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Getting Started
1.1
What You Need to Play:
· Stands. These are the game’s basic playing pieces. They are pieces of cardboard or similar material cut out to a standard size, mounting a group of miniature figures (see 1.7). Thick card is the most suitable material to use for stands but you should be careful that it is thick enough not to warp when painted or textured. The addition of magnetic strips across the bottom of the card base can be useful for transporting the figures in metal or metal-lined boxes and can also help to stiffen thinner card and prevent warping.  It is possible to play the game using the Stands as counters marked with appropriate symbols to distinguish troops types (without figures) and new players might like to do this to experiment with the rules while they raise their armies of miniatures.

· Figures. Commercial figures are readily available in metal or plastic in 4 major scales. These are: 25mm; 20mm; 15mm and 6mm with the scale supposedly the height of an average figure. In practise, the figures from various manufacturers vary considerably in size and proportions, with most figures being 2-3mm larger than their nominal scale. Figures are normally supplied unpainted but it is possible to buy painted figures. Although several individuals and companies offer painting services, raising and painting an army is one of the great attractions of this hobby and it gives the player a personal connection with the troops he uses. 

· Measuring sticks or tapes to measure move distances and ranges. These can be cut from card or made from wood. These should be at least 24cm long, and, if using 15mm scale, (see 1.7) marked in 4 cm graduations, or in 6 cm graduations for 25 mm scale. 

· Dice. Several normal 6-sided dice (D6), and Average dice (AvD) marked 2-3-3-4-4-5. If you do not have AvD you can throw a D6 and count 1 as 3, and 6 as 4.

· Playing Area.  A table top or other playing surface large enough to accommodate the number of units in use. A small skirmish in 15mm scale could be fought out on a 4 x 2 foot surface, while a 6 x 4 foot surface will handle most full scale battles in that scale. Games in 25 mm scale will require at least 6 x 4 foot tables but 8 x 5 or larger will be better, especially if a lot of cavalry are involved. Dining room tables are usually a bit too small for larger games, so you will most likely have to get hold of some boards which can be laid on top of a normal table to give a larger playing area. Chip or press-board is the cheapest, is easily obtainable from DIY stores and comes in 6 x 4 pieces.

· Terrain. You will need three dimensional terrain features to cover the battlefield. The easiest and most flexible method is to cover the playing surface with a green or brown cloth, creating hills by putting something underneath. Buildings and trees can be scratch built or bought from hobby or model shops. Roads are best represented by masking tape and strips of blue cloth can serve for rivers. For those with the talent, more elaborate terrain can be built and many varieties of beautifully sculpted terrain are available commercially. Terrain features can include anything that would be found on a Dark Age battlefield and for game purposes are classified as one of the following:

· hills (which can have steep and gentle slopes); 

· linear obstacles such as streams, hedges, ditches and fortifications;  

· difficult  terrain such as woods, marshes and towns;

· light cover, such as orchards, vineyards and scrub

· roads, bridges and fords.

Disorder Markers - small pebbles or pieces of gravel (easily obtainable from pet shops) to indicate each disorder point (DP) on a unit (see 4.1). Units will accumulate and loose these points throughout the game. Pieces of gravel make especially good markers for this purpose since they can be easily handled and blend in well with the battlefield terrain. Players may find it useful to use other markers, such as small counters or individual figures to keep track of some other actions such as command point allocation (see 3.11). Some suggestions for markers can be found at Appendix 1.

1.2
Organising Figures
[image: image3.wmf]Comitatus classifies all troops according to their behaviour on the battlefield. There are 6 major categories of troops: 

· Light Infantry (LI) 

· Heavy Infantry (HI) 

· Light Cavalry (LC) 

· Heavy Cavalry (HC) 
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Shock Cavalry (SC) 

· Special Troops. 

Each category is further broken down into sub-categories, which define the characteristics and abilities of each troop type. These abilities are expressed in Attack (A), Defence (D), Short Range Missile (S) and Long Range Missile (L) factors.  Attack Factors represent élan and willingness to close to combat, combined with weaponry and armour; Defence factors are similar but represent staying power and unit cohesion. Missile Factors are the ability of troops to inflict significant damage on opponents at those ranges. The higher the factor, the better that particular category of troops are at that function. A Missile Factor of ‘-’ indicates those troops have no effect at that range. A factor of ‘0’ means those troops have low effect. 

Light Infantry. These are generally lightly armed and equipped men who fight in loose or dispersed formations, primarily with missile weapons. They are most useful supporting heavier troops, delaying and harassing enemy, or operating in difficult terrain.

· Skirmishers.  A2/D1/S3/L-.  Light javelinmen and slingers whose job it is to skirmish at a distance, harassing enemy with missiles while avoiding close combat.

· Archers.  A0/D1/S3/L2.  All types of foot archers.  They will usually operate in dispersed formations but may form up to fire volleys or to support Heavy Infantry.  Some (particularly in Arab armies) may have been expected to hold ground and would have been equipped with good swords, shields and possibly spears, armour or pavises. Such troops have the following factors: A0/D2/S2/L2. This reflects greater staying power balanced by a reduced ability at short range as troops prepare for potential close combat.

· Crossbowmen.  A0/D1/S2/L2.  Early versions of the crossbow were in use at the beginning of the Dark Ages. It was probably only used by very small numbers of specialised troops before the First Crusade. Crossbowmen move and shoot in dispersed formations. They do not take a -1 for shooting against armoured targets (see 6.6)

· Javelinmen. A2/D2/S2/L-. Hillmen and forest dwellers such as the Slavs, Welsh, Irish, Isuarians and Daylamis who fight in denser formation than Skirmishers. Able to operate effectively in difficult terrain while still being able to hold their own in hand to hand combat. Mostly unarmoured, equipped with javelins, sword or axe, and shield. Players may wish to classify some Late Roman auxiliaries in this category.

· Armed Rabble. A2/D1/S1/L-.  Peasant levies, pilgrims, escaped slaves, bandits etc., fighting with little or no cohesion and a mixture of weapons.

Heavy Infantry.   These are close formation troops whose primary function is to fight in hand to hand combat and hold ground. They will usually have large shields and may have some form of body armour:

· Shock Infantry.  A3/D2/S1/L-.  Infantry whose main job is to act offensively, charging into combat with enemy. Includes Germanic Infantry of the Migrations; some Vikings, Highland Scots, and early Arabs. A rapidly dwindling troop type in the Dark Ages as most nations employed their infantry defensively, relying on Cavalry for the attack. Most would be armed with close combat weapons such as swords, spears or axes but many would also carry javelins and other throwing weapons such as angons and franciscae.

· Roman Infantry A2/D3/S2/L-  4th-6th Century Roman and Byzantine infantry armed with a variety of spears and light javelins or darts, together with a good sword, large shield and often body armour. No distinction is made between Legionaries and Auxiliaries as they had the same battlefield role.

· Dark Age Infantry.  A1/D3/S1/L-.  The majority infantry in most post-Roman armies. Primarily unarmoured troops in close order with large shields. Includes most post-migration Germanic infantry; Persians; Roman and sub-Roman militias; some Arabs; and most West European infantry. Weapons are assumed to be a mix of spears, swords and javelins. This category also includes dismounted Heavy and Shock Cavalry except those noted below.

· Spearmen. A1/D4/S-/L- Well equipped, steady, spear-armed infantry such as the Byzantines; Andalusians; later Arabs; some West European mercenaries; Flemish Guild troops etc.  Carrying large shields, good swords and many with body armour.  This category includes dismounted Cataphracts, Knights and Lancers.

· Spear & Bow Infantry.  A0/D3/S2/L1.  A representation of a mixed formation of several ranks of spearmen backed up by archers. An increasingly common formation towards the end of this era which could be used by West Europeans, Byzantines, Arabs and Persians.  A similar effect can be achieved by deploying Light Infantry Archers behind Spearmen and have them shoot overhead (see 6.9).

· Mounted Infantry. A1/D0/S-/L-. Troops who normally fight on foot who are mounted on horses to speed movement. They will normally try to dismount to fight and only use these factors if caught while still mounted. When dismounted they count as normal infantry in all respects. A single heavy infantry stand mounts up to 2 mounted infantry stands.

Light Cavalry.  Mounted troops who fight in dispersed formations with missile weapons, usually avoiding combat with heavier troops. Together with Light Infantry they are termed Light Troops.

· Light Javelin Cavalry.  A2/D1/S2/L-.  Late Roman, Arab, Celtic, Pictish, Gascon and North African skirmishing cavalry carrying several javelins. Usually unarmoured, carrying small shields and swords in addition to their javelins.

· Light Horse Archers.  A1/D1/S2/L1.  Light mounted archers who fight from a distance, showering their opponents with arrows leaving hand to hand combat to heavier troops. Leaders and veterans might wear armour and many would have shields and swords, maces or spears in addition to their bows. Particularly aggressive light horse archers such as the Huns and Alans may be given the same factors as light javelin cavalry (A2/D2/S2/L-) to reflect greater willingness to close balanced by a reduction in long range shooting.

Heavy Cavalry.  The majority of Dark Age Mounted troops who are relatively well equipped and use a combination of shock and skirmish tactics. 

· Heavy Horse Archers.  A2/D2/S2/L1.  Heavy mounted archers of the Romans, Byzantines, Persians and Turks, including Persian Clibanarii, late Roman Clibanarii Sagittarii, most 6th Century Romans, and Steppe Nobles. They fight in relatively close formation, wear armour and most carry swords, maces or spears in addition to bows. Their job is to wear down enemy with archery before risking close combat. 

· Lance & Bow Cavalry.  A3/D2/S1/L1.  Elite Heavy Horse Archers with higher élan, offensive weaponry and willingness to close to combat than others of the same type. Includes:  Roman/Byzantine Bucellarii, Sarmatians, Avars and Turkish Ghulams. Also mixed formations, such as used by the Byzantines, with front ranks of lancers backed up by archers. The short range missile factor is lower than heavy horse archers, reflecting an intent to close to combat rather than skirmish once within close range of enemy.

· Lancers.  A4/D2/S-/L-. Byzantine, East European, and Arab lance-armed cavalry.  Although armoured, more lightly equipped and less inclined to deliver a devastating charge than West European knights.

· Heavy Javelin Cavalry.  A3/D2/S2/L-.  Conventional late Roman Heavy Cavalry and similar armoured mounted troops equipped with light spears and javelins. Includes Celtic cavalry such as ‘Arthurian’ Britons and Bretons. Visigothic Heavy Cavalry could also be put in this category since they may have used skirmish tactics rather than the straight forward charge favoured by most Germanic Cavalry.

Shock Cavalry.  These are mounted troops who fight in close formation with the intention of defeating the enemy in close-combat. 

· Germanic Cavalry.  A5/D1/S1/L-.  Most West European cavalry from the Barbarian Migrations (4th-6th centuries) up to the Carolingian Era (9th C), armed with a mix of spears, javelins and swords. The leading men would probably have been fairly well armoured with their followers, in the rear ranks, more lightly equipped.  The Alamanni are recorded as having retained the early German tactic of mixing light infantry with their cavalry, and others (up to the end of the 4th C) may have done the same. In this case they should be mounted on deeper stands (see 1.10) with infantry and cavalry together and have the following factors: A4/D2/S2/L-. 

· Knights.  A6/D2/S-/L-.  Fully equipped West European lancers of the post-Carolingian era.  A stand of knights is taken to represent true knights in the front ranks with their lesser-armed followers in behind.

· Cataphracts.  A5/D2/S-/L-.  Completely armoured men with lances and/or maces usually (but not always) on armoured horses. They charge at the trot in close formation. Used in small numbers by the late Romans and Persians.

Special Troops.  Troops and equipment which do not fit into any of the above categories:

· Artillery.  A0 /D1/S4/L4. Light, portable bolt-throwers sometimes used by the Romans in the field. Retains Long Range Factor out to twice Bow Range.

· Elephants. A4/D3/S1/L-. Indian Elephants employed by the Sassanid Persians with 2-4 crewmen, possibly escorted by light infantry skirmishers.

· Wagons. A0/D1/S-/L-. Manned wagons, including supply units. If attacked it is assumed that their drivers and passengers can manage some sort of hasty defence.

Armour.

1.3  
Most of the above categories take into account varying degrees of armour in defining the factors.  There are, however, a few exceptional cases where certain troops might wear considerably more armour than the norm for their troop type. Such troops count as Armoured when shot at or in combat. Classifying troops as Armoured should be considered in a comparative way to give a benefit to troops who are significantly more heavily armoured than the majority of their counterparts. Light Troops can never count as armoured, for others, the minimum requirements to count as armoured are:

· Heavy Infantry- All troops must have at least a helmet, large shield, and relatively complete metal body armour which provides significantly more protection than the norm for that time period.  A few Roman/Byzantine infantry could meet this requirement as might dismounted knights or Germanic nobles, and later Saxon/Viking huscarls.

· Heavy Cavalry- Both riders and horses to have armour. Horse armour could be full or partial metal, horn, fabric or leather, with riders wearing helmets and body armour. Some Roman and Persian Clibanarii, and Steppe nobles might meet these requirements. 

· Shock Cavalry- Riders must be completely encased in metal armour and horses have full metal, horn, fabric or leather armour. Only Cataphracts could meet this requirement.

1.4  
Partial Armour.  In some cases troops might have greater than average protection but do not quite meet the requirements of being fully armoured. These include Knights and some exceptionally heavily armoured cavalry who, although wearing complete body armour, are riding unarmoured horses. They will count as armoured if dismounted, or if mounted and in melee with other cavalry exclusively.  If shot at or in combat with any infantry, while mounted, they will not count as armoured. This reflects their relatively heavy body armour but lack of horse armour. 

Training and Experience.

1.5 
Troops in the Dark Ages had a wide variance in training, experience and discipline. To reflect this, all units are given one of the three following efficiency grades at the start of the game:

· [image: image5.wmf]A Grade: Exceptionally well trained, drilled and disciplined regular troops in structured units with a high proportion of veterans. They can execute complex unit manoeuvre by word of command and can be expected to closely follow orders. Very few units in the Dark Ages would be up to this standard, probably only the very best Roman or Byzantine field army troops, and possibly some household troops of other nations. 

· B Grade: Full time soldiers or warriors who lack formal drill; or drilled regulars who are lacking in training or battlefield experience.  This would account for the vast majority of troops ranging from veteran knights to average Roman units. 

· C Grade:  Non-professional troops who are called up to serve for a limited time or who are poorly trained with little or no battlefield experience. This includes feudal levies, militias and Roman limitanei. Elephants and Armed Rabble are always C Grade.

Morale. 

1.6 
Each unit is additionally assigned a Morale Value, which reflects its enthusiasm. These are not tied to efficiency grades so it is quite possible to have B Grade troops (especially Knights or Germanic Cavalry) with higher morale than A Grade troops.  Even C Grade troops can have exceptional morale, reflecting fanatical confidence and enthusiasm. The following Morale Values are possible:

· Exceptional Morale: Special elite and bodyguard units; fanatics; and other troops with complete confidence and an exceptionally high opinion of their abilities, whether justified or not. Also good troops who, in a campaign, have had a string of notable successes.  Morale Value +2
· High Morale: Above average troops inspired to go beyond the call of duty either due to semi-elite status (Roman Palatine troops or Germanic lesser-nobility might qualify) or as a result of campaign victories. Morale Value +1
· Average Morale: Good, solid troops who can be expected to do what is required of them without any acts of suicidal bravery or abject cowardice. Includes elite units who have lost confidence and normally poor quality units whose morale has been boosted by victories. Morale Value 0
· Poor Morale: Demoralised, disenchanted or unenthusiastic troops, including disaffected mercenaries and conscripts whose hearts are not in the fight. Also includes normally good troops who have suffered a series of defeats. Morale Value -1
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Basing.  

1.7
Individual figures are mounted on bases, according to their troop type and the figure scale, in groups called Stands.  Base size is not critical as long as all frontages are exactly the same in both armies. To conform to most current ancient wargames rules, the following base sizes should be used:

· 15 mm scale: 40mm frontage x 30mm depth

· 25mm scale: 60mm frontage x 40mm depth

1.8
Players using 20mm figures may opt to use either 15mm or 25mm scale for basing and ranges, reducing or increasing the number of figures per base to fit. For 6mm figures players could use 15mm scale but increase the number of figures per base, or alternatively use 20mm square bases instead. It is possible to play Comitatus with larger scale individually based figures (up to 54mm) where a singly based figure is a considered to be a Stand. Such games, could be suitable for frontier skirmishes and raids, such as Scenario 6 in Appendix 2.

1.9
The actual number of figures are for visual purposes only. They provide a ready reference as to troop types but do not have any actual effect on the game. In order to give the right visual appearance and to conform with most other commonly used rule sets, the following arrangements are recommended:

· Light Infantry: 4-6 figures spaced out irregularly on the base;

· Heavy Infantry: 6-9 figures at least 2 ranks deep.  Shock Infantry should be mounted in an irregular formation, others should be in more formal ranks and files.   

· Light Cavalry: 2 figures spaced out irregularly.

· Heavy Cavalry: 3 figures 

· Shock Cavalry: 3-4 figures

· Elephants: 1 model & 2-3 (optional) skirmishers

· Artillery: 1-2 models + crewmen

1.10
The number of figures per base can be adjusted to fit the size and pose of the figures. Base depths can also be increased to 40mm for 15mm scale, or 60mm for 25mm scale to allow for more active poses and more variation in the arrangement of irregular troops on the bases. The deeper, square bases will be necessary for elephants and they are recommended for shock cavalry and shock infantry both for visual effect and to differentiate them from other troops at a glance.

1.11
Casualties. There is no need to mount figures on separate individual bases since a ‘casualty’ will result in a complete stand being eliminated.  

1.12
Alternate basing for Light troops.  Skirmishers and light cavalry who are always unformed (see 5.1) may be mounted individually, or in small groups, on round or irregular-shaped bases. In this case 4 light infantry and 2 light cavalry figures will count as a ‘stand’ for shooting and numbers in combat. 
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Scale

1.13
Battles in the Dark Ages were relatively small affairs, particularly when compared to conflict in the Classical Era which preceded it, and certainly when compared to more modern battles. This is particularly true in Western Europe where small bands of only a few hundred men could be considered armies. The more individual nature of warfare, combined with relatively small numbers of men, make this period ideal for use with 25mm figures, although conflicts in the East, where lots of horse archers are involved, are probably better in 15mm.

1.14
Since Comitatus has no fixed scale, a stand could be taken to represent any number of troops depending on the action being fought. It is quite possible, if re-creating a small raid for example, to have a stand represent only as many men as there are figures mounted on it. It will be more normal, however, for each stand to represent several hundred men.

1.15
For battles of the late Roman Empire, a convenient scale is to have one cavalry or light infantry stand to represent about 100-200 men and one heavy infantry stand to represent 400-600 men. This allows cavalry vexillations (full strength of 300 men) and legions (1000-1200) men to be represented by two or three stand units; and Auxilia (500 men) by one stand.  This scale is also convenient for the later Byzantines who continued to use infantry units of roughly 1000 men and cavalry units of 300. Battles set in post-Roman western Europe could be set at a much smaller scale with an infantry stand representing maybe only about 100 men.

1.16
All measurements in the game, regardless of the figure-man ratio or theoretical ground scale, are taken in multiples of base frontages, ie: 20 mm for 6mm scale, 40 mm for 15mm scale; and 60 mm for 25mm scale.  Missile ranges form the basis for all manoeuvre with javelin range being the same as one base frontage (20, 40 or 60 mm) and bow range 5 times base frontage. For convenience, each of these segments of measurement are called javelin throws.  Players using alternate base sizes should measure distances in multiples of the base frontages they use. Individually based figures will require a departure from the usual rule of javelin range being the same as a base frontage.  If using 25-30mm individually based figures, the usual 25mm javelin range of 60mm should be retained. For larger figures javelin range could be increased to 120mm.

Since ground scale is related to missile ranges, players who are uncomfortable with the concept of flexible scales could consider javelin range to be about 40 metres and effective bow range about 200 metres; or 1cm on the games table = 10 metres in real life for 15mm figures. Although 40 metres is a long way to throw a javelin effectively, this distance is assumed to include a certain amount of running or riding up to a target, throwing, then darting back out of the way

Units

1.17  
Except for special troops, stands must be organised into units.  A unit is the smallest group capable of moving and acting independently under the rules and is a tactical rather than administrative grouping. It is possible, for example, to combine two Roman Auxilia, who were often historically brigaded together, into a combined unit which will be treated as a single tactical entity for the duration of the game. All stands in a unit must be of the same troop type with the same efficiency grade and morale value. All stands must remain together for the duration of the game. 

1.18  
A unit may contain 1-6 stands but 2-4 are the optimal number. Units, which are too small, will have difficulty acting independently, and overly large units will be unmanoeuvrable. Players should decide on a theoretical scale for their armies (such the one as suggested at 1.9) and try to organise their units along historical lines.

1.19
Special Troops. Artillery, Elephants and Wagons are not formed into units. Instead they operate independently as individual stands.

Organising the Army
1.20   To prepare for a game, players must organise their units into several commands.  Each command should consist of 1-12 units grouped together and under the leadership of a  Commander.  These units will act together for the duration of the game, supporting each other and following the same orders. 

1.21
A command must normally be either be all infantry or all cavalry, except that:

· Light Infantry may be part of either an infantry, cavalry or elephant command;

· Artillery must be part of an infantry command;

· Elephants may either be on their own, or part of an infantry command and

· Command stands and the bodyguards of infantry commanders may be cavalry.

1.22
A large army may be subdivided into 2 or more contingents. An army containing foreign allies must have those allies in a separate contingent. A contingent may contain a mix of infantry and cavalry commands but may not be of more than one nationality. For example: a Roman army containing a Gothic allied contingent cannot have Romans placed under the command of the Gothic contingent or visa versa. This, however, does not apply to mercenaries. They are considered to be the same nationality as the nation employing them.

Points Values.

1.23
It is often useful to have a means of determining the relative strengths of various troop types in order to balance a game scenario. To assist players in doing this, numerical values have been assigned to each stand and unit as follows:

Infantry (points per stand)


Cavalry (points per stand)

Armed Rabble


4 points

Light Cavalry


 7 points

Other Light Infantry

6 points 
Heavy Horse Archers

 9 points

Dark Age Infantry

6 points

Lancers


 
 8 points

Spearmen


7 points

Other Heavy Cavalry

10 points

Spear & Bow Infantry

8 points

Knights 


12 points

Shock Infantry


8 points

Other Shock Cavalry 

11 points

Roman  Infantry


9 points

Artillery and Elephants

15 points

Extra for Infantry integral to a Germanic Cavalry stand



+2 points

Extra to mount an infantry stand on horses




+2 points

Armour (points per stand):

Each Armoured stand


+2 points

Each partially armoured cavalry stand
+1 point 

Morale and Experience (points per stand):
Extra for A Grade
+4 points
Extra for Exceptional Morale
+4 points

Extra for B Grade
+2 points
Extra for High Morale

+2 points






Reduction for Poor Morale
-2 points


Unit Costs (points per unit)                  A/B Grade units have lower costs since


C Grade unit          7 points             their higher training allows smaller units. 

A or B Grade unit   5 points                     Command costs have been taken into 
              account in the points per stand.

Command Points
Each Commander



25 points

Each Contingent Commander or General
50 points

  1





Javelinmen Stand. Six figures, more densely arranged on the base than other light infantry. This arrangement would also work well for armed rabble. 





Heavy Infantry Stand. Eight figures in two ranks, based in regular ranks and files.





Light Infantry Stand. This arrangement would be suitable for Skirmishers, Archers or crossbowmen. The figures are loosely and irregularly arranged on the base. 





Germanic Mixed Cavalry/Infantry Stand. A mix of 4 or 5 mounted and dismounted figures.





Light Cavalry Stand. Two mounted figures arranged irregularly on the base.





Shock Infantry Stand. Eight or more figures, arranged irregularly on a deeper base. This basing arrangement could also be used for figures in active poses requiring more room on the base. 





Shock Cavalry Stand. Three figures arranged irregularly on a deeper base. This is especially appropriate for Germanic Cavalry and Knights. Regular Cataphracts might look better on a shallower base with 4 figures, if there is sufficient room.





Heavy Cavalry Stand. Three mounted figures in a single rank  
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Romano-British Heavy Infantry (Gripping Beast Miniatures)
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Examples of Suggested Basing Arrangements
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A Late Roman Legion can be represented by 2 or 3 stands giving a scale of 4-600 men per Heavy Infantry Stand. (Gripping Beast Miniatures)
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