Battlefield Combat Rules

The following rules system is derived directly from Miniatures Handbook, rules for miniatures mass combat (pp 127-162), and modified for simplicity.

1.0 Units

1.1 Organization of Units:  Groups of soldiers are organized into either mounted or dismounted units.  Units are represented on the battle map as 1-inch counters.

1.1.1 Dismounted Units:  Foot soldiers are either melee or ranged.  Up to 25 individuals of medium size comprise one full-strength foot unit.  Size matters.  Small individuals equal .8 of a medium and large individuals equal 1.6 medium.  (Thus a full-strength foot unit would be 15 large, 25 medium, or 30 small individuals.  For purposes of these rules, there are no units with combinations of various sized individuals.)

1.1.2 Mounted Units:  Mounted units are comprised of fewer individuals.  For purposes of these rules, it will be assumed all mounts (horses or otherwise) are approximately the same size.  Up to 15 individual horsemen make up a mounted unit.  (Rules on mounted units are described in section 7.0 ff.)

1.2 Unit Facing:  Most dismounted units are formed units (individuals members formed into battle ranks), thus they have distinct facing—front, sides, and rear.  These units gain a bonus on attacks when fighting enemy units to the front but are at a disadvantage (penalty to AC) when being attacked from the side or rear.  

1.2.1 Mounted and Ranged units do not have facing.  They do not earn bonuses or suffer penalties from attacks from facing.

1.2.2 Unformed dismounted units do not have facing.  These are distinct types of units, usually nonstandard troop types (such as humanoids or monsters).  They do not earn bonuses or suffer penalties from attacks from facing.

1.3 Unit Statistics:  Each unit has its own distinct combat ratings.  These include AC, Attack bonus (if any), Damage Rating, Hit Point Rating, Morale Rating, Melee Reach Rating, and Saving Throw bonus.  They are displayed on the unit counter.

1.3.1 AC must be overcome by an attack in order to score any damage to the enemy unit.

1.3.2 Attack Bonus adds to the d20 rolls of the attacking unit.

1.3.3 Damage Rating is the amount of damage dealt to an enemy unit for each successful attack rolled.

1.3.4 Hit Point Rating is the (average) amount of hit points per individual in the unit.

1.3.5 Morale Rating is the base number added to any d20 morale save rolls.

1.3.6 Melee Reach rating, if any, allows for additional attacks/round from the Unit, and in some cases may allow a unit to make an attack of opportunity during a combat round. 

1.3.7 Saving Throw bonus adds to all saving throws that unit may need to make against spells or special effects.

1.4 Commander Units:  Commander and Leader Units are separate units in and of themselves, and can either be attached to a regular Unit (see 9.1) or act separately on the battlefield.  Typical Commander and Leader units represent single PCs and NPCs.

1.5 Disbanded Units:  Units with less than 5 total individuals are considered Disbanded.  Disbanded units cannot attack—they can only defend, move, or attempt to reform into other damaged units.  Units cannot be voluntarily disbanded once the battle begins.  Disbanding occurs thru damage suffered during combat.

1.5.1  Reforming Units:  Damaged units can be reformed (i.e. their numbers increased back up to the maximum allowable) by simply moving onto another damaged unit of the same type.  This movement must be regular movement—not Charging movement.  Reforming takes place instead of an attack roll.  The new reformed unit’s statistics should thereupon be recorded on one of the units’ stat sheet.  Up to any number of friendly units may move atop one another and reform in this manner, subject only to the maximums per unit.

2.0 Initiative

2.1 Beginning each round, each opponent rolls d20 for initiative.

2.2 Player with the most units on the map divides his total units (not including Commanders) by 3, rounding up.  The result is the number of phases that round.

2.3 Play progresses each round in phases, in order or initiative.  Each player, beginning with the winner of initiative, may activate up to three units per phase.  Each unit cannot activate more than once each round.

2.4 All units must be activated at some point during the round.  Activation means that a unit is moved, moves and attacks, changes facing, holds its ground, or takes special action(s).

3.0 Movement

3.1 Map Scale:  Squares on battle map represent an area of 25’ x 25’.

3.2 Regular Movement:  Standard dismounted units may normally move 1 square forward, sideways, backwards, or diagonally each phase in which they activate.  Standard mounted units normally move 2 squares in any direction. 

3.2.1 Attacking then Moving:  If a unit attacks first, it may then take its 1 or 2 square movement after the attack.  This movement may be away from an enemy unit (Disengaging), or adjacent to another enemy unit.

3.2.2 Moving then Attacking:  this is the standard process.

3.2.3 Charge Movement:  The unit can move at double its normal speed, known as Charging.  The unit Charging must move in one direction only, and cannot change facing.

3.3 Pivot/Facing Movement:  Standard units with facing may shift facing (rotate the counter one 90 degree turn) as a free action (this is strictly optional).  This may be done either before or after the regular movement.  If a unit takes no 1 square movement during its phase, it can instead rotate 180 degrees in any direction.

3.4 Charging Attack:  Standard units may Charge, enabling them to move double their base movement (2 squares for dismounted, 4 squares for mounted) in a straight line.  They may not change facing when executing a Charge.  Charging can be done to increase movement, or to gain a Charge attack against an enemy unit.  If anything prevents a unit from Charging an enemy unit, it can’t charge at all.

3.5 Moving Thru:  Mounted units may move thru friendly units during regular movement, but may not end their movement in the same square as another friendly unit.  Charging units cannot move thru friendly units.  A unit can never move thru an enemy unit, but it can move adjacent to an enemy unit to enter melee combat with the enemy (see below).

3.6 Disengage:  A unit may attempt to disengage from (move out of contact with) an enemy unit that it starts the turn engaged with.  

3.6.1 Attack of Opportunity:  Regardless of the result of the save, the enemy unit from which it is disengaging then gains one attack (roll) of opportunity against the disengaging unit (per facing, if applicable).

3.6.2 Disengaging Movement:  The disengaging unit must move away from the enemy unit.  In doing so it may move adjacent to another enemy unit if desired.    

4.0 Attacks

4.1 Engaging an enemy unit:  The unit moves during its phase until it touches an enemy unit.  Touching can be directly head-on, to the side, or to the rear, but not to a diagonal.  The attacking unit then makes melee attack(s) against the defending enemy unit.  A moving unit must stop when its front, side, or back touches the front, side, or back of an enemy unit.  Once enemy units are adjacent to one another, they are considered engaged whether or not they make attacks.

4.1.1  Exception:  Ride-By Attack.  Units with this feat, when making a Charge attack, can continue their move thru an enemy Unit—if and only if they have at least 2 squares of movement remaining (1 square for that occupied by enemy unit and 1 square for the space just beyond the enemy unit), and the square just beyond the enemy unit is not occupied by any other unit.    

4.2 Charging Attacks:  A moving unit that has Charged an enemy unit makes its melee attack rolls (also known as a mass strike) with a +2 bonus.  

4.2.1 Morale Saves:  If a Charging unit causes any damage to the defending unit, the defending unit must make a morale save (see 8.6).  If the Charging unit fails to cause any damage to the defending unit, then the Charging unit must make a morale save itself.

4.3 Number of Attacks:  Each Standard Unit (mounted and dismounted) may normally make up to 5 attack rolls in the phase in which it activates.  These attacks can be made against enemies to the front, side, and/or rear, but not to a diagonal.  In some cases additional attack rolls can be gained.

4.4 Multiple Attacks:  Units with multiple attacks (e.g. Medium Horsemen, Attack +10/+5) will gain a second set of 5 attacks—the first set at the higher attack bonus, the second set at the lower attack bonus.

4.5 Melee Reach:  Melee Reach allows for an additional attack to the front of the unit only.  Reach typically applies to units with pole weapons or when large individuals comprise the ranks.  Melee Reach has the following benefits: 

4.5.1 Additional Attack:  Melee Reach allows for 1 additional attack, over and above the normal maximum of 5 attacks per round (see 3.5).  A unit with multiple attack bonuses may take these 6 attacks twice (see 4.4).

4.5.2 Attack of Opportunity:  If a unit moves to engage an enemy unit that has Melee Reach of 1 or higher, the enemy unit with Reach can immediately make one (and only one) attack roll of opportunity against it before the moving unit can attack.  A moving unit can avoid this attack of opportunity if it also has the Melee Reach ability.
4.5.3 Hold The Line feat:  If a unit with this feat is Charged, it gains 1 additional attack of opportunity against the enemy Unit—this additional bonus stacks with any others that the defending unit may have, and applies regardless of whether the enemy unit has Melee Reach. 
4.5.4 Set Against Charge:  Units Charging a unit with Melee Reach suffer a –4 penalty to their initial attack roll (and open themselves up to an attack of opportunity by the unit with Reach, per 4.4.2 above). 

4.6 Attack Rolls:  Units that are engaged make attack rolls against enemy units by rolling a d20, applying applicable bonuses, then comparing each roll against the AC of the defending Unit.  It the roll equals or exceeds the definding unit’s AC, the defending unit takes damage.

4.7 Combat Feats:  Certain feats common to all individuals in a unit will allow that unit certain special modifiers and abilities (applicable modifiers stack).  The Men-At-Arms table (q.v.) indicates open slots for selection of additional unit feats.

Attacking Unit Feat




Modifier

Weapon Specialization (any units)


+2 damage per successful attack

Combat Reflexes (any units)



1 add’l attack of opportunity/round

Combat Expertise (any units)


Can trade Attack bonus for AC bonus

Powerful Charge (foot units)



+4 damage per attack when Charging

Ride-By Attack (mounted units)


Move thru enemy unit after a Charge

Spirited Charge and Trample (together)

Double damage per attack if Charging

Far Shot (ranged units)



Range increased by x1.5

Precise Shot (ranged units)



Negates AC bonus of engaged unit

Rapid Shot (ranged units)



+5 ranged Attacks per round

Power Attack
(melee foot or mounted)

Trade Attack bonus for bonus damage

Improved Bull Rush or Overrun (melee foot)
+1 Attack bonus by attacking unit

Cleave (melee foot or mounted units)

1 add’l attack if defender took damage

Tower Shield Proficiency (melee foot units)
Attack –2


Mage Slayer





Attack +1 if defender has spellcaster

Defending Unit Feat




Modifier

Combat Reflexes (any units)



1 add’l attack of opportunity/round 

Hold The Line (ranged or melee foot units)

1 att of opportunity vs. Charging unit

Tower Shield Proficiency (melee foot units)
+2 AC, partial cover bonus at all times

Shieldmate





+1 AC 

Mage Slayer





+1 to saves vs. spells from spellcasters

4.8 Combat Modifiers:  (applicable modifiers stack)

Unit Attacking…




Modifier
(Formed dismounted units only)

All attacks/round are made to the front

Attack +2 (to all attack rolls)

Unit Defending…




Modifier

(Formed dismounted units only)

Melee attack from front



none

Melee attack from side



-2 AC

Melee attack from rear



-4 AC

Ranged attack from front



none

Ranged attack from side or rear


-2 AC


Mounted unit defending against foot unit

+2 AC

  
Attacking Unit in Melee Combat is…

Modifier


Charging





Attack +2


Shaken





Attack –2


Routing





No attacks


On higher ground




Attack +1


Charging from higher ground


Attack +1

Mounted unit attacking foot unit


Attack +2



Defender in Melee Combat is…


Modifier


Shaken





-2 AC


Routing





-4 AC


Subject to ongoing spell effect


see 11.5


Held, Paralyzed, or Immobile


-4 AC


Attacker in Ranged Combat is…


Modifier


Shaken





Attack –2


Routing





No attacks


On higher ground




Attack +1


Defender in Ranged Combat is…


Modifier


Shaken





-2 AC

   
Routing





-4 AC


Behind partial cover (see 10.4)


+4 AC


Behind total cover (see 10.2)



Cannot be attacked


Engaged in Melee Combat



+4 AC

5.0 Damage

5.1 When a unit takes damage, it is reduced in strength, losing individual members.  Individuals are to a unit what hit points are to a creature.  Each amount of damage a unit takes that is equal to the unit’s Hit Point Rating essentially removes one individual from the unit—however, this effect is abstracted thru use of total remaining Hit Points.  Reducing a unit thru combat damage will eventually affect that unit’s ability to cause damage when attacking (q.v.).

5.2 Each successful attack roll causes damage to the defending unit equal to the Damage Rating of the attacking unit.  For example, an attacking unit (with Damage Rating of 7) scores 5 successful attack rolls (=35 points) against a defending unit (with Hit Point Rating of 18).  The result would be the loss of 1 individual from the enemy unit, or 18 total hit points.  The remainder, or 17 points, would be written on the stat sheet for later (see 5.3).

5.3 Uneven Damage to Hit Points results:  Excess damage from the successful attack rolls is recorded on the stat sheet and applied in future round when further damage is sustained by the unit.  

5.3.1 Excess Damage Example.  An attacking medium horsemen unit (with Damage Rating of 10) scores 4 successful attack rolls (=40 points) against a defending unit of heavy footmen (with Hit Point Rating of 32).  The result would be the loss of 1 individual from the footmen unit (32 of the original 40 points).  The remaining 8 points would be recorded on the footmen’s stat sheet.  In the same round another attacking unit causes 28 points of damage to the defending footmen unit.  That additional 28 points is added to the previous 8, bringing the new total to 36—enough to eliminate 1 additional individual from the footmen unit.  The excess 4 points from this second attack is again recorded on the stat sheet, and so on.

5.4 Tracking Hit Points:  Hit point totals are tracked on each unit’s statistical sheet.

5.5 Disbanding Units thru Damage:  A unit which has suffered losses sufficient to  place it at 4 individuals or less is immediately disbanded.  The disbanded unit must make a Morale save (see chart 8.7) to avoid routing.  Disbanded units may not attack—they may only defend, move, or attempt to Reform.  Disbanded units may combine with other units (of the same type) that have suffered losses to Reform units (see 1.5.1 above).

6.0 Ranged Attacks

6.1 Ranged Unit Stats:  A ranged unit has both Ranged and Melee Attack Bonus.  Ranged units have their Ranged Attack bonus printed on the Unit counter.  If adjacent to an enemy unit, Ranged units can only make Melee Attacks, with no default bonus.

6.2 Allowed Targets:  A ranged attack can be against any enemy unit in line of sight and within range.  Ranged units cannot attack enemy units that are adjacent to them (except diagonally)—they must instead make Melee Attacks.  

6.3 Charging:  Ranged units that Charge in a round cannot initiate a ranged attack.

6.4 Facing:  Ranged units do not have facing.

6.5 Determining Range:  Unless otherwise indicated on the unit stat sheet, all ranged attacks have a default range of 2 for skirmishers (50’), 3 for crossbowmen and mounted archers (80’), and 4 for longbowmen (110’).  To determine if a target is within range, measure from the nearest edge or corner of the attacking unit to the nearest edge or corner of the defending unit – if the attacing ranged unit is within proper distance, the ranged unit can attack normally.  This includes diagonals.
6.5.1  Far Shot feat:  Units that select Far Shot feat can increase these default ranges as follows:  3 for skirmishers, 5 for crossbowmen, and 6 for longbowmen.

6.6 Number of Attacks:  Each unit with a ranged attack rating may make up to 5 attack rolls (or 10 with Rapid Shot feat) in any given round, and may only do so on a phase in which it activates.  These attacks can be made against enemies in any direction, subject to range restrictions.  If a unit has been reduced to less than 5 individuals (thru hit point loss), then it is immediately disbanded (see 5.5).

6.7 Intervening Units:  If one or more units (allied or enemy) are in the path of a ranged attack, the defending unit has partial cover.  This cover can be negated with Precise Shot feat, or lessened if attacker is on sufficiently higher ground.

6.8 Shooting into Melee:  Whenever a ranged unit attacks an enemy unit that engages or is engaged by an allied unit, the defending unit gains a +4 bonus to AC.

6.9 Cover:  Use line of sight to determine whether a unit has cover.

6.10 Melee Contact:  A ranged unit cannot make a ranged attack if it is engaged by an enemy unit.   

7.0 Mounted Units

7.1 All rules for regular foot units apply to mounted units, with exceptions noted below.

7.2 Composition:  Standard Mounted units are comprised of a maximum of 15 horsemen.  

7.3 Movement:  Mounted units movement is double that of foot units (2 squares regular, 4 squares Charging).

7.4 Mounted Ranged Units:  These function just as regular ranged units, except they gain the advantage of greater mobility.

7.5 Disbanding thru Damage:  Unlike foot units, mounted units are not disbanded thru combat damage.  They can continue to fight as a “unit” even if reduced to 1 individual.

7.6 Reforming Mounted Units:  Damaged mounted units can be reformed (i.e. their numbers increased back up to the maximum allowable) by simply moving onto another damaged mounted unit of the same type.  This movement must be regular movement—not Charging movement.  Reforming takes place instead of an attack roll.  The new reformed unit’s statistics should thereupon be recorded on one of the unit’s stat sheet.  Up to any number of friendly mounted units may move atop one another and reform in this manner, subject only to the maximum of 15 individuals per unit.

8.0 Morale

8.1 The morale state of a unit is the general attitude of the individuals in the unit.  It usually changes only if the unit fails a morale save.  Morale saves are special saves that units must make in response to triggering conditions, as set out below.

8.2 Morale States—

8.2.1 Normal:  Units exist in this morale state by default

8.2.2 Shaken:  Units in this state are uneasy, unwilling to enter combat, and likely to bolt.

8.2.3 Routing:  Units in this state are in full retreat, and unless rallied (see below), will rout off the battlefield at Charging speed.  

8.3 Making a Morale Save:  roll d20 and add the unit’s Morale Rating bonus (if any) plus any morale save modifiers that might apply.

8.4 DC for all morale saves is 20.  If the result is lower than the save DC, unit’s morale state worsens by one step.  A roll of 1 always fails and natural 20 always succeeds.  

8.5 Special Failures:  Units that fail their morale saves caused by a spell or special ability become routed regardless of the original morale state.  

8.6 Conditions Requiring a Unit to make a Morale Save:

(Note that if multiple conditions apply, multiple saves must be made.)

8.6.1 Unit takes casualties totaling half or more (round down) of its current strength (# of individuals) from attacks made against it during one round.

8.6.2 Unit takes any casualties from an attack by a unit that just Charged it.

8.6.3 Unit Charges another unit and fails to cause at least one casualty.

8.6.4 Unit is reduced to 4 or fewer individuals.

8.6.5 Unit is completely encircled by adjacent enemy units.

8.6.6 An attached Commander is killed or detaches from the unit.

8.7 Morale Save Modifiers:

Condition





Modifier

Enemy Unit attacking to rear of formed unit
-2

Enemy Unit is attacking from higher ground
-1

Unit is encircled




none

Unit is Shaken




-2

Unit is Routing




-4

Commander is Attached to the unit


+ Commander Rating

8.8 Morale States:  There are three distinct morale states.  

8.8.1 Normal:  A unit can act normally in all regards.

8.8.2 Shaken:  Less effective in combat—

-2 penalty on all Attack rolls

-2 penalty to AC rating

-2 penalty on morale saves

8.8.3 Routing:  Flees combat.  A routing unit will move at double (charging) speed immediately (whether activated or not) towards the edge of the battlefield, by the most efficient path possible.  A routing unit cannot make attacks of any sort.  It takes a –4 penalty to morale saves and to its AC rating.

8.9 Rallying:  (improving the morale state of a unit)

Whenever a shaken or routing unit activates, an allied Commander or Leader (within Command Range) can also activate (first), and attempt to rally that one unit.  Attempting to rally a unit is a standard action for a Commander or Leader—thus the Commander may move before or after attempting to rally a unit, but it cannot also attack on that turn.  One unit may be rallied by one Commander only.  The Commander must move its counter either atop (attach) or adjacent to the unit’s counter that he is attempting to Rally.  The Rallying unit uses the Commander’s Command Rating as a bonus to its new morale save.  Multiple Commanders may each attempt to Rally a unit, one at a time, though they may not combine their individual bonuses—each makes a separate roll.  When a Commander makes a rally attempt, the shaken or routing unit makes another morale save.  If it succeeds, its morale state improves by one step, and it can take its normal turn.  If the roll fails, the unit’s morale state is unchanged.

9.0 Commanders & Leaders

9.1 Attached Commanders:  Commanders and Leaders can attach to an individual unit by moving atop that unit.  Thereafter, the Commander’s counter remains atop the unit’s counter until one is either destroyed, or until the Commander detaches.  Either the Commander can move atop the unit, or the unit can move into the Commander’s square.  Attaching is at the option of the Commander, not the unit.  

9.1.1 Numbers:  Only one Commander can be attached to a given unit at any one time.

9.1.2 Activation:  An attached Commander activates when the unit it’s attached to activates.  In some cases, however, the Commander must activate first (such as when making a Rally attempt).

9.1.3 Movement:  The unit and the attached Commander both move at the same speed.

9.1.4 Morale:  Attached Commanders make their own (separate) morale saves.  If the unit to which the Commander is attached routes, the Commander must initially move with the unit (for the first round of routing).  After that, the Commander can then act normally—whether attempting to Rally the routing unit, detaching from that unit, etc.

9.1.5 Morale Bonuses:  Attached Commanders add their Command Rating to the morale saves of the units to which they are attached.  They also add ½ their Command Rating (round down) to the morale saves of all friendly units within ½ of their Command Range.  Those bonuses do not stack with any bonuses that other Commanders may give.  The player must decide which bonuses apply to the adjacent units.

9.1.6 Attack Bonuses:  Attached Commanders may either make their own attack(s) against an enemy unit (which stacks with their unit’s maximum number of attacks), OR they can add their full Command Rating to all attack rolls made by the unit to which they are attached (but then they cannot make their own attack rolls).  The Commander must choose.

9.1.7 Attacking and being Attacked:  Attached Commanders are not subject to attacks & damage as long as they do not make any individual attacks against an enemy unit.  If they should do so (whether by a physical or magical attack), they can then be targeted by any enemy units that can attack the unit and have not already used their attacks for that round.  

9.1.8 Detaching:  An attached Commander can detach from a unit at the beginning of the Commander’s turn.  The Commander’s counter simply moves off of the unit counter.  This counts as a move action for the Commander.  The unit from which the Commander detached must then make a normal morale save (but do not gain any bonus from the Commander for that save).

9.2 Unattached Commanders:  Commanders and Leaders (mounted or dismounted) do not have to be attached to units.  An unattached Commander acts independently of other units.  It has a greater Command Range than an attached Commander and can influence more units, though to a lesser degree than attached Commanders.

9.2.1 Activation:  Any number of unattached Commanders can be activated in any phase, and they don’t count against the limit of three activations per phase.  Unattached Commanders also don’t count when determining the number of phases in a round (see 2.2).  

9.2.2 Movement:  The unattached Commander may move about the battlefield at his normal speed rating.  Always round up to the nearest 25’ increment.  (For example, a flying unattached Commander has a speed of 90, therefore could move 4 squares per round.)  As long as a Commander can move at least 10’ in any round, then that Commander may move 1 square.  The same rules apply to Charging movement (double speed)—again, round up to nearest 25’ increment.  Unattached Commanders may not end their movement atop a friendly unit unless they attach themselves to that unit.
9.2.3 Morale Bonuses:  Unattached Commanders add ½ their Command Rating to the morale saves of all friendly units within their full Command Range.  Those bonuses do not stack with any bonuses that other Commanders may give.  The player must decide which bonuses apply to which units.

9.2.4 Attack Bonuses:  Unattached Commanders may add +1 to the attack bonus of all friendly units within their full Command Range.  This bonus stacks with any other attack bonuses that may apply that round.

9.2.5 Attacking and being Attacked:  Unattached Commanders are subject to attacks & damage from enemy units and enemy Commanders.  Also, they may freely attack enemy units and Commanders themselves.  

9.2.6 Special Commander Effects:  Unattached Commanders may choose to spend their entire turn taking no movement or attacks, and instead issue additional orders.  Commanders doing this suffer –2 from AC (since much of their concentration is going towards commanding their allies rather than worrying about their own safety exclusively), but can add an additional +1 to the attack bonuses of all friendly units within their full Command Range.  As in 9.2.4 this bonus stacks with all other applicable bonuses that round.

9.2.7 Commanders on Commanders:  Commanders may freely attack other Commanders simply by moving into the same square as another and engaging in standard D&D combat (lone creature vs. lone creature).  Such actions are done according to the normal rules of combat between individuals.  Up to 10 Commanders can occupy a square at any one time.  Mounted Commanders = 2 dismounted Commanders in terms of size.

9.3 General:  Each side may designate one Commander or Leader counter as its Supreme Commander or Commanding General.  This is optional.  Doing so presents several advantages and disadvantages, as follows:

9.3.1 Advantages:  As long as a General’s counter remains somewhere in sight on the battle map, all allied units and Commanders receive a +2 bonus to their morale saves.  Further, the General may attempt to Rally a shaken or routing Unit up to the General’s Command Range in squares (i.e. unlike Commanders, the General does not have to move adjacent or onto the unit he is attempting to Rally).  The General may make his Rally roll, once per round, as a free action. 

9.3.2 Disadvantages:  Should the General be killed or leave the battle map for any reason by any means (this includes hiding or being out of sight by mundane or magical means), for more than 3 consecutive rounds, the +2 morale save bonus no longer applies.  Further, all allied units and Commanders thereafter suffer a –2 to their morale saves.  Should the General return (perhaps he was merely hiding temporarily…), the –2 penalty is removed but the former +2 bonus no longer applies.  However, the returned General may still use his ability to Rally one unit/round within his Command Range (see 9.3.1).

9.3.3 A General may move, attack, cast spells, and/or attach/detach itself to units just as any other Commander unit, but is not required to do so.  Generals confer attachment/detachment bonuses just as Commanders do.  

9.4 Commander Rating:  Command Rating for a Commander is determined simply by taking the average of the Commander’s experience level (round down) and adding the Charisma modifier, if any.  For example, a Fighter/Rogue of level 7/2, with a Charisma of 14, would have a Command Rating of 7.

9.5 Command Range:  Command Range is one half of the Command Rating, rounding down.

9.6 Feat and Title modifiers to Command Rating and Range:  Certain feats, special abilities, and titles will add an enhancement bonus to the Rating and Range:

Title, Feat, or Ability



Modifier

Battlefield Inspiration feat


+2 to ALL saving throws for units in Range

Minor Title (per title)



+1 to Command Rating (max +2 bonus)
Major Title (one only)



+2 Command Rating, +1 Command Range

Leadership feat



+3 Command Rating, +2 Command Range

10.0 Terrain

10.1 Difficult Terrain:  Units passing thru difficult terrain may take their normal movement, but may not Charge.  

10.2 Impassible Terrain:  units cannot pass thru the following types of terrain, and units on the other side are considered to have total cover (high walls, giant dragon skulls, cliffs, lakes, hills & mountains, buildings, quagmires, Wall spells, etc.)

10.3 Terrain Effects:  (all effects stack with each other and other modifiers)

Terrain Type





Modifier
Sparse Woods





+1 AC, Attack –1

Briars/Clinging vegetation



Attack –1

Scree and Boulder fields



Attack –1

Wreckage and debris




Attack –1

Streams or fords in a river



Attack –1

Deep Sand





Attack –2

Thick mud, bogs, and marshland


Attack –2

River






No movement thru

10.4     Partial Cover:  Units behind partial cover typically gain a +4 AC modifier.  This can be negated by attacking units with the Precise Shot feat, or lessened if the attacking unit attacks from sufficiently higher ground (such as a high wall).  Partial cover includes Tower Shield Proficiency feat as well as certain types of terrain, including (but not limited to):  low walls (3’ to 5’ high), hedgerows, shallow ditches (3’ to 5’ depth), and intervening units (see 6.7).

11.0 Spells and Magical Effects

11.1 Area of Effect Attack Spells:  The effects from these are applied to the unit(s) normally, whether damage or nuisance.  Unit(s) affected are entitled to a Saving Throw roll vs. the Spell DC (as determined by the caster per normal D&D rules).

11.2 Individual Target Attack Spells:  While not very effective in mass combat, these can nevertheless be utilized—perhaps in order to reduce a foot unit from 5 to 4 and thus disband the unit.  Apply the attack to an individual unit and if enough damage is scored, that individual is removed.  Saving Throw applies as above.

11.3 Area of Effect Defensive Spells:  Depending on spell type, apply results to entire unit.  Some spells effects are out of the scope of these rules.  Your GM reserves the right to modify spell results to fit into this rule system, or disallow the spell.

11.4 Healing Spells:  If a Healing spell is cast on a unit the same round in which that unit took damage, it will restore individuals lost—depending upon the amount of healing applied.  Healing is a standard action.  

11.4.1 Healers and Clerics (or Commander units with Healing abilities) must be either attached to or adjacent to a unit in order to initiate a Healing spell on that unit.

11.4.2 For example, a unit with a Hit Point rating of 7 takes 23 points of damage during a round.  That eliminates 3 of its individuals (3x7=21 pts, plus 2 pts excess damage).  An adjacent Commander (a Cleric NPC) casts a Cure Serious Wounds spell as his standard action that round, healing 18 points of damage.  Two individuals (2x7 pts = 14) are restored, plus the excess 2 pts of damage are healed; the remaining 2 healed points are ignored.

11.5  Magical Effect (examples)



Modifier

Circle of Darkness or Fog Clouds


50% miss chance per hit

Spells reducing movement by 1/2


-2 AC, Attack –2

Spells reducing movement by 75% or more

-4 AC, no attacks

Hallucinatory Terrain or similar


Per terrain type (allows for








saving throw per unit affected)

Webs or Entangle




-4 AC, no attacks (allows for 








saving throw, if made unit can 









escape the following round)

Invisible Unit





+2 AC; -2 to Attack unit 

Evard’s Tentacles




-4 AC, no attacks (allows for








saving throw vs. DC = caster








level+8; if made unit can 








escape the following round)

Fear or similar effects



Unit routes (allows for saving








throw to avoid effect)

(The Miniatures Handbook provides glossary with full discussion of various types of spell effects and how they affect combat and movement.)

12.0 Special Battlefield Tactics

12.1 Battle Formations:  Certain types of classic battle formations and tactics will earn additional bonuses (see below).  Use of Military Theory (Knowledge) determines whether any bonuses apply.  Each player with this Knowledge may make the roll one time before battle begins, and apply any one applicable result.  Each bonus type may be selected only once.  The GM will assist with the unit creation and initial formation on the battlefield prior to the start of the battle.

12.2 Formation Bonus chart:  (These bonuses have a duration determined by the GM)
Knowledge

Formation Type


   roll DC
  Bonus / Advantage

Efficient usage of terrain

      10

 +5 to first 5 Initiative rolls

Efficient unit placement 

      15

 +1 to all morale saves

Classic Legion structure

      18

 +1 AC to all melee foot units


Ranged Weapon massed assault
      23

 +1 square to all ranged attacks


Cavalry Encirclement

      30

 Attack +2 to all mounted Charges

Though an army may start the battle with one or more of the advantages above, they can be lost at some point later in the battle depending upon the actions of the units.  For example, an army with the advantages of efficient unit placement and legion structure can lose both advantages if the controlling players decide to split up the army into several groups, rather than keeping the soldiers fighting together in the traditional structure. 

