Pike and Shot Wargames Rules
UNITS 

These consist of a variable number of bases:

a) Infantry units have six bases. They deploy on a frontage of two bases.
b) Cavalry units have four bases. They also deploy on a frontage of two bases.
c) Artillery units have one base.

Mixed units for later conflicts in this period can be represented by 3 bases to front and 2 deep.  

HOW TO WIN

Victory is achieved whenever one side is reduced to 25% of its original strength in terms of units: 

1. Tercio units. Tercio units count as two units for purposes of elimination.
2. Exiting the map. For every Infantry unit (other than Light Infantry) exiting the table on the enemy side, the enemy immediately removes 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 (infantry and cavalry units)
4. Shooting (artillery units) 

5. Hand-to-hand combat

6. Morale tests. 

1) The Charge Sequence 

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

1. 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 Reiters, Chevaliers, dismounted Dragoons or javelin-armed troops are being charged frontally, they may fire against their assailants. 

3. Offensive fire. Chevaliers or Reiters may fire if they are attacking.
4. Moving to hand-to-hand combat. After removing any losses covered by offensive or 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. Mixed units always move at the speed of the slowest troop type within their ranks.
	Troop Type  
	Movement per turn

	Light Cavalry
	24cm

	Gendarmes, Chevaliers, Dragoons
	20cm

	Reiters
	16cm

	Light Infantry
	12cm

	Swordsmen, Shot
	10cm

	Pikemen
	8cm

	Artillery
	No movement


2. Turning. Light Infantry and Light Cavalry may turn without penalty. Other units that wish to deviate more than 30° from a straight line, must use up half of their movement allowance to do so. 
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. These 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. Light Infantry are unaffected by woods.
ii. Other infantry have their movement allowance halved if moving in woods.
iii. Cavalry (including dismounted dragoons) and Artillery may never enter woods. 

d. Entrenchments. It takes one complete turn to cross an entrenchment.
e. Walls, Hedges and Fences. Each such linear obstacle crossed costs 4cm of movement. 

f. Rough ground. Rough ground, in all respects, is treated as woods. 

5. Mounting and dismounting. 

a. Dragoons may mount and dismount without penalty but may only perform one function per turn. 

b. Dragoons must be mounted to move. 

c. They must always dismount to fire and fight. 

d. They may not perform defensive fire if charged while mounted.

6. Moving and firing. Some troops may move and fire. Details are given below:

a. Reiters may move and then fire. Firing follows movement.

b. Light Infantry may move and fire. Firing may either precede or follow movement.

c. Light Cavalry equipped with bows may move and fire. Firing may either precede or follow movement.

d. Light Cavalry equipped with javelins may fire at any time during their move. They may therefore advance, then fire, and then retreat if they desire.

e. Unless allowed to perform offensive fire, no unit may fire if it is charging an enemy unit.

f. In all other cases, troops must remain stationary if they wish to fire during the turn.

7. 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 non-Light troops) to its move. 
8. Interpenetration. Units may never pass through each other under any circumstances. 
3) Shooting (Infantry and Cavalry Units) 

1. Range. When a unit wishes to shoot, it must first check to see if the enemy is in range. 
	Weapon 
	Range

	Muskets, bows, crossbows (on foot)
	24cm

	Muskets, bows, crossbows (on horseback)
	16cm

	Javelins, pistols
	8cm


2. Inflicting casualties. If in range, roll one die for each base remaining in the unit. For every throw based on the following table a casualty point may be inflicted 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

	Bows, Javelins, pistols
	3-6

	Muskets, crossbows 
	4-6

	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 the thickness of any defensive armour. For every potential casualty point scored, the defender rolls a die. If the score achieves the required saving roll, the casualty is not inflicted.
	
	Saving Roll Required
	
	

	Armour type
	Musket fire
	Crossbow, pistol fire
	Bows, javelins, hand-to-hand weapons

	Extra-heavy
	6
	5-6
	3-6

	Heavy
	Not permitted
	6
	4-6

	Medium
	Not permitted
	Not permitted
	5-6

	Light
	Not permitted
	Not permitted
	6


4. Removing bases. For every four casualty points inflicted on a unit, remove a base (it is a good idea to indicate the current number of casualty points by using counters or some marker system).
5. Firing arc. Units may fire at any target within 45 degrees of their frontal facing.
6. Range is measured from the centre of the unit to the closest point of the target.
7. 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.
8. Defensive fire may only be performed if contact is made with the unit’s front edge. 
9. Target priority. A unit must fire at the closest eligible target within its arc of fire. Exception. Artillery cannot target light infantry at long range (greater than 16cm).
10. Engaged units. Shooting at units engaged in hand-to-hand combat is never allowed.
11. Overhead fire. The only overhead fire allowed is to or from a higher elevation on troops by artillery at long range, bows, crossbows and javelins. Long range for overhead fire is >16cm for artillery. 

12. Chevaliers. Chevalier units may only fire during the shooting phase. They only fire as part of the charge sequence.
13. Stationary Tercios and large units. Units which remain stationary in their last move and current move may fire from any side with all their remaining bases of shot. Firing from the front or rear edges are adjudicated normally. Firing from the side edges, incur a penalty of -1 to the casualty table.
4) Shooting (Artillery Units) 

1. Assess range. Turn the gun to face the target and assess the range. Artillery has a range of 64cm.
2. Determine hits. If in range, roll a die to determine the number of hits. Units in woods only suffer half the number of hits registered. For very hit, roll a die. A casualty point is inflicted for every roll of 4-6. No saving rolls are permitted. 
3. Reloading. Artillery may only fire every other move (to indicate that the gun is reloading, point the barrel to face its army’s own side of the table, away from the enemy.
4. Removing bases. Refer above. 
5. Firing at artillery. Artillery cannot be shot at. It is assumed to be a very small target, whose crew enjoy some protection from the piece itself, any entrenchments etc.
5) Hand-to-Hand Combat 

1. Entering hand-to-hand combat. When units engage in hand-to-hand combat, the fight usually continues each turn until one side is eliminated. However, units that move faster than their assailants may withdraw a full move after any round of combat, provided they are not simultaneously being engaged in the front and on their flank or 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
	Pikemen
	Swordsmen
	Shot, Light Infantry, Dragoons
	Gendarmes, Chevaliers
	Reiters
	Light Cavalry

	Pikemen
	1
	1
	2
	3
	3
	3

	Swordsmen
	2
	1
	2
	1
	1
	1

	Shot
	1
	1
	1
	1
	1
	1

	Light Infantry
	1
	1
	1
	1
	1
	1

	Light Cavalry
	1
	1
	1
	1
	1
	1

	Dragoons
	1
	1
	1
	1
	1
	1

	Gendarmes
	1
	2
	3
	1
	2
	3

	Chevaliers
	1
	2
	3
	1
	2
	3

	Reiters
	1
	2
	2
	1
	1
	2


a. Units uphill of their antagonists roll one extra die per base remaining in the first round of any combat
b. 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.
c. Units attacking the flank or rear of an enemy always roll an additional die per base engaged.
d. 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.
4. Hand-to-hand combat in woods. Units of all types roll just one die per base.
5. Inflicting casualties. For every dice rolled on the hand-to-hand table, a 4-6 is needed to stand a chance of inflicting a casualty point loss on the enemy unit.
6. Saving rolls. As with shooting, the defending unit is entitled to a saving roll for each potential casualty. Use the same chart provided in section 3 above.
7. Artillery in hand-to-hand combat. Artillery is defenceless in hand-to-hand combat, and is automatically eliminated if engaged.
8. Tercios and large units. These have a frontage of two units in hand-to-hand combat. Two enemy units can attack the front and rear edge of these units. Defensive fire is received only once for a frontal attack and only against the first charging unit. Casualties inflicted in frontal contact with two enemy units are split equally between them.

9. Stationary Tercios and large units. Units which remain stationary in their last move and current move, cannot be outflanked and count all sides as a front edge.
10. 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.

11. Carried forward hits. Hits on bases are carried forward following a further base removal resulting from a failed Morale Test.
12. 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. 

13. 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.

6) Morale Tests 

1. Testing morale. Whenever an infantry or cavalry unit loses one or more bases in hand-to-hand combat, it must roll a die for every base removed that turn. If it fails to achieve the appropriate score, another base is removed. 

	Unit class 
	Die roll required

	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 
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. Walls, Entrenchments and Hedges. Units behind Walls, Entrenchments and Hedges count as in cover if the firing unit is on the opposite side of the obstacle and those defending Walls in hand-to-hand combat. 

3. Towns. Only Infantry may enter or leave a town and it takes a complete turn for them to do so. A town 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 towns.
4. 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. Fortification sections breached by artillery lose their fortification status i.e. extra dice. Any section hit by artillery is breached on a 6 result rolled on one D6.
Mixed units. Many infantry units of this period comprise both Pikemen (or Swordsmen) and Shot (musketeers, crossbowmen or archers) within their ranks. Special rules apply with respect to hand-to-hand combat and casualty removal.

1. If a base has to be removed from a mixed unit after shooting, a base of Shot is removed. If all bases of Shot have already been eliminated, remove a base of Pikemen (or Swordsmen).
2. Conversely, if a base has to be removed from a mixed unit as a result of hand-to-hand fighting, a base of Pikemen (or Swordsmen) is removed. If all bases of Pikemen (or Swordsmen) have already been eliminated, remove a base of Shot.

3. When shooting at a mixed unit, it is always the Shot who are targeted. The Pikemen (or Swordsmen) are only engaged after all bases of Shot are removed.

4. When attacking a mixed unit in hand-to-hand combat, it is always the Pikemen (or Swordsmen) who are attacked. The Shot are only engaged after all bases of Pikemen (or Swordsmen) are removed.

5. If a base has to be removed from a mixed unit as a result of a failed morale test, always remove the troop type comprising the majority of remaining bases.

6. For carried forward hits apply these to Pikes (or Swordsmen) in hand-to-hand combat and to Shot for shooting.

Entrenchments

1. An entrenchment protects the frontage of one unit.

2. Enemy units take a full move to cross an entrenchment.

3. Entrenched units only suffer half hits from missile fire.

Pike and Shot Wargames Armies
Period 6: The English Civil War 1642-51
SCOTS COVENANTERS ARMY
Unit Type







Number per army


Foot


(Mixed Unit: 3 x Shot (musket), Light Armour, Average

3 x Pikemen, Light Armour, Average)



4
Lancers 

(Gendarmes, Light Armour, Average)



2

Horse 


(Reiters, Light Armour, Levy)




1

Highlanders 

(Swordsmen, Light Armour, Average)



1

Special Rules
· Impetuous charge. If charging, Highlander units receive one extra die for each of their remaining bases divided by two (rounded down) in the first round of any combat. 
Period 7: The Dutch Wars (1672-79) and Nine Years War (1688-97)
FRENCH ARMY








Unit Type







Number per army

Guard Foot

(Mixed Unit: 4 x Shot (musket), Elite

2 x Pikemen, Elite)





0-1
Grenadiers

(Mixed Unit: 4 x Shot (musket), Elite
2 x Pikemen, Elite)





0-1
Line Foot

(Mixed Unit: 4 x Shot (musket), Average

2 x Pikemen, Average)





2-4

Maison du Roi
 
(Chevaliers, Elite)





0-1

Gendarmerie

(Chevaliers, Average)





1-2
Chevaux legers 
(Chevaliers, Average)





1-2
Dragoons 

(Dragoons (musket), Average)




1-2
Artillery










0-2
Special Rules
· Formation. Infantry units deploy on a frontage of three bases. The pikes form the centre of the unit.
· Impetuous attack. If charging, French foot units receive one extra die for each of their remaining bases divided by two (rounded down) in the first round of any combat.    
· Grenadiers. Close combat casualties for units in cover (behind walls and in towns) attacked by grenadiers are not reduced by 50% and entrenchments do not delay them by one turn. This simulates their effectiveness in close assault using hatchets, grenades and axes to storm fortifications and obstacles. 

ALLIED ARMY

Unit Type







Number per army

Foot Guards

(Mixed Unit: 4 x Shot (musket), Elite

2 x Pikemen, Elite)





0-1
Grenadiers

(Mixed Unit: 4 x Shot (musket), Elite

2 x Pikemen, Elite)





0-1
Line Foot

(Mixed Unit: 4 x Shot (musket), Average

2 x Pikemen, Average)





2-4

Horse


(Chevaliers, Average)





2-4
Dragoons 

(Dragoons (musket), Average)




1-2
Artillery










0-2
Special Rules
· Formation. Infantry units deploy on a frontage of three bases. The pikes form the centre of the unit.
· Allied Foot and Horse can be British, Dutch or other minor German States.

· Grenadiers. Close combat casualties for units in cover (behind walls and in towns) attacked by grenadiers are not reduced by 50% and entrenchments do not delay them by one turn. This simulates their effectiveness in close assault using hatchets, grenades and axes to storm fortifications and obstacles. 

Period 8: Great Northern War 1700-1718 

SWEDISH ARMY

Unit Type







Number per army

Guard Infantry 
(Mixed Unit: 4 x Shot, Elite

2 x Pikemen, Elite)





0-1
Line Infantry 

(Mixed Unit: 4 x Shot, Average

2 x Pikemen, Average)





2-4

Heavy Horse 

(Gendarmes, Elite)





1-3
Dragoons 

(Gendarmes, Average)





0-2
Allied Cossacks 
(Light Cavalry (musket), Levy)




0-1

Artillery










0-1
Special Rules

1. Formation. Infantry units deploy on a frontage of three bases. The pikes form the centre of the unit.
2. Ga Pa Tactics: This was a tactical system unique to the Swedish army. It was an extremely aggressive tactic with a concentration on forward motion and disregard of casualties from fire. At about 50 yards the unit would pause to allow the two rear ranks to fire a volley, at about 20 - 30 yards the front two ranks would do the same. Then the whole unit would charge into combat. 

a. Infantry units roll one extra die for each of their remaining shot bases divided by two (rounded down) in the first round of any combat. 

b. Infantry may move half their movement allowance and fire. Firing follows movement. They roll one extra die for each of their remaining shot bases divided by two (rounded down).

c. Stationary units may fire as normal with all their remaining shot bases.

3. Steadfast: Infantry units never test morale when the first base is lost from firing casualties, they automatically pass.
4. Heavy Horse. They charged at the gallop, formed into tight wedges with riders knee behind knee. Heavy Horse and Dragoons roll one extra die per base remaining in the first round of any combat. 

5. Dragoons. These units used the same tactics as the rest of the Swedish mounted troops and never dismounted like many other dragoons of the period. 

RUSSIAN ARMY

Unit Type







Number per army

Guard Infantry 

(Mixed Unit: 5 x Shot, Elite

1 x Pikemen, Elite)





0-1
Line Infantry 

(Mixed Unit: 5 x Shot, Average
1 x Pikemen, Average)





2-4

Dragoon Grenadiers 
(Dragoons (musket), Average)




0-1

Dragoons 

(Dragoons (musket), Levy)




1-2
Cossacks 

(Light Cavalry (musket), Average)



0-1

Artillery










0-1
Special Rules

1. Formation. Infantry units deploy on a frontage of three bases. The pikes form the centre / rear rank of the unit.
2. Dragoons. The new dragoon regiments raised by Peter the Great sometimes fought mounted. 

a. These units may fire while mounted and can also fight on horseback. 

b. They may not perform defensive fire while mounted. 

3. Field entrenchments. Russian armies may deploy 1-3 field entrenchments.
SAXON ARMY

Unit Type







Number per army

Guard Infantry 

(6 x Shot, Elite)





0-1
Line Infantry 

(6 x Shot, Average)





2-4

Raw Infantry 

(6 x Shot, Levy)





2-4

Leib Regiment 

(Reiters, Light Armour, Elite)




0-1

Cuirassiers

(Reiters, Light Armour, Average)



0-2

Dragoons 

(Dragoons (musket), Average)




1-2
Cossacks 

(Light Cavalry (musket), Average)



0-1

Artillery










0-1
Special Rules

1. Formation. Infantry units deploy on a frontage of three bases. 

2. Bayonets. All Saxon units are armed with flintlock muskets and bayonets. Enemy cavalry units charging (or being charged by) Saxon infantry, frontally, only roll a maximum of two dice per base in hand-to-hand combat.

3. Cuirassiers. These wear a cuirass for protection.

DANISH ARMY

Unit Type







Number per army

Foot Guards

(6 x Shot, Elite)





0-1
Grenadiers

(6 x Shot, Elite)





0-1
Line Infantry 

(6 x Shot, Average)





2-4

Guard Horse 

(Gendarmes, Light Armour, Elite)



0-1

Horse


(Gendarmes, Light Armour, Average)



0-2

Dragoons 

(Dragoons (musket), Average)




1-2
Artillery










0-1
Special Rules

1. Formation. Infantry units deploy on a frontage of three bases. 

2. Bayonets. All Danish units are armed with flintlock muskets and bayonets. Enemy cavalry units charging (or being charged by) Danish infantry, frontally, only roll a maximum of two dice per base in hand-to-hand combat.

3. Platoon Fire. Danish units are trained in platoon fire drill. This allows the unit to re-roll one miss when assessing firing casualties.

4. Horse. These wear a cuirass for protection.

Period 9: Feudal Japan 

EARLY SAMURAI ARMY (Pre 1550)
Unit Type







Number per army

Samurai 

(Gendarmes, (Longbow) Heavy Armour, Elite)


1-3
Samurai 

(Swordsmen, Heavy Armour, Elite) 



1-3
Samurai 

(Swordsmen (Longbow), Heavy Armour, Elite)


0-2
Ashigaru

(Shot (Longbow), Medium Armour, Average)


1-2
Ashigaru

(Pikemen (Spears), Medium Armour, Average)


1-2

Wakato


(Light Infantry (Longbow), Light Armour, Average)

0-2

Special Rules

1. Unit size. Infantry units are four bases on a frontage of two bases.
2. Mounted Samurai may turn without penalty and may fire their longbows after movement.
3. Chugen. One Ashigaru unit can be designated as Elite.
LATE SAMURAI ARMY (1550-1600)

Unit Type







Number per army

Samurai 

(Gendarmes, Heavy Armour, Elite)



1-2

Samurai 

(Swordsmen, Heavy Armour, Elite) 



0-1

Samurai 

(Swordsmen (Longbow), Heavy Armour, Elite)


0-1

Ashigaru

(Mixed Unit: 2 x Shot (Arquebus), Medium Armour, Average

2 x Pikemen (Spears), Medium Armour, Average)

2-4

Wakato


(Light Infantry (Longbow), Light Armour, Average)

0-2

Special Rules
1. Unit size. Infantry units are four bases on a frontage of two bases.
2. Mounted Samurai may turn without penalty and may fire their longbows after movement.
3. Chugen. One Ashigaru unit can be designated as Elite.
Period 10: New World 

SPECIAL RULES

1. Unit size. 

a. Spanish infantry units have four bases. They deploy on a frontage of two bases.
b. Native foot units have six bases. They deploy on a frontage of two bases.
2. Number of units. Native armies are composed of 12 units, Spanish armies can amount to a maximum of 2/3 this number of units. The standard ratio is 1:1.5.
3. Warbands
a. These move 12cm per turn.

b. Warband are unaffected by woods or rough ground.

c. Warbands fighting in woods or rough ground roll two dice.

4. Fanatics. Elite warbands get an additional dice per base remaining in the first round of hand-to-hand combat to account for their wild charges which are terrifying to face, and very difficult to stop. 

5. Hordes. 
a. These move 10cm per turn.

b. If a hordes unit is engaged in hand-to-hand combat, it must test morale at the end of every round of fighting. 

6. War dogs. These get an additional dice per base remaining in the first round of hand-to-hand combat. They have the same unit size as Spanish infantry.
7. Slings. Slings have a range of 16cm and the same effect as bows.

8. Atlatl dart-thrower. These have a range of 16cm and the same effect as javelins.

9. 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
	Pikemen
	Swordsmen, Warband
	Shot, Hordes, Light Infantry
	Light Cavalry
	Gendarmes

	Pikemen
	1
	1
	2
	3
	3

	Swordsmen
	2
	1
	2
	1
	1

	Warband
	1
	1
	2
	1
	1

	Shot
	1
	1
	1
	1
	1

	Hordes
	1
	1
	1
	1
	1

	Light Infantry
	1
	1
	1
	1
	1

	Light Cavalry
	1
	1
	1
	1
	1

	Gendarmes
	1
	2
	3
	3
	1


10. Iron weapons and armour. The Spanish had a distinct advantage in their use of iron. 

a. For their iron armour, Spanish units get a +1 DRM to their saving throw against native missile and melee weapons. 

b. Spanish troops that use native-style cotton armour do not get a bonus against native missile and melee weapons. 

c. For iron weapons, native units get a -1 DRM to their saving throw against Spanish missile and melee weapons. 

11. Shock factor. Gendarmes get an additional dice per base remaining in the first round of hand-to-hand combat. These were dreaded by natives who were totally unfamiliar with horses.

12. Aggression: Spanish troops can re-roll any misses in the first round of hand-to-hand combat.

13. Intimidation. Aztec culture recognised the accomplishments of its warriors through gifts of costumes and shields. To simulate this some units intimidate their opponent. Apply the intimidation factor by reducing any morale throws, due to base loss in combat, by one when confronted by an opponent higher in the hierarchy.
a. Cuachic: against Otonin, suit wearers and clan warriors

b. Otonin: against suit wearers and clan warriors

c. Suit wearers: against clan warriors 

14. Morale. Morale is tested whenever native troops suffer casualties (irrespective of whether a base is removed) from artillery or musket fire.

SPANISH COLONIAL (1530-1700)

Unit Type







Number per army

Lancers 

(Gendarmes, Medium Armour, Elite)



0-2
Escopeteros

(Light Cavalry, Light Armour*, (musket), Average)

0-1

Regular Foot

(Mixed Unit: 2 x Shot, Light Armour*, (musket), Average

2 x Pikemen, Light Armour, Average)



1-3
Arquebusiers

(Shot, Light Armour*, (musket), Average)


0-1
Militia


(Mixed Unit: 2 x Shot, Light Armour*, (musket), Levy

2 x Pikemen, Light Armour*, Levy)



2-5
War Dogs

(Warband, Elite)





0-1
Artillery










0-1
* Native-style cotton armour

CONQUISTADOR (1500-1530)

Unit Type







Number per army

Lancers 

(Gendarmes, Medium Armour, Elite)



0-1
Sword and buckler men (Swordsmen, Medium Armour, Average)


2-4
Arquebusiers

(Shot, Light Armour, (musket), Average)


0-1

Crossbowmen

(Shot, Light Armour, (crossbow), Average)


1-2
War Dogs

(Warband, Elite)





0-1

Artillery










0-1
AZTEC (1500-1520)

Unit Type







Number per army

Warrior Priests
(Swordsmen, Light Armour, Elite)




0-1
Suit wearers

(Swordsmen, Light Armour, Elite)



2-4
Cuachic shock troops
(Warband, Light Armour, Elite)




0-2
Otomi
mercenaries
(Warband, Light Armour, Elite)




0-1
Clan warriors

(Hordes, Light Armour, Average)



4-6

Skirmishers

(Light Infantry (Slings), Levy)




1-2

Mercenary archers
(Shot (Bow), Average)





0-1

Special Rules

1. Toltec-Chichimec allies can be fielded. Use the Tarascan or Tlaxcalan list.

2. Warrior Priests, Cuachic, Otomi and Clan warriors classify as irregular melee troops for control tests.

TARASCAN OR TLAXCALAN (1500-1520)

Unit Type







Number per army

Suit wearers

(Swordsmen, Light Armour, Elite)



1-3
Otomi
mercenaries
(Warband, Light Armour, Elite)




0-1
Archers and shield bearers (Shot (Bow), Light Armour, Average)


0-2
Archers


(Shot (Bow), Average)





4-6
Skirmishers

(Light Infantry (Bow), Levy)




0-2
MIXTEC OR ZAPOTEC (1500-1520)

Unit Type







Number per army

Temple Warriors
(Shot (Atlatl dart-thrower), Light Armour, Elite)

0-1
Warriors 

(Shot (Atlatl dart-thrower), Light Armour, Average)

4-6
Skirmishers

(Light Infantry (Slings), Levy)




2-4

Special Rules

3. Toltec-Chichimec allies can be fielded. Use the Tarascan or Tlaxcalan list.

PUEBLO CULTURES (1500-1700)

Unit Type







Number per army

Warrior societies 
(Warband, Elite) 





1-2
Archers 

(Shot (Bow), Average)





4-6
Skirmishers

(Light Infantry (Bow), Average)




4-6
MAYA (1500-1700)

Unit Type







Number per army

Warriors
 
(Warband, Light Armour, Average)



4-6
Archers


(Shot (Bow), Levy)





1-2

Skirmishers

(Light Infantry (Bow), Levy)




1-2

Peasant slingers
(Light Infantry (Sling), Levy)




0-2
Special Rules

4. Warriors classify as irregular melee troops for control tests.

INCA (1440-1530)

Unit Type







Number per army

Chimu


(Warband, Light Armour, Elite)




0-1
Inca regulars

(Warband (Slings), Light Armour, Average)


4-6

Militia


(Hordes, Levy)






1-2
Skirmishers

(Light Infantry (Slings), Levy)




1-2

Forest Indian Archers 
(Shot (Bow), Average)





0-1
Special Rules

5. Spanish allies can be fielded from 1533. Use the Conquistador list.

6. Inca regulars. These are also armed with slings. They function as warband with shooting ability and the same restrictions on firing and movement as shot.

