

Contingent Commander
Dice for CPs @ 50 pts

Comitatus

1-2 Lance & Bow Cav, B Grade, Armd, MV +1 @ 16 pts

Heavy Cavalry

6-8 Heavy Horse Archers, B Grade, MV 0 @ 11 pts

Light Cavalry

4-6 Light Horse Archers, C Grade, MV 0 @ 7 pts

Unit Points

2-4 B Grade units @ 5 pts

Unit Points

1-2 C Grade units @ 7 pts

Extra to upgrade up to ½ Heavy Cavalry to Armoured @ 2 pts

Anatolian Thematic Contingent: Choose 200-250 points from the following

Contingent Commander, Strategos Aetius, dice for CPs @ 50 pts

Comitatus

1 Lancers, A Grade, MV +1 @ 14 pts

1st Class Cavalry
0-4 Lancers, B Grade, MV 0 @ 10 pts

2nd Class Cavalry
2-4 Lancers, C Grade, MV 0 @ 8 pts

Infantry Commander
3 CPs @ 25 pts

Comitatus
1 Lancers, A Grade, MV+1 @ 14 pts



or 1 Spearmen, A Grade, Armd, MV+1 @ 15 pts

Infantry

3-6 Spearmen, C Grade, MV 0 @ 7 pts

Archers

3-6 Foot Archers, C Grade, MV 0 @ 6 pts

Light Infantry
0-4 Skirmishers, C Grade, MV 0 @ 6 pts

Unit Points
2-4 A or B Grade units @ 5 pts

Unit Points
2-6 C Grade units @ 7 pts

Extra to combine equal numbers of Archer and Spearman stands into 2 Spear & Bow stands @ 3 pts (eg: 1 Archer + 1 Spearman converted to 2 Spear & Bow)

Extra to upgrade Comitatus to Lance & Bow Cavalry @ 2 pts

Theophilus' command is in 5 units to represent the Hetaeria (a bodyguard) and the 4 cavalry regiments of the Tagmata. Thematic (regional) cavalry are classed as lancers because the use of archery had declined amongst the Byzantines by this time. Horse armour was rare, although possibly more common amongst the Persians than Byzantines.

Arab Order of Battle

The Arab player selects 400-500 points from the following:

Reserve 

Caliph Mu’tasim
1 General,  Dice for CPs @ 50 pts

Comitatus
1-2 Lance & Bow Cavalry, A Grade, MV +2 @ 18 pts

Slave Soldiers
4-6 Lance & Bow Cavalry, A Grade, MV +1 @ 16 pts

Turks

0-4 Light Horse Archers, C Grade, MV +1 @ 9 pts

Unit Points
2-3 A grade units @ 5 pts

Extra to upgrade Comitatus to armoured @ 2 pts

Infantry 

Commander
1 Commander, 3 CPs @ 25 pts

Comitatus
1-2 Lancers, B Grade, MV +1 @ 12 pts

Elite Infantry
0-3 Spearmen, B Grade, Armd, MV +1 @ 12 pts

Arab Infantry
6-8 Spearmen, B Grade, MV 0 @ 9 pts

Arab Archers
6-8 Foot Archers, B Grade, MV 0 @ 8 pts

Hillmen

0-8 Javelinmen, C Grade, MV 0 @ 6 pts

Skirmishers
0-4 Skirmishers, C Grade, MV 0 @ 6 pts

Unit Points
4-6 B Grade units @ 5 pts

Unit Points
0-3 C Grade units @ 7 pts

Extra to combine equal numbers of Archer and Spearman stands into Spear & Bow @ 3 pts

Extra to upgrade up to ½ Spearmen to Armoured @ 2 pts

Cavalry

Commander
0-1 Commander, 3 CPs @ 25 pts

Comitatus
0-1 Lancers, B Grade, MV +1 @ 12 pts

Arab Cavalry
0-4 Lancers, B Grade, MV 0 @ 10 pts

Light Cavalry
0-4 Light Javelin Cavalry, C Grade MV 0 @ 7 pts

Unit Points
0-2 B Grade units @ 5 pts

Unit Points
0-1 C Grade unit @ 7 pts.


The Arab army is fairly conjectural based on the assumption that most if not all the cavalry were away when the Byzantines attacked. The inclusion of a small cavalry command is to provide a bit of variation. The Hillmen represent Anatolians, Cilicians and Daylamis.  

The game length is determined by the number of troops the Arab player selects. It lasts 5 turns if he has 400 points or less and increasing by 1 game turn for every additional 25 points.

Terrain and Deployment

The battlefield should represent the open but hilly terrain of western Anatolia. Since it took place outside a town most features other than hills should be light cover such as orchards and vineyards. The River Halys was nearby and could be used to mark of one edge of the battlefield with a few streams running into it.

The Byzantine player sets up terrain, the Arab play chooses sides and then the Anatolian Byzantine player deploys all his troops up to bow range from the centre line. The Tagmata and Khurrami contingents start the game off table and the Byzantine player(s) must note their intended entry points on a sketch map. They may enter anywhere on the Byzantine player's half of the table, either on the back edge or sides, and they do not need to enter from the same point. 

Once the Anatolians are deployed the Arab player deploys all his troops up to bow range from the centre line on the opposite end of the table. The Byzantines have initiative on the first turn, thereafter, dice for initiative. The Tagmata and Khurrami's may enter the table on the first turn of the game at the points marked. They may arrive in any formation and measure their movement from the table edge.

Victory Conditions

The Byzantines win if by the end of the 6th turn (+1 turn for every 25 points over 400 in the Arab army) they have suffered less casualties than the Arabs and at least 1/3 of the Arab A or B Grade troops are casualties, or the Caliph is a casualty. Any other result is an Arab victory.

Scenario 5 -- Viking Raid AD 865

This scenario represents the kind of small scale unrecorded warfare that was endemic throughout the Dark Ages. It is set in Carolingian France at the time of a fairly successful local resistance led by Robert the Strong, Marquis of Neustria against the Vikings in the Loire Valley. It is a fictitious scenario and could easily be given any historical or geographical setting such as a Romano-British defence against Picts, Scots or Saxons, for example.

The Game

A large well equipped party of Vikings has plans to plunder a village, rumoured to hold great treasures. Unknown to them, Robert the Strong's spies have reported their movements and given time for a local resistance to be organised. Local levies have been called out to hold the village against the attack, which is expected at any moment, while Robert gathers his forces.

Scale

This game is particularly appropriate for 25 mm figures or larger. It could easily be adapted to individually based figures up to 54mm scale. If using individual figures, count each figure as a stand but keep the normal 25mm ground scale (1 javelin throw = 60mm). Double the 25mm ground scale for 40-54 mm figures.

Heavy Infantry Stand
= 10 men

Light Infantry Stand
=  5 men

Cavalry stand

=  5 men

Wagon 


= 2 wagons

Viking Order of Battle 

Choose 25 stands from the following:

General


1 General, Dice for CPs, 

Hird (Comitatus)
1 Shock Infantry, B Grade, Armd, MV +2

Warriors

16-20 Shock Infantry, B Grade, MV +1

Archers 

0-8 Foot Archers, B Grade, MV +1

Skirmishers

0-4 Skirmishers, B Grade, MV +1

Wagons

1-2 Wagons,

As many stands of warriors as the General has CPs may be upgraded to Hird

Any number of stands may be mounted on horses, reducing the total allowable for that troop type by one for every two stands which are mounted. For example: 10 mounted warriors would reduce the maximum allowed from 20 to 15.  Such mounted troops count as Mounted Infantry if fighting while mounted.

Frankish Order of Battle

Local Levies 17 stands chosen from the following:

Contingent Commander, dice for abilities 

Comitatus

1-2 Germanic Cavalry, B Grade, MV +1

Infantry


6-8 Dark Age Infantry, C Grade, MV 0

Light Infantry

4-6 Archers and/or Skirmishers, C Grade, MV 0

Villagers

4 Armed Rabble, C Grade, MV 0

Neustrian Exercitus

General


Robert the Strong, Dice for CPs +1 (Max  5)

Scara (comitatus)
1 Germanic Cavalry, B Grade, PArmd, MV +2

Milites


12 Germanic Cavalry, B Grade, MV +1

As many stands of Milites as the General has CPs may be upgraded to Scara

Terrain 

The battlefield should represent the rolling, wooded and agricultural countryside of the Loire Valley with a village and a stream with a ford. The stream counts as a major obstacle except at the ford.


In addition the stream, village and ford which should be laid out as per the map, the Frankish player lays out the following terrain:

· 2-4 hills, 

· 1-2 pieces of difficult terrain (marsh and/or woods but no towns)

· 0-1 pieces of light cover

Once these are laid out the Frankish player may place one additional terrain piece from the above list.

Deployment.

The Frankish Levies may be deployed anywhere to the south of the stream. Villagers must be deployed in the village. The Vikings arrive in March Column on the first turn from the north side and have initiative on the first turn. The Neustrians dice to arrive on the 5th turn, arriving on a 4-6 (+1 for each turn after the fifth). They arrive in March Column from the Southwest corner.

Loot

The Vikings may begin looting if they have any stands in the village and all Franks have been driven out. It takes 4 stand-turns to loot the village and load the wagons (ie: 4 stands take 1 turn, 1 stand takes 4 turns). A looting stand is unformed and may make no other action while looting.

Victory Conditions

The Vikings win the game if they successfully loot the village and get at least one wagon off the North table edge without loosing more than 5 stands. The game is a draw if they loot the village, get at least one wagon off and loose 6-8 stands. Any other result is a Frankish victory. 

Scenario 6 -- The Battle of Dorylaeum AD 1097

A classic clash of shock troops against skirmishers, this battle was one of the opening moves of the First Crusade. 

Historical Background

Following the fall of Nicea the Crusaders were on their way through Asia Minor to Antioch when their vanguard of Italo-Normans and Byzantines was hit, as it was setting up camp, by the Turkish army of Sultan Arslan. The Turks were apparently unaware that two more columns of Crusaders were nearby and launched their full attack against the Vanguard commanded by Count Bohemond. Bohemond dismounted his knights and held his ground, sending a message for help to the main column which was commanded by his rival Raymond de Saint Gilles. The Turks were hard pressed to deal with the reinforcements and when a third column under Bishop Adhemar du Puy arrived in their rear they broke contact and left the way open to Antioch.

The Game

This makes a good two player game but can be even more fun if there are at least are at least 5 players with individual victory conditions. This allows the rivalries between various historical characters, such as Bohemond and Raymond, to be brought into play. Bohemond could, for example, be encouraged to try to defeat the Turks unaided (a difficult proposition) while Raymond will try to steal the credit for victory himself. An additional player could control the small Byzantine Contingent, commanded by Taticius, with victory conditions aimed at making him avoid combat (whilst not actually allowing the Turks to win) and thereby helping as  many troublesome Crusaders as possible realise their dream of becoming martyrs. It is also known that the Crusaders favoured the more reasonable Raymond, in preference to the hot-headed Bohemond so Taticius might also be encouraged to support Raymond's victory conditions (for example if Bohemond does not call for help, Taticius might do it for him.

There is no General on the Crusader side, just three independent Contingent Commanders none of whom have line of command over the others.

On the Turkish side, the Danishmends had been in open rebellion against the Seljuks and had only just patched over their quarrel to meet the common threat. They might, therefore, be quite happy to see the Seljuks and others do most of the fighting.

Scale

Cavalry Stand

  300 men

Heavy Infantry Stand
1000 men

Light Infantry Stand
 600 men

Crusader Order of Battle

Byzantines 8 stands chosen from the following:

Contingent Commander, Taticius, 3 CPs

Comitatus

1-2 Lance & Bow Cav, A Grade, MV+1

Varadiots

0-3 Heavy Horse Archers, A Grade, MV 0

Cavalry


0-3 Lancers, B Grade, MV 0

Infantry


0-2 Spearmen, C Grade, MV 0

Peltasts


2-4 Foot Archers, C Grade, MV 0

Vanguard 14 stands chosen from the following:

Contingent Commander, Bohemond, Dice for CPs 

Italo-Norman Knights
2-4 Knights, C Grade, PArmd, MV +2 (Comitatus)

Heavy Infantry

3-5 Dark Age Infantry, C Grade, MV 0

Light Infantry

3-5 Archers and/or Crossbowmen, C Grade, MV 0

Pilgrims


2-4 Armed Rabble, C Grade, MV +1

Baggage

1 Wagon, C Grade, MV 0

Main Body 14 stands chosen from the following:

Contingent Commander, Raymond, 3 CPs

Comitatus

1-2 Knights, B Grade, PArmd, MV +2

Other Knights

3-4 Knights, C Grade, PArmd, MV +1

Heavy Infantry

3-4 Dark Age Infantry, C Grade, MV 0

Light Infantry

3-4 Archers and/or Crossbowmen, C Grade, MV 0

Pilgrims


2-4 Armed Rabble, C Grade, MV +1

Baggage

1 Wagon, C Grade, MV 0

Most non-Byzantine troops have been classified as C Grade to reflect their inexperience in this type of warfare, particularly a lack of experience in dealing with horse archers. Later battles in the Crusade should probably upgrade Knights and some infantry to B Grade. Raymond's Comitatus is B Grade to reflect greater steadiness and reliability. 

All Foot Archers may have the higher defence factors (A0/D2/S2/L2.) to reflect closer order and steadiness. 

Any number of Spearmen or Dark Age Infantry, and Archers, can be combined into Spear & Bow units.

Turk Order of Battle

Choose 30 Stands from the following:

Reserve

General


Sultan Kilij Arslan, 3 CPs

Sultan's Ghulams
1-2 Heavy Horse Archers, A Grade, Armd, MV +2 (Comitatus)

Seljuk Ghulams

4-6 Heavy Horse Archers, A Grade, MV +1

Cappadocian Command

Commander

Emir Hassan, 3 CPs

Seljuk Ghulams

1-2 Heavy Horse Archers, A Grade, MV +1 (Comitatus)

Turcomans

8-10 Light Horse Archers, C Grade, MV 0

Baggage

1 Wagon, C Grade, MV 0

Danishmend Contingent

Contingent Commander, Danishmend, Dice for CPs

Ghulams

2-3 Heavy Horse Archers, A Grade, MV 0 (Comitatus)

Turcomans

8-12 Light Horse Archers, C Grade, MV -1

Baggage

1 Wagon, C Grade, MV 0

Terrain and Deployment

The Battlefield should be open rolling terrain with a few copses of wood or orchards. The Turkish player lays out terrain choosing from the following:

· 1-3 gentle hills

· 0-1difficult terrain  

· 0-2 light cover
The Crusader player (Bohemond) may add one additional terrain piece from the above list.

All troops begin the game off table. The Byzantines enter automatically in March Column at the Crusader entry point on the first turn. The Vanguard follows also in March Column once the rear of the Byzantine column has cleared the table edge. The Crusader Main Body may arrive one turn after a messenger sent for help leaves the table or 4 turns after first contact with the Turks if no messenger is sent. The Main Body must roll a 4-6 on a D6 to arrive (+1 for each succeeding turn)

If the Vanguard reaches the Camp area before contact is made, they will halt and begin to make camp. Whilst doing this, all the Crusader foot troops will become unformed (busy setting up), with all the Byzantines on guard. The knights will remain formed but dismounted in the centre of the camp area.

The Turks may enter in any formation on any turn, anywhere in the Southeast quadrant (as marked on the map). They must dice for arrival by command, arriving on a 3-6 (+1 for each subsequent roll). They may choose to enter all at once or delay arrivals for some commands to increase uncertainty in the minds of the Crusader players.

Tactical Tips

The Turks have all the initiative, picking where and when to attack, with very little the Crusaders can do about it. The Turks should try to wear down their opponents with constant archery fire, employing units in successive waves with units shooting then withdrawing to be replaced by others. In this way the Crusaders will take constant DPs without being able to concentrate return fire on any one unit. Being C Grade, most Crusaders will have difficulty in removing DPs without active intervention by their leaders. Ghulams should be kept nearby ready to charge home on any opponents who become shaken.

It is probably impossible for Bohemond to hold on without calling for help. Eventually his troops will become too worn down to hold off a Ghulam charge. The best Crusader tactic is to keep the knights out of trouble behind the infantry (possibly dismounted to reduce missile casualties). If Bohemond can hang on until help arrives, the Turks will have difficulty dealing with fresh troops.

 

  

 Victory Conditions

The Crusaders win if by the end of the 9th turn no more than 4 stands have been actually eliminated (not counting Pilgrims and not counting shaken stands). The Turks win if the Crusaders do not win and no more than 4 stands of Ghulams have been eliminated. Any other result is draw. 

A player-character who is killed cannot win. Otherwise personal victory conditions are determined by adding the following points:

Taticius

Draw

 3

Crusader Victory

 2

Each Byzantine casualty

-1

Bohemond killed

 1

Bohemond


Crusader Victory



 
 
 3


Raymond Killed
 
 1



Main Body still off table on turn 7 
 
 1

Raymond

Crusader Victory





 3

Each Ghulam casualty caused by Raymond's troops
 1

Bohemond Killed

 1

Sultan Kilij Arslan

Turkish Victory
 3

Danishmend

Turkish Victory
 2

Draw
 1

Each Seljuk Ghulam casualty
 1

Each Danishmend casualty
-1
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Scenarios











Roman Deployment Area.


Bow range from centre and side edges





Gothic Deployment Area. Bow range from centre and side edges
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Historical Deployment


A. Pityaxes’ cavalry in two lines


B Persian infantry


C. Perozes and the Immortals


D. Baresmanas’ cavalry in two lines


1. Pharas’ Heruls


2. Bouzes’ cavalry


3. Massagetae


4. Roman infantry behind trench


5. Belisarius’ reserve


6. Roman right wing cavalry
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Other Romans may deploy anywhere up to bow range from the centre





Persians may deploy anywhere up to bow range from the centre and table sides.





Roman infantry deployed flush with the right hand table edge, up to twice bow range from the centre and behind a trench 








Persian and Roman Reserves not initially deployed on table
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Village





Ford





Stream





Viking Entry Point





Neustrian Entry Point
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Turkish entry area





Crusader entry point





Camp Area
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Movement and actions for Pilgrims are random. Once contact has been made, they must take a control test each turn, even if being controlled by a leader. If they get an unauthorised advance (result of 5-6) they must advance to 1 javelin throw from the nearest Turks and try to "convert the pagans". How the Turks decide to react to the word of God is completely up to the Turkish player.


Any Turcomans or Pilgrims coming within 1 javelin throw of enemy baggage must roll a die. On a result of 6 they will ignore all other actions and leaders, and attempt to loot the baggage. This result take precedence over "converting the pagans", the lust for wealth being a greater attraction than the lust for souls.








Special Rules: 
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