MASS COMBAT (10/9/08)
SEQUENCE:

1.  Join War (Wits +War) - Magnitude, or Wits + Awareness (Solo)

2.  Move:  Close & Unordered x1hex (50m), Relaxed: x2 hexes (100m), Skirmish & Solo: x3 hexes (150m), Horsemen: x4 hexes (200m).    

3.  Attack:  Roll Leader’s attack roll and add Close/Ranged Combat Rating & Might, plus any other modifiers: Magnitude difference, Formation, Terrain, etc. 

4.  Defense:  Use Leader’s PDV and add ½ unit’s Close Combat Rating, plus any other modifiers: Magnitude difference, Formation, Terrain, etc.

5.  Damage: Roll Leader’s damage and add Close/Ranged Combat Damage & Might.

6.  Soak: Use Leader’s Soak for damage and add unit’s Armor Rating.

7.  Exhaustion (pg. 169):  Charisma + War difficulty Fatigue Value of Armor, plus any other modifiers.  Roll every time unit attacks, is attacked, or Dashes. 

8.  Rout (pg. 169):  Roll unit morale for any circumstances that require it: Becoming engaged, Suffer Magnitude loss, Receive 1st  ranged attack since unit’s last action, Subject of a Spell, Superior Enemy, etc.

UNIT CHARACTERISTICS:

1.  Magnitude:  Size of the Unit, which influences bonus successes on attack and defense (relative to enemy units), and other Unit actions. 

2.  Drill: Skill of the unit working together.  

3.  Endurance:  Equal to Drill + Stamina or Stamina + Resistance (Solos).  Units must roll for Fatigue loss for attacks, defense, charges, etc.  Failure means loss of an Endurance point.  Loss of all Endurance Points means -2 all actions when fatigued (Including movement and morale checks). 

4.  Might:  Adds auto bonus Attack/Damage successes to Leaders Combat and Damage rolls.

5.  Close Combat Rating (1/2 attack dice):  Adds bonus Attack successes to Leader’s combat roll & adds ½ to Leader’s PDV. 

6.  Close Combat Damage (1/3 damage dice):  Adds bonus Damage successes to Leader’s damage roll.

7.  Ranged Combat Rating (1/2 attack dice):  Adds bonus Attack successes to Leader’s combat roll.  Units usually have only enough ammunition for 4 shots.

8.  Ranged Combat Damage (1/3 damage dice):  Adds bonus Damage successes to Leader’s damage roll.

9.  Armor (1/3 Soak):  Average armor of Unit divided by 3, round up. 

10.  Morale:  Average Valor of Unit or Leader’s (Whichever is lower)

11.  Special Characters:  A unit can have a maximum of Magnitude x2 Special Characters including: Heroes, Sorcerer/Snipers, and Relays:


Hero:  Can use their Close Combat attack instead of Leader (Maximum Leader’s War) and can lend Close Combat Rating (Maximum Leader’s War). 


Sorcerer/Sniper:  Can use their Missile skill instead of Leader’s (Maximum Leader’s War) and take independent attacks.


Relay: At least one is required for each level of Magnitude (Magnitude 3+) or the unit suffers Communication Failure: Can only use Unordered Formation and -2 Drill.

12.  Formation: 

Unordered (Drill: 0): Add 2 to difficulty of all Rout checks. Movement: 1 Hex (50m)
Skirmish (Drill: 1): Double shield bonuses and cover against all attacks, and +3 DV against Ranged Attacks, BUT other units double their Magnitude for Close Combat Rating (Not Damage) and if they are in Close Formation they triple their Magnitude for Close Combat Rating. Movement: 3 Hexes (150m)
Relaxed (Drill: 1): Double shield and terrain bonuses against missile attack.  13.  Movement:  2 Hexes (100m)
Close (Drill: 2): Double Close Combat Rating & Shield bonuses against close combat attacks, -2 difficulty on Rout rolls, BUT other units double their Magnitude when using Ranged attacks against Close formations. Movement:  1 Hex (50m)
13.  Movement: Units Move at regular walk (Hexes are 50m x50m) or x2 for Charge. 
ELEMENTS/MISCELLANEOUS ACTIONS:  Usually Charisma + War, difficulty Magnitude - Drill

1.  Move: Use Chart & no roll required
2.  Charge/Dash (Speed 3/-2 DV): ROLL REQUIRED, Double basic Move (after using Move Chart) 
3.  Guard (Speed 3/None): As normal

4.  Change Formation (Speed 5/-1 DV):  ROLL REQUIRED, +1 difficulty if just attacked, and +2 if currently engaged. 
5.  Disengage (Speed 0/-0 DV):  REFLEXIVE ROLL REQUIRED, This is a reflexive action in order to escape another unit. 

6.  Turn (Speed 3, -1 DV):  ROLL REQUIRED, Required for any turn of 90 degrees or more.  

7.  Split Unit (Speed 3/-1 DV): ROLL REQUIRED,
8.  Merge Unit (Speed 3/-1 DV): ROLL REQUIRED,
9.  Rally (Speed 4/-1 DV): ROLL REQUIRED, Organization: Promote Relay, Numbers: Regain Magnitude due to morale loss or loss of greater unit, Second Wind: Regain Drill level in Endurance (Minimum 1), 

10.  Enveloping (Must be 1+ Magnitude greater): ROLL REQUIRED, Attack at a -2 External Penalty. If successful, helps prevent enemy unit from escaping. 
11.  Read Strategy (Sok pg. 110)(Speed 5/-0 DV):  Can predict the strategy a unit. Perception + War difficulty ½ opponents Manipulation + War (rounded up).  ROLL REQUIRED,
12.  Coordinating Units (Sok pg. 110)(Speed 5/-0 DV):  Can coordinate attacks. Charisma + War Difficulty ½ number of units + highest Magnitude minus the lowest Drill. ROLL REQUIRED,
13.  Feint (Sok pg. 111)(Speed 5/-1 DV): Can dictate the next Move action or formation change of enemy unit. Manipulation + War difficulty ½ Opponents Perception + War (rounded up) ROLL REQUIRED,
14.  Position Troops (Sok pg. 111)(Speed 3/-1 DV):  Mass combat Aim action.  NO ROLL REQUIRED,
15.  Blockade Movement (Errata pg. 1)(Speed: 5, -1 DV): Can block three targets from immediately adjacent hexes from passing. ROLL REQUIRED: Opposed Charisma + War + (Either Magnitude or Drill)
SITUATIONAL MODIFIERS:  

1.  Terrain: Open (up to tall grass): Normal move, Difficult (Forest): No Dash or wagons, and mounts move 1/2, Extreme (Mountains):  No mounts & foot soldiers move ½. Terrain that slows part of a unit, slows entire unit.
2.  Attack From Behind:  Units cannot attack other units directly behind them AND any unit that attacks them from behind is considered a surprise attack (DV 0). 

Miscellaneous Rules:

1.  One Mass Combat Hex is 50 meters x 50 meters. 
2.  Movement of troops can be modified with Charms.
3.  Archers are generally limited to 4 Shots while mobile and 7 shots when entrenched
4.  Rout Checks (GMO): These are modified by Drill as follows: Drill 0/-2 dice, Drill1/-1 die, Drill 2/0, Drill 3/+1 die, Drill 4/+2 dice, Drill 5/+3 dice.
5.  War Rating: Abilities and actions limited by the Commander’s War Ability include: Attack Parry, Close Combat Rating, and Ranged Combat Rating.  
6.  All Exalt Commanders can use as many Reflexive Charms as they wish. 
7.  Charm Use: Exalts Commanders and Special Characters may use One Simple, Supplementary, Extra Action Charm or Combo per turn.  They may use unlimited Reflexives Charms.
8.  Hesitation/Route Checks (pg. 169 & DMO):  When a unit suffers a route condition they must roll Morale against standard difficulty.  Suffer a dice penalty/bonus based on Formation and Drill, not Magnitude – Drill! (GMO), and the difference between the unit’s Magnitude and Might (1 die per level of difference). 
Formations: Unordered: +2 difficulty, Skirmish: +1 difficulty, Relaxed: +0 difficulty, Close: -1 difficulty, 


Drill: 0: -2 dice, 1: -1 die, 2: -0, 3: +1 die, 4: +2 dice, 5: +3 dice, 

9.  Stunting: PCs may need to stunt, particularly Moral/Rout Checks and Checks for Changing Formation, Disengaging, Turning, and Rallying (Promoting Relay, Regaining Magnitude, & Second Wind)
Magnitude and Area of Units:  Soldiers are usually 2 meters apart in Relaxed Drill. 
0   (1/Solo):  1x1 = One Hex (One Hex)
1   (2-10/Fang):  3x3 = One Hex (One Hex)
2   (11-75/Scale):  5x5 = One Hex (One Hex)
3   (76-150/Talon):  10x10 = Two x Two Hexes (One Hex)
4   (151-300/Wing):  15x15 = Three x Three Hexes (One Hex)
5   (301-650/Dragon):  20x20 = Four x Four Hexes (One Hex)
6   (651-1,250/-):  30x30 = Six x Six Hexes (Two Hexes)
7   (1,251-2,500/-):  40x40 = Eight x Eight Hexes (Two Hexes)
8   (2,501-5,000/Legion):  60x60 = Twelve x Twelve Hexes (Three Hexes)
9   (5,001-10,000/1st Age Legion):  100x100 = Twenty x Twenty Hexes  (Six Hexes)
EXAMPLE MASS COMBAT COMMANDERS
FARMER/TOWNSMAN/CITIZEN COMMANDER:

Str/Dex/Sta:  2/2/2   Cha/Man/App:  2/2/2     Per/Int/Wit:  2/2/2
Valor: 1,

Awareness: 1, Melee: 1, Resistance: 1, War: 0, 

Join War (Wits+War -Magnitude:  2 dice- Magnitude
MOVE:  2/8


Club: Speed: 5, Accuracy: 4, Damage: 8B, Defense: 1, Rate: 2,
Dodge DV:  1,   Soak (L/B):  0L/2B,

Willpower:  4       Health Levels:  -0/-1/-1/-2/-2/-4/Incap 
(0/-1/-3/Inc),

MILITIA/GREEN TROOP COMMANDER (Private):

Str/Dex/Sta:  2/2/2   Cha/Man/App:  2/2/2     Per/Int/Wit:  2/2/2
Valor: 2,

Awareness: 1, Melee: 1, Resistance: 1, War: 1, 

Join Battle:  3

MOVE:  1/7
Spear: Speed: 5, Accuracy: 4, Damage: 6/7L, Defense: 5, Rate: 2, 

Dodge DV:  2/1,   Soak (L/B):  3L/6B  (Buff Jacket, 3L/4B, -1 Mobility Penalty),

Willpower:  4       Health Levels:  -0/-1/-1/-2/-2/-4/Incap 
(0/-1/-3/Inc),

REGULAR TROOP COMMADER (Fang lord-Talon Lord):

Str/Dex/Sta:  3/2/3   Cha/Man/App:  2/2/2     Per/Int/Wit:  2/2/2
Valor: 3,

Awareness: 2, Melee: 3, Resistance: 2, War: 2-3,

Joint Battle:  4

MOVE:  1/6
Chopping Sword: Speed: 4, Accuracy: 6, Damage: 8L/2, Defense: 2, Rate: 2,

Self Bow: Speed: 6, Accuracy: 4, Damage: 7L*, Defense: -, Range: 150, Rate: 2, 

Soak (L/B):  3L/7B  (Buff Jacket & Target Shield, 3L/4B, -2 Mobility Penalty, +1 difficulty to attack),

Dodge Pool:  1/0,   

Willpower:  6       Health Levels:  -0/-1/-1/-2/-2/-4/Incap       (0/-1/-3/Inc),
ELITE SOLDIER COMMANDER (Dragon Lord and above):  

Str/Dex/Sta:  3/3/4   Cha/Man/App:  2/2/2     Per/Int/Wit:  3/2/3
Valor: 4,

Awareness: 3, Melee: 4, Resistance: 3 (Disease +1), War: 3,

Joint Battle:  6

MOVE:  1/6
Chopping Sword: Speed: 4, Accuracy: 8, Damage: 8L/2, Defense: 3, Rate: 2,

Self Bow: Speed: 6, Accuracy: 5, Damage: 7L*, Defense: -, Range: 150, Rate: 2, 

Soak (L/B):  6L/11B  (Chain Hauberk, 3L/4B, -3 Mobility Penalty),

Dodge Pool:  2/0,   

Willpower:  7       Health Levels:  -0/-1/-1/-2/-2/-4/Incap 
 (0/-1/-3/Inc),
EXAMPLE MASS COMBAT UNITS
FARMERS/TOWNSMEN/CITIZENS MASS COMBAT UNIT:  

Magnitude: 2 (25 Citizens each)

Drill:  0

Endurance:   2

Might:  0 

Attack Rating (Close Combat):  +2

Attack Damage (Close Combat):  +3B

Attack Rating (Ranged): None

Attack Damage (Ranged):  None

Armor:  0L/1B

Morale:  1

Movement (Unordered): Walk: 60m (6 Hexes), Charge: 240m (24 Hexes)

Special Character:  4 Relays

Standard Formation:  Unordered
MILITIA/GREEN TROOPS MASS COMBAT UNIT:  

Magnitude: 2 (25 Troops each)

Drill:  1
Endurance:   3
Might:  0 

Attack Rating (Close Combat):  +2

Attack Damage (Close Combat):  +2L
Attack Rating (Ranged): None
Attack Damage (Ranged):  None

Armor:  1L/2B

Morale:  2
Movement (Relaxed): Walk: 70m (7 Hexes), Charge: 490m (49 Hexes)

Special Character:  4 Relays

Standard Formation:  Relaxed
REGULAR TROOPS MASS COMBAT UNIT:  

Magnitude: 2 (25 Troops each)

Drill:  2
Endurance:   5
Might:  0 

Attack Rating (Close Combat):  +3
Attack Damage (Close Combat):  +3L

Attack Rating (Ranged): +2
Attack Damage (Ranged): +2L
Armor:  1L/3B

Morale:  3
Movement (Relaxed): Walk: 60m (6 Hexes), Charge: 420m (42 Hexes)

Special Character:  4 Relays

Standard Formation:  Relaxed

ELITE TROOPS MASS COMBAT UNIT:  

Magnitude: 2 (25 Troops each)

Drill:  3-4

Endurance:   7-8

Might:  0(1?)

Attack Rating (Close Combat):  +4

Attack Damage (Close Combat):  +3L

Attack Rating (Ranged): +2

Attack Damage (Ranged): +2L

Armor:  2L/4B

Morale:  4

Movement (Relaxed): Walk: 60m (6 Hexes), Charge: 420m (42 Hexes)

Special Character:  4 Relays

Standard Formation:  Relaxed

AVERAGE TERRESTRIAL COMBAT UNIT:  

Magnitude: 0-1 (1-10 Terrestrials)

Drill:  1-5
Endurance:   8

Might:  2+
Attack Rating (Close Combat):  +5

Attack Damage (Close Combat):  +4L

Attack Rating (Ranged): +3

Attack Damage (Ranged):  +3L

Armor:  6L/8B

Morale:  4

