Dark Age Wargames Rules
UNITS 

Units have four bases, which are aligned in two ranks of two bases, however, Elephant units only have one base.
HOW TO WIN

Victory is achieved as soon as one side is reduced to a strength of two remaining units. For every infantry unit (other than Light Infantry) exiting the mapboard  on the enemy side, the enemy immediately withdraws two of his units. All three units count as eliminated. 

SEQUENCE OF PLAY

Each side follows the sequence listed below in each of its turns. 

1. Charge sequence 

2. Movement 

3. Shooting 
4. Hand-to-hand combat

5. Morale tests. 

1) The Charge Sequence 

Every time a general wishes a unit to enter into hand-to-hand combat with an enemy unit, the procedure is as follows:

1. Charge Declaration. Declare the charge. Measure the distance between the units. If the charging unit can reach the enemy move it into physical contact (bases touching).
a. Only one unit can contact a target unit's face at one time.  This means that up to four units may attack a target (front, sides and rear). 

b. A unit only fights against the unit it is in frontal contact with.

2. Defensive fire. If the defender is equipped with javelins, and if the attacker launched its charge from further than 8cm away, the defender may fire at its assailant. 

3. Initiate hand-to-hand combat. After removing any losses caused by defensive fire, the two antagonists will fight in the hand-to-hand combat phase. 
2) Movement 

1. Movement allowances. Units move the distance below each turn. They do not have to use up all their movement allowance, but may not carry any unused movement to the next turn. 
	Troop Type  
	Movement per turn

	Light Cavalry
	24cm

	Heavy Cavalry
	20cm

	Elephants, Cataphracts, Warband, Light Infantry
	12cm

	Dark Age Infantry, Heavy Archers
	8cm


2. Turning. If a Warband, Elephant, Cataphract, Dark Age Infantry, Heavy Archer or Heavy Cavalry unit wishes to deviate more than 30° from a straight line, it must use up half of their movement allowance to do so. 
a. Light Infantry and Light Cavalry may turn without penalty.
3. Wheeling. Troops may only change direction by wheeling or by an about turn (180 degrees). Wheeling is defined as a change in direction by keeping one front corner of the unit stationary. 

4. Difficult terrain. This affects units in the ways stated below:

a. Hills have no effect on movement.

b. Rivers. It takes one complete turn to cross a river. The unit moves up to the river’s edge on one turn, is placed in the river on the next turn, and may move out normally in the last turn.

c. Woods. 
i. Cavalry, Elephants and Cataphracts may not enter woods.
ii. Dark Age Infantry and Heavy Archers have their movement reduced to 4cm every turn they move in a wood.
iii. Light Infantry and Warbands are unaffected by woods, and may move up to their full movement allowance if desired.
d. Rough ground. Rough ground, in all respects, is treated as woods. 

5. Moving and firing. Heavy troops may never move and fire. Light Infantry and Light Cavalry may do so under certain circumstances.
a. Light Infantry may move and fire if equipped with javelins. The firing may either precede or follow movement.

b. Light Cavalry may move and fire if equipped with bows (firing must precede or follow movement). However, Light Cavalry equipped with javelins are allowed to split-move. That is to say, they may not only move and fire, but are allowed to fire at any point during their move (if the target is in range at the time of firing). They may for example move half their allowance, throw their javelins, turn around, and retire their remaining half-move away from the enemy they had just shot at.
c. No unit may ever fire if it is charging an enemy unit.

6. Withdrawal from combat. Units can only withdraw in their own movement phase. It involves a free turn of 180 degrees. The unit may then move a full move. The unit may turn to face the enemy. This will involve a 180° turn with a 50% reduction (if Heavy Cavalry or Cataphracts) to its move. If contacted to both front and flank the unit cannot withdraw.

7. Interpenetration. Units may never pass through each other under any circumstances. 
3) Shooting 
1. Missile ranges. When a unit wishes to shoot, it must first check to see if the enemy is in range. 
	Weapon 
	Range

	Bow and crossbow (on foot)
	24cm

	Javelin
	8cm

	Bow and crossbow (on horseback), Sling
	16cm


2. Rolling to hit. Infantry and cavalry units with bows, crossbows, slings or javelins roll one die for each base currently remaining. A successful hit may possibly inflict a casualty point on the defending unit. Units in woods only suffer half the registered number of potential casualty points (always round fractions down).
	Weapon / Troop Type
	Die roll

	Bowmen, slingers and javelinmen
	4-6

	Crossbowmen
	5-6

	Light Infantry and Light Cavalry
	5-6


3. Saving rolls. However, the defender is permitted what is known as a saving roll for each potential casualty. This is dependent upon armour thickness. For every hit scored, the defender rolls a die. If the score achieves the required saving roll, the casualty is not inflicted.
a. When assessing casualties from crossbow fire, the defender suffers a minus 2 dice-roll modifier on its saving roll.
	Type of armour
	Saving roll required

	Elephant, extra-heavy armour
	3-6

	Heavy armour
	4-6

	Medium armour
	5-6

	Light armour
	6


4. Base removal. For every four casualty points inflicted remove a base (denote the current number of casualties using markers).
5. Elephant rules. If 4 points are inflicted on an elephant unit, it goes beserk for one move before it dies. Roll a die:
1-2

Elephant moves left
3-4

Elephant moves right
5-6

Elephant moves directly to rear

The elephant turns in the appropriate direction (without penalty) and moves its full allowance immediately. However, if any unit (friendly or enemy) is contacted, the elephant will cease moving and engage its victim in hand-to-hand combat.
6. Firing arc. Units may fire at any target within 45 degrees of their frontal facing.
7. Range is measured from the centre of the unit to the closest point of the target.
8. Firing path. Bases eligible to fire must be able to trace unblocked flank lines from their front to the target unit. The firing path is blocked by any intervening units or terrain. If a portion of the firing path is blocked then no base may fire.
9. Target priority. A unit must fire at the closest eligible target within its arc of fire.

10. Defensive fire may only be performed if contact is made with the unit’s front edge. 

11. Engaged units. Shooting at units engaged in hand-to-hand combat is never allowed.
12. Overhead fire. The only overhead fire allowed is to or from a higher elevation on troops by bows, crossbows, slings and javelins. 
4) Hand-to-Hand Combat 

1. Procedure. When units engage in hand-to-hand combat, the fight usually continues each turn until one side is eliminated (Cavalry or Light Infantry may withdraw a full move after any round of combat, but only if their movement rate exceeds that of their assailants and they are not simultaneously being engaged in the front and on their flank/rear).
2. Order of striking. Blows are always struck simultaneously.
3. Hand-to-hand combat (open terrain). Each base in a unit rolls a variable number of dice, depending upon the type of opponent it is engaging.
	
	Enemy
	unit
	
	

	Own unit
	Elephants
	Dark Age Infantry, Warband, Cataphracts, Heavy Cavalry
	Heavy Archers
	Light Cavalry, Light Infantry

	Elephants
	4
	8
	8
	8

	Dark Age Infantry
	1
	1
	2
	3

	Warband
	1
	1
	2
	3

	Cataphracts
	1
	1
	2
	3

	Heavy Cavalry
	1
	1
	2
	3

	Heavy Archers
	1
	1
	1
	2

	Light Cavalry
	1
	1
	1
	1

	Light Infantry
	1
	1
	1
	1


a. Warband roll one extra die per base remaining in the first round of any combat
b. Units uphill of their antagonists also roll one extra die per base remaining in the first round of any combat
c. Units defending a riverbank similarly roll one extra die per base remaining, if their assailants are crossing the river at the time. Again, this only applies during the first round.
d. Units attacking the flank or rear of an enemy always roll an additional die per base engaged.
e. Units that are hit in their flank or rear may turn to face their enemy in the second or subsequent rounds of hand-to-hand combat, but only if they are not simultaneously being engaged to their front.
f. For every dice rolled, a 4-6 is needed to stand the chance of inflicting a casualty point loss on the enemy.
4. Saving roll. As with shooting, the defending unit is entitled to a saving roll for each potential casualty. Use the same chart provided in the shooting section of these rules (see 3 above).
a. Troops engaged by Elephants are never entitled to a saving roll.

5. Combat in woods. This uses a different hand-to-hand combat table.
	
	Enemy unit
	

	Own unit
	Warband
	Non-Warband

	Warband
	1
	2

	Non-Warband
	1
	1


6. Contact. Any contact, even with a unit’s corner, brings on a hand-to-hand combat in which all of each unit’s bases fight. The attacking unit always conforms to straight contact. A unit can only make contact with it's front edge. Contact must be declared as a charge, otherwise the movement is prohibited. The attacker hits the side of the enemy unit the majority of its frontage contacts when it conforms to straight contact.

7. Carried forward hits. Hits on bases are carried forward following a further base removal resulting from a failed Morale Test.
8. Removing bases. Unengaged bases are removed first. The unit must remain two bases wide as long as possible. If a gap opens due to base removal, units in contact immediately follow up and conform so that contact is maintained. 
9. Push back. For units in contact following a round of hand-to-hand combat, the one with the lower number of bases is pushed back 2cm. The enemy unit immediately follows up. Troops pushed back into friendly units also push these back. For units involved in flank or rear attack,  there is no push back.

5) Morale tests 

1. Morale effects of hand-to-hand combat. Whenever an infantry or cavalry unit loses a base in hand-to-hand combat, it must roll a die. If it fails to achieve the appropriate score, another base is removed (if two or three bases are removed in a single turn, roll two or three dice accordingly).
	Class of unit 
	Morale roll

	Elite 
	3-6

	Average 
	4-6

	Levy 
	5-6


2. Generals and morale. Generals are assigned to a unit, and remain with it throughout the battle. 
a. If a unit is accompanied by a General, it may add +1 to all morale test die rolls. 
b. Generals are removed from the table when their unit is eliminated. 
SPECIAL RULES 
Shieldwall formation. Some Dark Age Infantry units (specified in the relevant army lists) may adopt this formation at the start of any move. It has the following characteristics:

1. Movement is reduced to 4cm

2. A unit in shieldwall formation may not enter a wood.

3. A unit in shieldwall formation may not cross a river.

4. The unit’s saving roll is improved to 3-6 (irrespective of its original saving roll).

5. Although a unit may enter or leave shieldwall formation at the start of any move, it must take a morale test every time it leaves the shieldwall (never when it enters the formation). If the morale test is failed, the unit loses a base.

Terrain. Some terrain has an effect on shooting and hand-to-hand combat. 

1. Woods. Where both units are inside firing is limited to 5cm and to fire out or to be fired upon the unit must be within 5cm of the wood’s edge. Units must be entirely within the wood to receive the benefit of cover from firing. Cavalry may not attack units inside woods. 

2. Settlements. Only Infantry may enter or leave a settlement and it takes a complete turn for them to do so. A settlement may contain one unit and possess four sides allowing the unit to fire from any side with all their bases. Units inside count as in cover for shooting and hand-to-hand combat (50% casualties) and defend on all sides counting these as their front edge with all their bases. Combat is resolved using the open terrain table. Ignore push back outcomes. Cavalry may not attack units occupying settlements.
3. Fortifications. Only Infantry may enter or leave a fortification and it takes a complete turn for them to do so. Units occupy sections of fortification which may contain one unit and fight with one extra dice per base in hand-to-hand combat in the first round.  Units may fire from fortifications with all their bases. Units count as in cover for shooting and hand-to-hand combat (50% casualties) and defend with all their bases. Combat is resolved using the open terrain table. Ignore push back outcomes. Cavalry may not attack units occupying fortifications.
